
Heroes of Olympus Quest 
 

This game was created to be part of a Heroes of Olympus Party, by Lisa Bigelow and Keren Joshi, Wilmette 

Public Library. Adapted from the Hunger Games Cornucopia Competition by Gail Huitt, Amity Middle School.  

 

Directions 
 

Gather or make the items listed for the supply pile. Place them in the center of a large room. Divide the students 

into teams in different corners of the room. At the word “GO!” one student from each team runs up and grabs 

any one item they choose from the supply pile. They run back to slap the hand of another teammate, who runs 

to the pile to grab another item. This continues until all items are claimed. Then, as a teacher reads the 

following scenarios, if a team has the specifically mentioned item that will help them survive, they hold it in the 

air to claim the points indicated in the script. The team with the most points wins! 

 

Supplies 
 

Aluminum foil 

Book about edible plants 

Book about weasels 

Bottled water 

Clothespin 

Clothing (x2) 

Duct tape 

First aid kit 

Flashlight 

Food (x2) 

Gold coins (x2) 

Matches 

Mirror 

Rope 

Scissors 

Sleeping bag 

Stuffed animal 

Sword 

Tools 

Water bottle 

Yarn 

 

 

Script 
 

You have been summoned to help the Greek and Roman demigods in the battle against Gaea and her giants. 

Unfortunately, the call came in the middle of the night, and you had to grab whatever supplies were handy. Can 

you make your way to Athens with what little you have?  

 

(Choose supplies) 

 

1. You begin your journey in the forest. You didn’t have time to eat before you left home, and you’re already 

famished. The wild animals seem to sense that Gaea’s henchmen are on the move; there’s not even a bunny 

in sight. 5 points for each of the following: food or a guide to edible plants. 

 

2. What is that horrendous smell? It’s a herd of katoblepones! 5 points for a clothespin to keep yourself from 

smelling their poisonous fumes, and 5 points for a mirror to avoid their deadly gaze. 

 

3. You’ve gone as far as you can for tonight. It’s time to get some rest. But the nights are cold in the 

wilderness, and huddling together can only give you so much warmth. 5 points for each of the following: 

matches, a sleeping bag, or extra clothing. 

 

4. You wake to find that you can’t move. Arachne has paid you a visit while you were asleep, and you’re 

surrounded by thick, sticky strands of spider silk. 5 points for having scissors or a sword to cut your way 

free. 



 

5. Back on the path, you’re startled by shrieking and the flapping of wings. Harpies are swooping down from 

the trees, and if you can’t give them breakfast, you’ll become breakfast yourself. 5 points for having food to 

appease them. 

 

6. After running from the harpies, you’re very thirsty. Unfortunately, you’re running low on fresh water. 

Luckily, you hear a stream nearby. 5 points for water or a water bottle. 

 

7. Your path leads into a cavern under a mountain, but a giant is guarding the entryway. He’s strong enough to 

crush you in his fists. Fortunately, he’s of the Southern variety and doesn’t seem too bright. 5 points for 

each book or stuffed animal you have to distract him. 

 

8. You leave the giant behind. It’s dark under the mountain, and the path is uneven. Anything could be lurking 

in wait. 5 points for having a flashlight or matches. 

 

9. Walking through the caverns, you hear a hissing sound. A snake? You wish! It’s a nest of basilisks. 50 

points if you have a live weasel to scare them off. 5 points for some good weasel photos to freak them out, 

and 5 points for a sword to fight them. 

 

10. Unfortunately, Frank left his piece of firewood in your care, and a basilisk’s spit has made it catch fire. 5 

points for having water to put out the flames. Minus 5 points if you have matches, which also catch the 

spark and make the fire worse. 

 

11. You’ve been underground so long it begins to feel like you’re walking in circles. Suddenly you realize 

you’ve seen that pointy rock formation more than once. More like three times. You are walking in circles. 

You’re in a labyrinth! 5 points for having rope or yarn to help find your way out. 

 

12. There’s a sound of thunder behind you. Cave-in? No—the Minotaur is back from Tartarus and is hot on 

your trail! You could get away on Hazel’s horse, Arion, but he’s exhausted and hungry. 5 points for having 

gold coins to feed him and restore his strength. 

 

13. You’ve made it out of the mountain labyrinth. Your path takes you to the beach, where you meet up with the 

Argo II and its crew. You sail up the Greek coast. But suddenly the ship begins to rock and sway. A tentacle 

reaches overboard, threatening to knock down the mast. It’s Shrimpzilla’s sister! You can get rid of her with 

Greek fire, but only if you can set up a powerful reflection. 10 points for having at least two of the 

following: mirror, aluminum foil, or other shiny metal objects. 

 

14. The Shrimpzilla attack left you and your crewmembers with injuries. Fortunately, they’re mostly superficial 

cuts and bruises. 5 points for having a first aid kit.  

 

15. Thanks to Shrimpzilla II, the Argo II is having problems: ripped sails, loose joints, broken equipment. 5 

points for each of the following: spare cloth, rope, yarn, tools, scissors, or duct tape to perform the necessary 

repairs. 

 

16. Finally, the gates of Athens are on the horizon. You debark and go the rest of the way on foot. But who’s 

that blond kid on the road ahead? It’s Octavian, taking one final opportunity to get in your way. 5 points for 

having a stuffed animal to distract him, so you can slip past him while he’s reading the stuffing. 

 

17. Congratulations, you’ve reached Athens! Unfortunately, Gaea’s army is bigger than you ever dreamed. 

Before you join the battle, there’s one last thing you need to do: send an Iris message back to Camp Half-

Blood to call for reinforcements. 10 points for having both water and gold. 


