Minute To Win It Team Challenges
Friday, November 12, 4:45 -5:45

Granada B & C

Presented by Julie Connor and Christine Langenbacher

Connor@clayton.k12.mo.us , Langenbacher@clayton.k12.mo.us
Participate in team challenges based on the television show, Minute To Win It!  Each challenge uses everyday household items that you can find in your home or school.  Students are challenged to compete and conquer the challenge in less than a minute.  The different challenges can be used as part of a team-building unit, 
day, summer, or overnight camps, family Physical Education nights or 
activities that require limited space.
Challenges can be modified according to space, equipment, and student/teacher preferences.

TEAM CHALLENGES
Bobble Head – A pedometer is attached to the head and participant must move their body to rack up as many steps as possible to complete the game.

Equipment: 1 pedometer, 1 big rubber band per participant
Instructions: 

1. Prior to game start, participant is standing with hands at sides and has a pedometer reading "zero" attached to a rubber band on their forehead.

2. Once the game begins, participant may begin moving their body.
3. Participant may not use the hands to manipulate the pedometer.

4. If pedometer moves out of original position, participant may readjust rubber band but may not continue game until hands are off the headband.

5. To complete the game, participant must get as many “steps" as possible within the 60-second time limit.

6.  Add up the total number of steps that your team achieved!

Back Flip – Catch increasingly larger sets of pencils, flipped off the back of your hand.

Equipment: 12 pencils per participant

Instructions:  

1. Pencils are placed on playing surface in increments of 2, with all erasers facing the same direction.  

2. When the clock starts, participant picks up first set of 2 pencils and places them on the back of his/her hand.

3. Participant must flip pencils into the air, and then catch them together. Participant adds two more pencils with each turn, building to a final set of 12.

4. Participant cannot add the next set of 2 pencils until the previous set has been caught.

5. To complete the game, participant must catch sets of 2, 4, 6, 8, 10, and finally 12 pencils in succession within the 60-second time limit.
6.  Add up the number of successful sets of pencils that flipped that your team achieved!
Keep It Up – The Participant, using only their breath must keep a feather afloat for 60 seconds.

Equipment: 1 feather per participant
Instructions:
1. Prior to the game start, participant stands holding their feather.  The teacher will cue the participant to release the feathers.

2. If a feather touches another participant or table, your turn is over.
 3. A feather briefly touching a participant's face will be permissible, but any other contact between a participant's body and the feather will result in failure.

4. To complete the game, participant must use only his or her breath to keep the feather from touching the ground for the entire 60 seconds.
5.  Every feather in the air after 60 seconds is worth 10 points.

Face the Cracker – Using only their faces, participants must move three crackers individually from their forehead to their mouth.
Equipment: at least 3 crackers per participant

Instructions:

1. Prior to the game start, participant must stand with hands on knees and cracker will be placed on forehead when the teacher cues the start time.
2. Starting cracker position must always be in the center of the forehead, not touching the eyebrows. If a starting cracker is not in this designated position the cracker will not count toward the final score.

4. Once the game begins, the participant may use only their head to manipulate the cracker.

5. The cracker must remain in contact with the face at all times (i.e. may not be tossed from the forehead and caught in the mouth).

6. If a cracker falls from the mouth, a new intact cracker must be used for the next attempt off the head.

7.If a participant successfully scores a cracker in the mouth, a new intact cracker must be used for the next attempt.

8.To complete the game, the participant must hold an intact cracker with his or her mouth within the 60-second time limit.  Each participant gets three chances.

9. Every cracker that makes it into the participant’s mouth is worth 10 points!

Shoe Fly Shoe - Toss shoes onto a table using only a foot.
Equipment: One pair of tennis shoes per each participant, one hoop per group
Instructions:

1. Set up each pair of shoes 9' from the table, or distance specified by the teacher.
2. When the clock starts, the first participant may insert foot into their first shoe, then the second, and attempt to toss it into the hoop.  The next participant in line may begin when the participant in front of them is finished.
3. Participant may not move closer to the hoop or use hands at any time.

4. To complete the game and receive credit, participant must use a foot to successfully toss and land 2 shoes on or in the hoop.
5.  Every shoe that lands on or inside the hoop is worth 10 points!

INDIVIDUAL CHALLENGES
Junk In the Trunk- Wiggle a box filled with ping-pong balls and attached to your waist until the box is empty.

Equipment: 8 ping-pong balls, 1 empty tissue box per participant
Instructions:

1. Prior to the game start, participant must stand in the designated start zone with hands at their sides and the box attached to the body at the small of their back. A teammate will place eight balls in the box.

2. Once game begins, participant may begin moving body.

3. Participant's hands or arms may not touch the floor, box, or belt.

4. Only the participant's feet may be in contact with the floor.

5. Participant may not touch any ball while it is inside the box.

6. To complete the game, participant should get as many balls out of the box as possible within the 60-second time limit.

7. Every ball that exits the box is worth 10 points!
Nervous Nelly - Score as many clicks as possible using 3 pedometers attached to the arms and one leg.
Equipment: 3 pedometers, 3 rubber bands per participant

Instructions:
1. Affix a pedometer to each of the rubber bands.

2. Place a rubber band over each elbow, and one above a knee.  Set all displays to 0 in the pedometer's "step" mode.

3. When the clock starts, participant begins moving arms and legs while in a standing position.

4. Participant must stop all movement at the end of the 60 seconds.

5. To complete the game, participant must get as many “steps" as possible within the 60-second time limit.
6. Add up the total number of steps that each participant achieved!

Caddy Stack - Participant is given three golf balls. The balls must be stacked vertically and they must stay upright for three seconds without falling.
Equipment: 3 golf balls per participant

Instructions:

1. Prior to game start, participant must have both hands at sides, with all golf balls in the container.

2. Once game begins, participant may use only golf balls to erect the tower.

3. To complete the game, three golf balls must be stacked one atop the other freestanding within the 60-second time limit and must remain freestanding for at least three consecutive seconds.

4. Every freestanding stack is worth 10 points!

Paper Scraper – Participant has to build a tower of index cards that is 10 levels high. Each level consists of two pre-bent cards with a flat card on top.

Equipment: one set of index cards per participant

Instructions:

1. Prior to game start, participant stands in designated zone with hands at sides.

2. Once game begins, participant may begin stacking the cards.

3. Participant may not make additional creases in cards.

4. Each bent card must be standing upright on its long side.

5. Each story must consist of two upright bent cards topped by a flat card.

6. Participant must stack 10 "stories" of cards.

7. To complete the game, the 10-story structure must be freestanding within the 60-second time limit
8. Each freestanding tower is worth 10 points!
Defying Gravity – Tap 3 balloons to keep them off the ground for a minute.

Equipment: 3 balloons per participant

Instructions:
1. When the clock starts, participant releases all 3 balloons into the air.

2. Participant may not hold balloons, allow them to rest on the body, or hit the ground, or the game is over.

3.To complete the game, participant must keep all balloons off the ground for 60 seconds.

4.Each balloon that is still in the air after 60 seconds is worth 10 points!

Loner- Participant must knock over one pencil with marbles. The participant is given 10 marbles to knock over one standing pencil. The participant will roll one marble at a time while lying on their stomach. To complete the game, the pencil must be knocked over within 60 seconds.
Equipment: 10 marbles, 1 pencil per participant.

Instructions:

1. Prior to game start, participant will be lying down on their stomach with their hands on the ground resting in front of them, behind the foul line.

2. Once the game begins, the participant will grab one marble and roll it towards the pencil.

3. Participant must use the same designated hand to roll the marbles throughout the game. 
4. Participant may hold and release only one marble at a time from the designated throwing hand.

5. If pencil is knocked over by a marble that is released over the foul line it will result in failure.

6. Participant must remain lying down during the entire game.

7. To complete the game, the participant must knock down the pencil with a marble within the 60-second time limit.

8. Any marble released within the 60-second time limit may count toward the final score.

9. If your pencil is knocked over, it is worth 10 points!

Noodling Around- Pick up six penne noodles placed around the perimeter of a table using only a piece of uncooked spaghetti in your mouth.

Equipment: 6 pieces of penne pasta, 1 piece of spaghetti (uncooked)

Instructions:

1. Prior to game start, participant must stand with hands at sides.

2. Once the game begins, the participant may grab the spaghetti noodle and place it into their mouth.

3. Once the spaghetti noodle is placed in their mouth, the participant may not use their hands to complete the game.

4. The participant must be careful not to break the spaghetti. Should the spaghetti break, the game may continue, but all six penne noodles must still fit onto the spaghetti noodle outside of the mouth.

5. Penne may fall off spaghetti during an attempt, but only remains in play if it lands directly on the table.

6. Penne may touch lips, but may not enter the mouth.

7. To complete the game, the participant must hold a spaghetti noodle with the mouth while picking up and holding six pieces of penne with it, so that they remain concurrently on the spaghetti within the allotted 60-second time limit and remain that way for three consecutive seconds.

8. Every penne noodle that is on the spaghetti is worth 10 points!

Rapid Fire – Participant using only their hands must shoot rubber bands and knock a pyramid of six soda cans over off a table eight feet away.
Equipment: rubber bands, 6 soda cans

Instructions:

1. Once game begins, participant may grab the first rubber band.

2. Participant must stay out of designated zone for the duration of game.

3. Participant may hold more than one rubber band in their hands at a time, but may only shoot one rubber band at-a-time.

4. Hitting a can as a result of shooting multiple bands at once will result in failure of the game.

5. To complete the game, participant must knock over all of the cans within the 60-second time limit.

6. Any rubber band released from the hand within the 60-second time limit may count toward completion of the game.

7. Each pyramid that is knocked over is worth 10 points!

What a Racquet – Participant must use a tennis racquet positioned between the legs to move a marble on the webbing from one spot to another without using their hands.
Equipment: 1 marble, 1 tennis racket per participant

Instructions:

1. Prior to game start, participant places the tennis racquet handle between their legs (above the knees) and places a marble in the designated start zone.

2. Once game begins, participant may only hold racquet between legs (above the knees) while moving the marble toward the designated end zone.

3. Hands may only touch the body on hips or above.

4. While attempting to move the marble, participant may not touch the racquet or marble with any body part except where it is being held between the legs.

5. If at any time the participant drops the racquet, or the marble falls off of the racquet, the participant may pick up the racquet and/or a new marble and place them in the starting positions before continuing the game.

6. To complete the game, participant must get the marble into the designated end zone within the 60-second time limit and it must remain there for three consecutive seconds.

7. Each marble that lands in the designated zone for 3 seconds or more is worth 10 points
Breakfast Scramble - Participant must assemble one 20-piece puzzle. Cereal box covers will be cut into 20 even pieces. The pieces will be in a single stack, and the participant will have 60 seconds to assemble the box puzzles correctly to complete the game.
Equipment: 1 cereal box cut into 20 pieces for each participant
Instructions:

1. Prior to game start, participant must be in a standing position with hands at sides.

2. Once the game begins, the participant will turn over the puzzle pieces and begin to assemble puzzle.

3. If a puzzle piece falls on the floor during the challenge, the participant must pick it up.

4. To complete the game, the participant must assemble the puzzle and it must be completely inside its designated zone on the table within the 60-second time limit.

5. Each completed puzzle is worth 10 points

Ping Tac Toe – In this game, the participant must get ping-pong balls to land in plastic cups. There are nine cups and the participant will bounce ping-pong balls until they complete one three-ball line.
Equipment: 9 cups, at least 6 ping pong balls per participant

Instructions:

1. Prior to game start, participant must be in a standing position with hands at sides.

2. Once game begins, participant will grab and toss first ping-pong ball.

3. Participant may only toss one ball at a time with his or her designated throwing hand.

4. Participant may hold multiple balls or ball container with non-throwing hand.

5. To complete the game, the participant must get three balls in a line in any direction within the 60-second time limit.

6. Any ball released within the 60-second time limit may count towards participant's total.
7. One line of Ping Tac Toe is worth 10 points.
List more Minute to Win it challenges below:
Check out the Minute To Win It website for even more ideas!

http://www.nbc.com/minute-to-win-it/how-to/

LEGAL DISCLAIMER from the Minute To Win It website:

Thanks for visiting the official site of "Minute To Win It." Hundreds of challenges were tested for "Minute To Win It," many of which are posted here. Some of the challenges you see on this site may be physically challenging, so please talk to your doctor before trying them, and don't do any that you think may not be safe for you. If you do try them, please make sure you are in a controlled environment with proper safety measures in place. Anyone practicing or playing the challenges as shown on this site, or with modifications, does so at his / her own risk. Materials provided on this site are intended for educational and entertainment purposes only. 

MINUTE TO WIN IT!
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