2013 National Quiz Games


1- HEADBANDS
Players take turns wearing ‘The Hat’.  A card with a word on it will be placed in the band of the hat.  Working together, the team will act out the word for the hat-wearer’.  (Headbands is like backwards charades.)

2- CALL THE VET
Players take turns being ‘the Vet’, and “the Owner.”  The owner will be shown a card with a word or words on it.  S/he will then ‘Call the Vet”, and describe for him/her the symptoms s/he is seeing in the horse.  The vet may ask questions.  Only the Vet and the Owner may speak.

3- DROP IT FROM MY PLAYLIST
Players will be given 10 stacks of cards on 10 different topics.  Some statements on the cards are true, and some are false.  Working together, the players sort the cards, removing the false ones.  Each correct statement in the correct pile at the end of ten minutes will score a point.  Affs and A/B’s will lose a point for each false one in the correct pile

4- WORMS AND LADDERS
The game is played on a board similar to a “Snakes and Ladders” board.  Each row is a different topic.  Players take turns choosing a number between 1 and 6.  They answer the question they land on. If they are correct, they get the point, and the card is removed.  If they are incorrect, the card will be left on the board, and another player may try and land on it, and answer it.  If you land at the base of the ladder, you go up the ladder.  If you land on the tail of a worm, you go down the worm.  When a player reaches the end of the board, they turn around and go back.  (This is NOT a race to the end, but a race to answer as many questions as possible).

5- WIN, LOSE, OR DRAW
Also called Pictionary.  Players take turns.  The player whose turn it is will be shown a card with a word or words on it.  They must draw something on the whiteboard that will make someone on their team say the word.  No letters, numbers or words are allowed.  Other symbols may be used, as long as they are not letters, words, or numbers.  The “Draw-er” may not talk or use any gestures.  (This is not charades).  The ‘Guessers” work together and may talk, ask questions, bang their heads on the floor in frustration, etc.
6- RULE THE WORLD
Players move their markers along paths leading to Baldur Manitoba.  As they land on the questions along their path, they attempt to answer them.

7- SMOOTH MOVES
Players will work together to act out various horse’s movements for the rest of their team- one as the front legs, and one as the back legs. 

*****Affiliates for this station – Left Brain/Right Brain

There are two sets of cards.  One is a picture that represents a term.  (The ‘right brain’ clue.) The other is a verbal description  (The ‘left brain clue).

The object of the game is to match the correct visual clue with its verbal partner.

Teams may choose to work separately or together, and may talk and confer as much as they wish.

8- KNOW, OR GO TO PARIS
Each row is a separate category.  Players will move around the board, answering questions.  If they answer the question correctly, it is removed from the board, and they get the point, and they may continue to answer questions when it is their turn.  If they get the question wrong, it is left on the board, and their marker will ‘Go to Paris”- be removed from play.  The remaining players will continue to answer.  If/when all three players are in Paris, everyone comes out and the cycle starts over.

9- TABOO
Players will take turns.  They will be shown a card with a word or words on it.  They will try to get their team to say the target word, BUT, on the card there will also be words that they cannot say while they are doing this.

10- PYRAMID

Taking turns, players will be shown a card with a CATEGORY on it.  The player will say words for things that are contained in the category.  (For example, if the category was “types of cars”, players might say “Ferrari, Toyota, Volkswagon, Ford. . .”

Page 1 of 2

