Superstar Competition
This competition normally consists of ten events, but you can reduce that number to fit your allotted time. Each participant selects seven events to compete in. The scoring goes like this: first place-ten points, second place-nine points, third place-eight points, and so on. The maximum number of points a person can score is seventy-which is very unlikely.

It’s best to choose events that do not give a huge advantage to kids who are athletically inclined, older, smarter, or whatever. This way everyone has a chance and the competition is more fun for everyone involved. Some sample events: 

· Water balloon shot put (for distance) 

· Shoe kick (hang a shoe loosely on the foot and kick it for distance) 

· Rowboat race (or kayaks or paddling with hands in an inner tube for time) 

· Diving (judge for the ugliest dive or splashiest cannonball) 

· Baseball hitting (use a volleyball or have kids hit wrong-handed) 

· Sack race (in potato sacks) 

· Paper airplane throw (make your own airplane and throw for distance in the air) 

· Stilts race (best time) 

· Dart throwing (at a dartboard or balloons) 

· Math quiz (give a problem and have participants solve it in the fastest time) 

· Joke-telling contest or dramatic-reading contest (judged) 

Kids will go from event to event, and their scores will be recorded at each event they enter. After everyone is finished, winners in each event are declared. Whoever has the most total points is then declared the Superstar.

Confusion
This crowd breaker involves everyone. Type up the list that follows for everyone in the group; however, no two lists should be in the same order unless the group is very large. Each person is given a list and a piece of bubble gum. The winner is the first one to complete all ten things on their list in order. The idea is to have everyone doing something different at the same time. You won’t be able to tell who is winning until the game is over. Anyone who will not do what someone asks him to do is disqualified. 

· Get 10 different autographs: first, middle, and last names (on the back of this sheet). 

· Unlace someone’s shoe, lace it, and tie it again (not your own). 

· Get a hair over six inches long from someone’s head (let them remove it). 

· Get a girl to do a somersault and sign her name here. 

· Have a boy do five pushups for you and sign his name here. 

· Play ring-around-a-rosy with someone and sing out loud. 

· Do 25 jumping jacks and have someone count them off for you. Have that person sign here when you’ve done them. 

· Say the Pledge of Allegiance to the flag as loudly as you can. 

· Leapfrog over someone five times. 

· You were given a piece of bubble gum at the beginning of the race. Chew it and blow ten bubbles. Find someone who will watch you do it and sign here when you’ve finished

Crazy Canoe
Two people get in a canoe facing each other. Each has a paddle. One paddles one direction, the other paddles the other way. The winner is the one who can paddle the canoe across his goal line about 20 feet away. This is very difficult for the participants, but hilarious for the observers. The canoe tends to just go around in circles. In a larger canoe, four to six people can play, with the two teams on each end of the canoe.

Swedish Baseball
This variation of baseball is most effective with 25 or more participants. Teams are divided equally with one team out in the field and the other at bat. No bats or balls are used. All you need is a Frisbee.

The batter comes to the plate and throws the Frisbee out into the field. The fielding team chases down the Frisbee and tries to return it to a garbage can that is next to home plate. The Frisbee must be tossed in rather than simply dropped in. Meanwhile, the batter runs about 10 feet to the first base, then to the second base about eight feet away and begins to circle them. Every lap is one point for the batting team, and the runner continues until the Frisbee is in the can. All the players on the batting team get to be up each inning. There are no outs.

After two or three innings, the score can get quite high. You’ll need to have a scorekeeper who can keep track of all the points.

Tator Night
These activities all involve fun with potatoes. 

· Tator Contest
Have a tator-tasting contest using several different brands of potato chips. Put the chips in numbered bowls and have each teen fill out an evaluation form, judging the taste. They should keep their answers to themselves. Afterward tally the evaluations and then disclose the brand names from best to worst.

· Mr. Potato Head Race
Everyone is put on a team, with the number of teams being equivalent to the number of Mr. Potato Head games you have available. The object of the game is for each team to put together their Mr. Potato Head successfully. They line up single file about 20 feet away from Mr. Potato Head, and each person on the team runs to it blindfolded and adds one more part. the first team to finish, or whichever team has the best Mr. Potato Head at the end of the time limit, is the winner.

· Potato Push
Have the kids push a potato along the ground in a figure eight course using only their heads (or noses, chins, foreheads). Rather than doing it as a relay, give each person a potato and have them do it all at once in a line.

· Tator King
See who can build the tallest freestanding tower using potatoes and toothpicks. This can be amazing! 
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Sit-Down Game
This crowd breaker is always fun and requires little preparation and no props. It involves everyone. Simply have everyone stand up. Announce that you will be reading from a list of "if" statements. If a statement applies to them, they must sit down. Feel free to come up with your own statements in addition to these. 

· You didn’t use a deodorant today. 

· You have worn the same socks for two days. 

· Your belly button is an outie. 

· You still suck your thumb. 

· You’re good looking. 

· You hit the snooze bar on your alarm clock today. 

· You watch reruns. 

· You have never eaten snails. 

· Your mother dresses you. 

· You have a hole in your sock. 

· You recently got a traffic ticket. 

· You’re on a diet. 

· You have a false tooth. 

· You are mad at your boyfriend or girlfriend right now. 

End by saying something such as, "Sit down if you’re tired of standing." This will usually get everyone to sit down.

Cereal (Time) Killers
Divide your group into teams. Give each team a bag filled with several different kinds of dry breakfast cereal, some glue, and a piece of cardboard. The teams will compete to see who can create the most intriguing work of art with their supplies. Some may design a landscape. Others may create a person. Still others may go for a more abstract creation. When everyone is finished, show the pieces to a distinguished panel of judges (or anyone you can round up), who will then vote on which is best.

Watermelon Olympics
If watermelons are in season, stock up on them for some camping fun! Here are a few ideas for making watermelons the focus of your lunch-time activities. 

· Watermelon Grab
Hide all the watermelons (similar to an Easter egg hunt) and then divide into two groups-the grabbers and the taggers. The grabbers go out and try to locate and bring a watermelon to home base without being tagged by the taggers. Kids who are tagged must put the watermelon down on the spot where they were tagged and go to jail for three minutes. Grabbers can only be tagged while carrying a watermelon. See how many watermelons can be successfully brought into home base within a given time limit, then switch sides.

· Watermelon Sack Race
This is just like a regular sack race except the contestants must carry a watermelon along with them as they hop along with both feet in the sack.

· Watermelon Balance
Each team is given a watermelon and a tennis racket. Players must carry the watermelon on the head of the racket to a goal and back. Players can hold the racket any way they want, but they cannot touch the watermelon with any body part.

· Speed Seed-Eating and Spitting Contest
Cut the watermelons into wedges and place them on a table. Each team gets a paper cup (the size depends on the size of your group). On a signal, teams start eating watermelon and spitting their seeds into the cup. The team that fills up its cup with seeds first is the winner. 

Muddy Marble Scramble
Churn up a mud hole (figure approximately one to two square feet per kid). Then work hundreds of different colored marbles into the top five or six inches of mud. (Make sure the mud doesn’t have too many rocks.) Each marble is worth a certain amount of points, depending on its color. The fewer you have of one color, the more points that color is worth. For example- 

· 1 red marble: 500 points 

· 2 white marbles: 100 points each 

· 25 blue marbles: 50 points each 

· 100 green marbles: 20 points each 

Divide the group into teams, each with two leaders-one who washes off the recovered marbles, the other who keeps track of how many of each color have been recovered. At the signal, all of the participants dive in the mud and search for marbles for 10 to 15 minutes. When time is called, the team with the most points wins. 

Scatterball
This game is a fast-moving variation of dodgeball. There are no teams. To begin the game, stand everyone in the center of a kid-proof room or gymnasium and throw a four-square ball off one of the walls. At this point everyone scatters.

The ball is up for grabs for the rest of the game. Anyone may handle and throw the ball after a bounce off the floor, ceiling, or wall but may not take more than two steps before throwing it at one of the many human targets (who are free to run as they please). A target is out if hit by a direct throw of the ball without catching it. A thrower is out if the ball is caught in the air or if anyone is hit in the head.

The scatterball twist is that players who are out sit on the floor right where they are tagged; they must stay seated and may not move across the floor. They can still get throwers out by catching a ball in the air or by hitting a runner with the ball, and they may pass the ball to other sitting participants. Their presence increases the risk to running players, especially as the game progresses when more and more of them dot the floor. A thrower may collaborate with seated players by rolling or bouncing the ball to one of them.

The last person left standing is the winner and starts the next game.

Spaghetti Slobfest
For this meal, you’ll need the help of a few volunteer waiters (preferably not group members). Tell the kids to be seated for a spaghetti dinner. Have nothing on the tables except their glasses filled with whatever drink you choose. The waiters then place in front of each person a paper plate with a plastic disposable bib and a pair of thin plastic gloves. make sure none of the servers talk or respond to any questions while they set the tables. Then have them begin bringing out the noodles, sauces, and meatballs, all without serving utensils.

The kids will realize soon enough that there will be no silverware for the meal, and that they must use their hands. To complete the menu, add a dessert like pudding or Jell-O. It’s a meal they’ll never forget!

As a variation you can set the tables with the weirdest utensils you can find. For example, one person may have to eat out of a vase with a large wooden spoon. Another person eats out of a coffee creamer with an ice-cream scoop. Someone else gets a fruit jar and chopsticks. Each place setting should be as crazy as possible.

M&M’s Candy Fun
For contests as delicious as they are fun, break out the M&M’s and let the festivities begin! Here are just a few of the games you can play with those multipurpose candy-coated milk chocolate pellets. 

· M&M Relay
Team members run to a table where a package of M&M’s are poured out for them. They must eat the whole package without using their hands.

· M&M Blowing Contest
Each team must blow a pile of M&M’s from one point to another-ten feet away is plenty.

· Find the M&M’s
Have the teams each hide a package of M&M’s around rooms of their own. When all the hiding is done, teams switch rooms and find as many of the candies as they can within a given time limit. Make some colors worth more points than others.

· M&M Push
Have kids push M&M’s along a course with their noses, relay style.

· M&M Trading
Give each kid a few random M&M’s and have them trade among themselves for the colors they like best. After the trading, announce which colors are worth the most points. 

Wet ‘N’ Wild Baseball
Play this game with whatever baseball rules you like. Make the competition unique by using 30 gallon kiddie pools or garbage cans filled with water for bases and a Slip’n’Slide to get to home plate. This game will work best if kids are dressed in swimsuits or shorts and T-shirts. You will also need a garden hose and access to a water faucet.

Use a large plastic bat and rubber ball. After hitting the ball, players place both legs in the water-filled garbage cans as they go around. To score they must run down the third-base line and slide into home using the Slip’n’Slide. Teams may have multiple runners on a base. It’s lively when several people try to slide home together.

Variation: Use a water sprinkler for first base or for all bases.

By the Seat of Your Pants Volleyball
Divide the group into two teams. Set up a volleyball net in the room so the top of the net is approximately five feet above the floor. Each player is instructed to sit down on his team’s side of the net so that his legs are crossed in front of him. From this position a regular game of volleyball is played with the following changes: 

· Use a beach ball-type ball or a large Nerf ball. 

· Use hands and head only (no feet). 

· All serves must be overhand from the center of the group. 

· Because of limited mobility, a large number of participants is suggested. 

· All other rules of volleyball apply. 

Sheet Fling
This game can foster teamwork in your group. You’ll need two bed sheets for each team of four people and big chunks of Jell-O. Split the foursome into two pairs, then give each pair a sheet that they fold into a 2x6-foot rectangle and hold at the corners on the short side. Have the pairs stand side-by-side, two feet apart, and put the Jell-O in the center of one team’s sheet. Each team attempts to toss the Jell-O onto the other team’s sheet by dropping the center of the sheet and then snapping back the ends so the Jell-O goes flying.

If you want, you can make Sheet Fling mildly competitive by seeing which teams can catch the Jell-O at the greatest distance. Or put Jell-O onto both sheets, and challenge pairs to coordinate a Jell-O swap.

Candle Draw
Divide a large outdoor area into five pie-shaped sections. Place five candles across a tabletop located at the back of each area. Position one player in each section with a loaded Super Soaker water gun. Light the candles and give a signal for the play to begin.

Players defend their own candles at the same time they attempt to douse the others. The winning player is the one with the most lit candles when the water supply runs out.

Adapt this game any of a number of ways, depending on the makeup of your group and the availability of supplies: 

· Use a smaller or larger number of sections. 

· Create a tournament and award points. 

· Organize two-player, two-Soaker teams, or larger teams with a limited number of guns. 

· Place buckets of water in the playing areas; the winner is the one with the last candle still flickering. 

· Place the water supply outside of the sections so participants have to leave their candles unguarded while they are getting refills. 

Ping-Pong Polo
For this exciting indoor game, have team members make their own polo sticks out of rolled-up newspaper and masking tape. Several sheets of paper should be rolled up lengthwise, then taped along the edge.

The object of the game is for team members to knock a Ping-Pong ball with their sticks into their team’s goal. An excellent way to set up goals is to lay two tables on their sides (one table per goal), with the top of the table facing into the playing area. When the ball hits the face of the table, it will make a popping noise, indicating that a goal was scored.

Each team should have one goalie who will guard the table. The goalie can use any part of his or her body to protect the table.

To make the game even more like real polo, have the kids ride broomsticks like stick horses while they play the game. It’s always advisable to have a few extra Ping-Pong balls on hand.

Marshmallow Bagging
Put one team in a circle just slightly further apart than arm’s length. Determine a beginning point in the circle and place two bags there. In one bag dump a number of marshmallows. The other remains empty. At the whistle the person nearest the bag begins pulling out marshmallows (one at a time) and tossing them to the next person in the circle—one at a time. Kids toss the marshmallows around the circle. The person at the end of the circle next to the empty bag then drops the marshmallows into the bag. The team has one minute to see how many marshmallows they can get around the circle and into the bag.

Lucky Charms Race
Maybe some of your campers have developed a habit of eating just the marshmallow shapes from their bowls of Lucky Charms. Put their skills to the test with this race. The object of the game is to separate the contents of a box of cereal by shape and put the marshmallows into the proper containers, which are stationed at least 50 feet away.

Line up the relay teams opposite the containers. Spread out eight containers, one for each shape—pink hearts, yellow moons, orange stars, green clovers, blue diamonds, purple horseshoes, pots of gold, and red balloons. Provide each team with a box of Lucky Charms cereal and have each team choose a runner for each shape. Runners may run down to the containers only when they have at least 20 pieces in their hands. Meanwhile, the rest of the team members separate the pieces of cereal for the runners.

Give 10,000 points to the team that finishes first. Award 8,500 points for second, 7,500 points for third, and 6,000 points for fourth. After the game, hand out bowls and spoons and provide milk for the kids so the cereal won't go to waste.

Egg-in-Glove Wheelbarrow Race
Divide players into teams of two and give each team a pair of disposable surgical gloves and two eggs. One person will act as a wheelbarrow to be pushed by her partner during the race. Line up the teams behind a starting line that stretches across the width of the playing area. Before you start, have each wheelbarrow person put on gloves and then slip an egg onto the palm of each hand under the glove.

When you say "Ready," the wheelbarrow people should get down on their hands and knees. When you say "Set," the pushers should lift their partners' legs. And when you say "Go!" they should start walking toward the finish line on the other side of the room. Obviously, they'll need to tread very carefully because they don't want to break the eggs in their hands. The first team to reach the finish line with two unbroken eggs is the winner.

Ultimate Sock Dodge
At each end of a rectangular playing field, use orange safety cones to outline a circle about 10 feet in diameter. Divide the group into two teams and have each team choose a human target to stand inside the circle. The object is for players to hit the other team's human target by throwing an old gym sock filled with flour. Make sure you have a second sock full of flour ready to go, just in case.

The rules are the same as for Ultimate Frisbee: players advance the sock by throwing it to their teammates. A player can only take three steps before she must pass the sock. If an opponent corners a player, the player has five seconds to pass the sock. Defensive players are allowed to pressure the offense, but they can't touch the sock thrower. If the sock hits the ground, possession switches teams regardless of who touched it last.

Human targets can dodge the sock however they like, but they must stay within their circles. No other players may enter the target area. Five points are scored whenever a team's target is hit. Select a couple of adult referees to keep an eye on the action and track each team's points. The team with the most hits on their opponent's target wins. The flour really flies as players attempt to catch or dodge the sock. Your kids will be pretty white after this one!

Amputee Balloon Swat
You remember the rainy-day game that boredom drove you to—Keep the Balloon from Hitting the Ground or Else It Blows Up. For this version, each person has an inflated balloon to protect. At the same time, they must try to bat others' balloons to the ground. The catch is, they can use only one hand. They have to keep the other hand in a pocket, behind their back, or otherwise out of play. You get the idea—one hand to share both defensive and offensive tasks.

You'll need boundaries of some sort—a hedge of bushes, a row of trees, walls, whatever—in order to keep all players in the thick of the action so they don't wander off to protect their balloons. Players are out when their balloons hit the floor or are swatted out of bounds. Or you can create the rule that players are out only when their balloons hit the floor and are stepped on and popped—and players can only step on a balloon that's already on the ground.

Marshmallow Toss Across
Before playing this quirky game of catch, players number off and stand on chairs—or inverted buckets or tree stumps—in a circle. Once the students are in position, they should pair off with the people standing directly across the circle from them. Each twosome will compete against the other pairs around the circle.
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Even-numbered players each get a Styrofoam cup full of mini marshmallows (each cup should contain the same number of marshmallows). Odd-numbered players each get an empty cup to catch marshmallows with.

When you give the signal, the marshmallow tossers hurl marshmallows, one at a time, to their partners. The catchers don't toss back—they just catch. No matter how wild the toss, the catchers aren't allowed to step off their chairs during the game or points will be deducted from their final score. When a team runs out of marshmallows, both players sit down. The first team to sit loses five points, and the last team to sit gets five bonus points.

After everyone is seated, the catchers count the marshmallows in their cups and give their teams one point per marshmallow. The pair with the fewest marshmallows at the end of a round earns the dreaded pick-up penalty—they must pick up all the mashed marshmallows off the ground. Play again with tossers and catchers trading places.

Musical Baby Food
As the title implies, this game is played like musical chairs—but with baby food. You need one fewer jars of baby food than you have players, a spoon for each player, and music to play during the game. Any number of students can play by dividing kids into several small groups, or choose a handful of students to play in front of the whole group. If you choose to do the latter, have the participants stand side by side so the audience can see their awesome facial expressions during the game.

When the music starts, begin handing jars of baby food to the first person in line. Start with mild flavors like peach, pear, and banana, but as the game goes on, introduce the nastier flavors like pea, green bean, prune, and turkey vegetable medley. Players pass the jars down the line. As jars reach the far end of the line, players pass them back up the line. Anyone holding a jar of baby food when the music stops must eat a great big spoonful! The student left without a jar is out.

For each subsequent round, remove a jar of baby food and start the music again. The last person left standing with a jar of baby food is the winner—or loser, depending on how you look at it.

Earphone Sing-Along
Nearly all of us have at one time or another embarrassed ourselves by singing loudly (and off-key) while listening to a Walkman. So make a contest of it!

Announce that a prize—perhaps an inexpensive Walkman—will be given to the camper who does the best job of performing a favorite song to taped accompaniment. (They should bring tapes of their own favorite songs to camp. You don’t have to tell them why.) If your campers are natural hams, you may want to wait until the performance to tell them that they will hear the tape through earphones. You may want to say something like "Oh, by the way—you’ll hear your tape on a Walkman, and the audience will hear only your voice, not the music." The more creative the choreography, the higher your score. Ensure that the volume is high enough in the earphones so the contestants can’t hear their own voices clearly.

The performances are inevitably so off-key the audience will need time to stop laughing between contestants. Give participation prizes to everyone and the Walkman to whomever you or the judges deem the most entertaining.

Spoon Hockey
You need 10 to 14 dinner spoons, four large serving spoons, a tennis ball, and four orange cones. Use two cones at each end of the playing area to set up a four-foot-wide goal. You need two teams of five to seven players each. Each team chooses a goalie to defend her goal with two large serving spoons. The rest of the players get a dinner spoon for hitting the tennis ball up and down the field. It’s not a very fast-paced game—because the catch is that teams must play on their knees. For comfort and safety, you may want to hand out kneepads and safety goggles.

To start, place the tennis ball in the middle of the field for the opening face-off, then play the game with regular hockey rules. If you’re playing with a larger group, you can rotate new players into the game every four minutes or have more people play on each team. For more players, use two tennis balls.

Noodle Hockey
Cut several eight- to 10-foot-long foam pool noodles into two- to three-foot lengths. They come in a variety of colors, so each team can use all the same color noodle. Use two orange cones for goals, set five or six feet apart at each end of the field.

Create two teams and arm each player with a section of noodle to use as a hockey stick during the game. To begin, throw a wiffle ball in the air midfield and let the teams go at it. During the game, each team must defend its goal and try to hit the wiffle ball through their opponent’s goal. A player may not hit the ball with a noodle more than twice in a row. This stops a hotshot player from hogging the ball. Also, players can’t touch the ball with anything other than their noodles. No kicking or hitting the ball with their hands—though there are a couple of exceptions: a player will have to touch the ball after a team shoots it past the goal. To put the ball back into play, someone must toss it into the air and hit it with a noodle. And after a team scores, the other team must bring the ball back out to midfield to begin play again.

If the ball is down at the other end of the field, it’s legal for players in the backfield to whack their opponents with their noodles, provided they aren’t vicious about it. No whacking the head or face, though. The whacks sound awful but are virtually painless.

The game can end after a certain length of time has passed or a predetermined number of goals have been scored. This is an exhausting game, but it works for all age levels and for any size group. If you have 50 or more players, divide the group into four teams. Then alter the setup by making hockey sticks out of four different colors of noodles and creating four goals on a square playing field instead of two on a rectangular field. Just as in the two-team competition, whichever group scores the most goals during the game is the winner.

TP War
Buy a mega-pack of cheap toilet paper. Set up large obstacles throughout the playing area, and draw some boundary lines with chalk. Teams can’t cross these lines. Divide the kids into two teams and evenly distribute the rolls of toilet paper.

Now let the kids start throwing! If a player is hit in the arm, she can no longer use that arm during that round. If she’s hit in the leg, she can’t use that leg and should drag it behind her, and so on. You’ll have to put your kids on the honor system unless you can think of a way to make the toilet paper leave a mark when it hits. Head shots are not encouraged and therefore don’t count as hits.

For potentially "fatal" injuries—hits on both arms or both legs, or a hit in the stomach or chest—players should report to a referee (adult leader), who makes up a silly penalty for them to perform before they may reenter the game. This could be anything, such as making a kid pretend he’s a ballerina for one minute or making him do five cartwheels around the room.

You may want to try some variations such as:

· Teams play on their knees. 

· Each team sets up a target that the other team must hit in order to win. 

· One person from each team is chosen to be the general. Wrap each general from shoulders to ankles with masking tape, sticky side out. If a general gets a roll of toilet paper stuck to her during the game, her team automatically loses. Or give generals clean plungers to balance on their heads. If a plunger gets knocked off, that team is flushed. 

No one really wins this game. It’s just a blast to throw a roll of toilet paper around.

Jell-O Slurp
Each team gathers around a large bowl of Jell-O (any flavor). Give each player a straw to slurp the Jell-O through. The first team to empty their bowl wins. If you have a small group, individuals can compete against one another with their own bowls of Jell-O instead.

Bad-Breath-Buster Relay
Set up relay teams at one end of the eating area and adult leaders—one per relay team—at the other end. Give each adult a squirt gun and a bottle of mouthwash. The players will sprint down to their team’s leader and open their mouths, letting the adult squirt in as much mouthwash as the player can hold. Players then run back to their teams and spit the mouthwash into a large cup. The first team to fill the cup wins.

Marshmallow Midget Ball
The idea here is that two teams play a good old-fashioned game of baseball using jumbo-size marshmallows for the ball—you’ll want to have a large bag of these on hand—and a spatula for the bat. Use whatever stationary objects you have handy for the bases—benches, orange safety cones, or adult leaders.

Just before the first pitch is thrown, casually mention that players must play the game on their knees. At this point you may want to move the bases a little closer together or provide kneepads for the batting team. Points are scored whenever a runner—crawler—safely reaches home base.

As a final twist to the all-American game, if a fielder catches a fly marshmallow in her mouth and eats it with no help from hands, then it counts as two outs.

Pole Ball
Set up two volleyball standards on opposite ends of a rectangular playing field with clear boundary and midline markings. The object of the game is to push, throw, or shove a 36-inch-diameter ball across the field until it touches the opposing team’s pole to score a goal.
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Each team will have players on offense and defense. The defensive players must stay on their half of the field to defend their pole. The offensive players stand on the opposing team’s side of the field and cannot cross back over the center line. Players cannot run with the ball and must therefore cooperate by passing the big ball around the field. Use basketball rules to limit body contact and prevent injury and mayhem.

Start the game with a jump ball midfield. After each goal is scored, play is resumed with another jump ball or face-off. If the ball goes out of bounds, the other team gets the ball and throws it in from out of bounds.

Give one point every time the ball touches a pole. The team with the highest number of points at the end of the game wins.

Chair Balloon Ball
Create two even teams of students and have each group choose a goalie. Give each person a balloon to inflate and leave in a big box along the sidelines. Then have each player grab a folding chair (or orange cone or other suitable substitute). Players arrange their chairs in the playing area like positions on a real soccer field, with the two goalies sitting at opposite ends.

Two opposing players face off with one balloon to begin the game. The teams play regular offense and defense, but there are a couple of twists to the rules. Team members can move anywhere on the playing field, but their chairs must remain underneath them at all times. So they use one hand to hit the balloon and the other to hold onto their chair.

The second twist involves the goalies. When a balloon is passed to a goalie, that person’s job is to sit on it and try to pop it before the other team loudly counts to three. If the goalie fails to pop the balloon, the balloon should be returned to the center of the field and put back into play.

A point is scored whenever a goalie pops a balloon, and then a new balloon is tossed onto the center of the field for the next round of the game. Once all the balloons are mere fragments of their former selves, the team with the most balloon bits under the goalie’s chair is declared the winner!

Chewy Gooey Clues
You need at least ten different kinds of mini-candy bars or other candy. To prepare for the game, unwrap each piece of candy and sort into Styrofoam cups. Write the name of each candy on the bottom of the cup and tape or staple each empty wrapper onto a 3x5 card.

Now form two teams. The players must in turn close their eyes and taste the candy in the first cup. Put a minute on the timer as the first player from each team tries to describe to his teammates what the candy tastes like, feels like, smells like, and so on. The teams shout out guesses until one of them guesses the correct identity of the candy or until a minute is up on the clock. Give the winning team 5,000 points for every correct guess and show the candy wrapper to affirm the right answer. Now two new players take a turn with the next kind of candy. The game continues until all the candy is gone. Total the points for both teams, and announce the winner.

Straw in a Haystack
Here’s an outdoor after-dark variation on the game Mission Impossible. Kids can play on teams or play every man for himself. At one end of the playing area, set up a station where players receive a twist tie, peanut, a toothpick, or other small object. Twist ties work well because players must wear them around their fingers and cannot take them off or otherwise hide them in an effort to cheat during the game.

On your signal, players enter the playing area and look for two token-carriers hiding somewhere within the boundaries. These players wear glow sticks around their necks to distinguish them from other players.

Once a player finds a token-carrier, she trades in her peanut to get a drinking straw, a rubber band, a sticker, a button, or other small object, and returns to the starting point. If she gets back safely and hands over her straw, she’ll receive points for the new object.

For a variation, use several token-carriers. Each can wear a different-colored glow stick and hold a bag full of different objects for trades. Make each object worth a different point value. One token-carrier could have buttons, another rubber bands, a third drinking straws, and so on. So a player starts out with a twist tie and makes a trade with each token-carrier, then turns in his traded objects back at headquarters to win.

But there’s a catch, naturally. Adult staff members with flashlights—gunners—are out and about trying to catch the kids. If a player is hit with a beam of light by the gunner, he can’t run away. He must relinquish whatever object he’s holding at the time and he gets no points for that exchange. A player caught by a gunner must return to the starting point, get new peanuts, and restart the quest.

Another variation is to give each gunner a roll of duct tape to carry. When a gunner catches one of the players, she not only confiscates the player’s token, but she also gets to duct tape the player. If the player makes a run for it, all the gunner has to do is shout, and the other gunners will join in the pursuit. Very seldom does a student escape, and then he gets taped up even more because he tried to run.

Make some rules about where the gunners can put tape on the kids, like no taping above the neck or putting tape on bare skin. They can be as creative as they like in their tape jobs by mummifying players or taping one hand to a leg. And if they catch two or three players at once, they can tape them together. The team or individual who finishes with the most points wins.

Lemonade-Eating Contest
Instead of drinking homemade lemonade, three contestants eat the ingredients separately, figuring that the items will mix together in their stomachs, right? They should each drink a large glass of water, eat a raw lemon—not the peels or seeds—and then eat a tablespoon of sugar. The first person to finish wins. A video camera would capture these precious memories nicely.

Zigzag Soak
There’s nothing like a soaking-wet obstacle course to cool off your campers on a hot summer day. The object of this game is for campers to run through a zigzag course without getting hit by water-soaked sponges thrown by the opposing team.

To set up the zigzag maze, use bales of hay or straw, cardboard appliance boxes, ropes, freshmen—whatever! Design some safe spots—perhaps hay bales—along the path to provide a bit of protection for the runners. At the end of the course, add some physical challenges players must complete before they’re done, such as pushing an earth ball 10 feet, jumping rope 20 times, doing 15 jumping jacks—all while being pelted with wet sponges.
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The players running the course are called attackers, and it’s best if they run in pairs. Attackers must touch each station before they attempt to move on to the next one. If one of the attackers is hit, she’s out and her companion continues the course alone.

The sponge throwers are called defenders, and they must stay within designated spots between stations. To make sure they stay put, you could have them stand inside hula hoops or mark off their areas in some other obvious way.

At each of these defender spots there should be a five-gallon bucket of water and two sponges per defender. Defenders are allowed to throw their sponges only when an attacker is even with them or past them—not before they reach the defenders’ spot. You may choose to have one fabulous spot near the center of the maze where defenders are allowed to throw sponges in any direction. Give three or four sponges to each defender in this special location.

Scoring is optional, but if you do score, give 1,500 points to the defenders for each attacker they hit with a sponge. Attackers who successfully complete the course and stay dry doing it score 5,000 points for their team. However, scores don’t really matter. The whole point of the game is to get wet and have fun.

When all the kids have played a round as the attackers, send the youth workers through and give the teenagers a shot. Chances are good those buckets themselves will start flying now!

Team Four Square
Set up a foursquare box in your playing area (use chalk or cones to mark out the areas), making the individual squares 10 feet wide or larger, depending on how many people will stand in each.

The game is played like regular four square—teams try to advance to the fourth square and stay there as long as possible. People in the fourth square start each play by serving the ball underhanded to any other square. The ball must bounce once in each square. Teams hit the ball back and forth until the people in one of the squares misplays the ball and they’re eliminated. Then everyone moves up to the next square, making room for a new group of people to enter the game on square one.
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For a little variation, play the game with a heavy-duty, 36-inch ball and two or three players to a square. Players still play the game like regular foursquare, except teams can hit the ball twice inside their own squares before bouncing it to another team. The larger ball can make some line calls difficult, so have someone serve as a judge or referee.

Egg Tube-Blowing
Here's an egg game played without the shell. Take a three-foot-long piece of clear plastic tubing—you can get this at Home Depot for about $5—and a dozen eggs. Crack open three to four eggs and pour the yolks and whites into the tube.

Position a camper at each end of the tube. At the count of three both should start blowing into the tube for as long as they can. After 10 seconds or so, someone will need to take a breath and will get egg all over his face. This inexpensive stunt will have the rest of the group laughing and grossed out at the same time.

Hatch a Water Balloon
Need a relay to cool your campers' jets on a hot summer day? Try this refreshing contest. Three or four equal teams line up around and a kiddie pool filled with water and water balloons. They should all be standing the same distance from the pool. Halfway between the pool and each line of kids, place a plastic lawn chair or camp chair—one with drain slots or holes in the seat—and put a small bucket under it.
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Each player runs to the pool, picks up a balloon with her mouth, and carries it back with her teeth to the lawn chair. After she places the balloon on the seat of the chair, she must pop the balloon with her own seat. As soon as the balloon pops, the next player can run to the pool. Meanwhile, the water from the broken balloon drains into the bucket below. The first team to fill its bucket wins.

I'm an Egg
Mark off a square playing space with orange cones or chalk. It should be large enough to allow your whole group to maneuver around in a squatting position. To play this game, everyone gets down on his or her haunches and waddles around yelling, "I'm an egg!" When one player bumps into another, they play rock-paper-scissors. The winner of the match becomes a chicken, and the loser waddles off to find another egg to compete with.

Chickens continue to waddle around, but now they flap their wings and say, "I'm a chicken!" When two chickens find each other, they again play rock-paper-scissors. The winner of this contest becomes a dinosaur by standing up and opening and closing her hands over her head to look like dinosaur jaws. The loser goes back a step in this food chain and becomes an egg—"egg-ain."

The winner of a prehistoric rock-paper-scissors match between two dinosaurs becomes an X-man complete with Wolverine's razor-sharp claws to indicate the new status. A winning X-man becomes a heckler who is allowed to stop playing the game and sit back to peers waddle, chomp, and claw their way through the rest of the game.

The key is that as players win rock-paper-scissors matches, they go up the food chain—so to speak— and face off with others of their kind until they can retire as hecklers. However, every time someone loses a match—at any level—that person must go back to being a lowly egg.

