
Hide ‘n’ seek
The Taskmaster will leave the room for exactly 255 

seconds.
While they are gone, hide your piece of paper somewhere 

in the classroom.
It must be kept flat and a piece of the paper must be 
viewable at all times. You may not cut, rip or alter the 

paper in any way.
You can only hide the paper in this space, plus stick to 

other guidelines given by the Taskmaster.
Best hiding place wins.

Wait for the Taskmaster to let you know when it’s time to 
start hiding.



Pencil Portrait
It’s time to draw the Taskmaster!

Choose one person from your team to be the drawing 
person.

They will be blindfolded, and must hold the pencil in their 
irregular drawing hand.

When the Taskmaster says to, draw a picture of the 
Taskmaster’s head, body and limbs. Other team members 
may guide the drawer, but may not touch the pencil or do 
any drawing on the paper at all. They may colour in once 

the pencil lines are all finished.
Best likeness wins, you have 5 minutes to draw.
Wait for the Taskmaster to get you started.



Walking back to happiness
Choose a person from your team to complete this task.
Their task is to walk backwards for 20 metres while 

writing a 20 word story. The story must have the word 
‘happy’ in it, plus a word that rhymes with ‘happy’.

It must contain exactly 20 words in it before crossing the 
finish line, and the author must walk backwards the whole 

time while writing it.
Teams may decide on their story before going, but cannot 

write any words before hand.
Fastest time wins, you have 2 minutes to chat.

Wait for the Taskmaster to let you know when it’s time to 
start chatting, before heading to the start line.



Plane throw
Teams will design and throw a paper plane the furthest.

You may use any design you like, but will only have the one 
piece of paper.

You cannot add anything to the plane.
When the plane gets thrown, it must be flown behind your 
back. This will be over your shoulder or beside your hip.

Best throw in terms of distance, wins. 
You have 5 mins to choose and make your design, as well 
as 2 minutes to practice throwing. You can make draft 
planes from scrap paper, but the original piece must be 

used for the real thing.
The Taskmaster will let you know when it’s time to start.



Secret delivery
The Taskmaster will be sitting in a ‘secret location’ minding 

their own business.
Teams are to deliver their piece of paper to the 

Taskmaster in a secretive way..
You may use any objects in your classroom, but the piece 

of paper can only be folded once. 
Your paper should also include some sort of spy code for 

the Taskmaster to try and figure out.
You have 3 minutes to get ready, then the Taskmaster will 

head to their ‘secret location’ (which they will tell you).
Best delivery and code wins the task.

The Taskmaster will let you know when it’s time to start.



Scrunchy!
Teams will scrunch up their paper for the next two tasks.
For this task, teams will use a classroom object to keep 

their scrunched up paper off the ground.
The only thing that can touch the paper is something from 

your class that is held by each team member. 
The paper must be moving at all times, and one team 

member can not hit/whack/force the paper twice in a 
row.

You have 2 minutes to get ready, then the Taskmaster will 
call teams up once to record their time.

Longest time off the ground, wins.
The Taskmaster will let you know when it’s time to start.



Scrunchy number 2!
Teams will keep their paper scrunched up.

For this task, teams will get their scrunched up bit of 
paper into the most impressive thing.

Each team member can only touch the paper once with 
their body, or anything connected to their body. 

Each team member touch the paper in some way before it 
gets into the impressive thing.

You have 5 minutes to get ready and practice, then the 
Taskmaster will call teams up one at a time to record 

their time. You have only one attempt.
Most impressive thing that the paper gets in, wins.

The Taskmaster will let you know when it’s time to start.



Collection
Teams will make their piece of paper into a bowl of 

some sort.
For this task, you need to put the most things into 

the bowl without it tipping or losing any of the things.
Each item put into the bowl must be bigger than the 

thumbnail of the oldest person in the team.
You have 5 minutes to make your bowl, grab the 

items and balance them all in the bowl.
Most amount of items in the bowl, wins.

The Taskmaster will let you know when it’s time to 
start.



Shape shifter
Teams will make their piece of paper into a 

shape of some sort.
For this task, you need to rip your paper into a 

recognisable shape. You must rip in one 
continuous motion, and are eliminated if your rip 

reaches the edge of the paper.
You have 3 minutes to plan and make your shape.

Most recognisable shape, wins.
The Taskmaster will let you know when it’s time 

to start.



Sail away with me
Teams will use all of the pieces of their paper to 

make a sailboat.
For this task, you will use all remaining pieces of 
your paper to create a sail boat. Your boat must 

be able to float and have a mast and sail.
You have 5 minutes to plan and make your 

sailboat.
Longest time afloat in the water, wins.

The Taskmaster will let you know when it’s time 
to start.
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