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Sensory Activities

Objective:

Students will be expected to participate in a number of sensory awareness-building activities, namely Fox Walk, Deer Ears and Sit Spot.

Time:

This is hugely variable, depending on what age group you have or what your objectives are.  It can be as short as 5 minutes or as long as 40.

#Students/grades:

The number of students is only limited by the space you have around you and their attention span. Having extra adults for the game portions is useful as then you can split your group into smaller parties.  These activities can be done from Kindergarten through to adulthood!

Materials:

-  a natural space that is safe for the students and has boundaries

- you may want rope/backpacks/cones etc for some of the activities, but the best is a forest

Lesson:

Fox Walk

- introduce the new way to walk using your hands and body, basically showing them the heel-first way we walk now and changing to a outside-of-the-toe-to-heel approach for Fox Walk

- discuss why one would wish to walk this way, using our muscular system instead of skeleton

- I introduced it using First Peoples-based questions, but you can use any intro you wish, whatever will grab them

- practice the Fox Walk in the small circle you’re in, then practice while saying ‘stop’ to test their balance

Deer Ears

- this is done by cupping your hands behind your ears to increase the area that catching sound and funnels it into your ears

- practice and show how this really works by asking them to listen to your voice and then cup their hands behind their ears while you keep talking, and then take them away again while you keep talking.  

- have them practice and do Deer Ears in different directions to see what far-off sounds they can hear

Sit Spot

- basically you’ll ask them to find a spot in the forest/natural space where they can’t see anyone else from.

- the goal of the Sit Spot is to root yourself in the place and moment you are in. 

- you do this by using your ears to listen to the sounds that are close to you and those that are far away

- also by using your eyes to see the things right next to you then slowly observe things in a ever-widening arc from you until you’re trying to see things as far away as possible (clouds don’t count)

- you can start with a short one – 3-5 minutes, but after some time, students in Grade 2 have been known to do Sit Spots for up to 25 minutes.  Great relaxing activity.

Assessment:

This depends largely on why you chose to do this activity.  Health and Career focusing on activities that are good for your health or make you aware of your body?  PE?  Just one way to help your class self-regulate throughout the day?  There are lots of curriculum connections here to be found, or make it a one-off on that day and enjoy the calmer class you’ll have once it’s done.

Extensions:

Fox Walk

1.  Circle Ninja – make a small circle using backpacks/rope etc and have everyone make a circle outside that boundary.  Choose one volunteer to be the blindfolded circle ninja, who goes to the center of the circle and then gets blindfolded.  Say ‘begin’ and everyone steps into the circle with the blindfolded student, who then tries to use their ears to ‘find’ the other students and tag them.  Those other students are using Fox Walk to be as silent as possible, though if they get tagged they go outside the circle and act as helpers for the blindfolded student.  They do this by saying ‘edge’ if they get to close to the circle ring.  Go by time limit or stop after everyone is tagged.  They’ll want to play this one again and again!

2.  Creeping game – choose a start ‘line’/tree and end ‘line’/tree or fence etc. and agree on the side boundaries for the game.  Everyone goes to the start location.   Choose 4 volunteers to go into the play area, find a place and sit down.  They will sit with their eyes closed and point their finger to those that are trying to creep/Fox Walk by them to make it safely to the end location.  Once pointed at, students just sit down where they were ‘spotted’.  You’ll need to help this game by telling students they were pointed at.  They are often too focussed on where their feet are going that they don’t notice the pointing.  This game is great in a forest, but can be played in the gym/classroom as well.

3.  Circle game – one person is blindfolded in the middle like Circle Ninja.  At their feet is an object (keys are best).  Students line up outside the circle around this person, and they go into the circle one-by-one to try to Fox Walk in and retrieve the object before the person points at them.  Once pointed at, they simply retreat to the circle and await their turn again.  Turn-taking is usually random or silently decided by the students who are around the circle.

Deer Ears

1.  Find the Sound – everyone sits down in close proximity to each other and closes their eyes while preparing their hands for Deer Ears.  Choose four others and give them noisemakers of some kind (instruments, sticks, rocks etc).  Those four students then find a place in the space around the Deer Ear students.  They take turns ‘playing’ their instrument/making their noise.  Once done, those four return to the group but hide their noise-makers.  Everyone opens their eyes and you ask what everyone heard.  Once the four sounds are described, you’ll then ask them to point to where they think the object was ‘played’.  

Sit Spot

1.  You could make a short art activity out of this by giving them a piece of paper split into boxes.  They draw the things they hear, including the sound closest to them and that farthest away.

2.  From those drawings, you can create a writing project based on their observations.

3.  It can be used as a time of reflection, whereby you give them one other thing to reflect on during their Sit Spot, other than using their eyes/ears as explained in the Lesson part of this plan.

Notes:

There are limitless games/activities to be played with these skills, so have fun making them up!  These activities are the kind that the more you do them, the easier they get to do.  Students also seem to like them more each time we play them.  

 "Bat and Moth" Sensory Activity

1. Students make a circle

2. Talk about bats and how they communicate using "echo-location".

3. One student is a bat (blindfolded) in the middle of the circle and another student is a moth (not blindfolded) also inside the circle.

4. The bat is trying to tag the moth.

5. Every time the bat claps the moth needs to clap in response.

6. The students on the outside circle are all trees, they are safety for the bat and if the bat comes close they can whisper tree.

7. Students take turns being both bat and moth

Shelter building station

Students will be given a tarp, four lengths of rope pre-attached to tarps, 2 wooden stakes and an area in the forest where they will be asked to build a shelter.  The criteria for the shelter they build may vary depending on age but generally needs to have water roll off (not pool) and they should be able to fit under it. This is an experiential learning approach: The groups will be using problem solving, group discussion and lots of trial and error to come up with the best design that meets criteria.

Objective:

Students will be expected to create a tarp shelter with the materials provided.  They will tie the ropes to trees and follow the three criteria (these may vary depending on site and age level):  

1. They all need to fit under the shelter

2. The shelter has to be ‘rain-proof’

3. The shelter has to be ‘wind-proof’ 

4. Everyone is included and happy!

Students will work as a team, brainstorming ideas and using trial and error to meet the criteria and get their shelter built in the time allowed. 

Time:

Depending on the age of the students, this activity takes around 40 minutes.  Adding in a longer intro and full de-brief at the end would add about 10 minutes to that time.  Extension activities (see below) are important to have as there are often groups finished quite a long time ahead of others.  As groups start getting near finishing, tell students how much time they have left. Pre-teaching some rope-skills and tarp techniques is totally optional.

#Students/grades:

The number of students is only limited by the number of tarps and lengths of rope you have.  Groups of 4-6 students are best for each tarp.  This activity could be done by students in Grades K-12.  K-2 students may need one adult per group to get maximum benefit from this activity.

Materials:

- One tarp for each group of 4-6 students (preferable 12’x20’ in size)

- Four lengths of 20’ rope (one for each corner)

- You can supply or let them find wooden posts to integrate into the design if you choose

-stakes and some foam pads to prevent wooden posts from puncturing tarps 

- medium round rock for hammering stakes

Lesson:

- place the requisite tarps on the ground in the forested area you will use, with all four ropes pre-tied to the corners (for students Grades 6 and up, they could do this themselves)

- gather students to introduce activity, including how this skill could come in handy when they are camping with family or with friends (integrating a story here is helpful on a positive experience you or some explorer had with using a tarp).

- explain that they will be building a shelter with tarp and ropes provided, and explain the three criteria they will need to meet and the fact that they will have to work together and both respect each other and each other’s ideas

-explain to them that this is a team building activity and review some good and bad approaches to working in groups. The primary goal is a happy/inclusive/cohesive group dynamic. The shelter itself is the secondary goal.

- Questions?

- head out to the forest in their groups and find a tarp then begin

- While students are trying to put up their tarps, you are circulating between the groups, facilitating discussions where necessary (or helping group dynamics), but you are trying not to add suggestions, comment on progress etc., as this activity is open-ended, student-driven and exploratory (this is not always easy).

- remind them of the time limit (made once you see the progress of the groups)

- When they are ‘done’, they call you over and you assess it

- ask the entire group to stand under the shelter

- throw a small but round (birch bits are best) branch onto their tarp to gauge the angle of the roof and therefore where rain water would roll off or not

- pull and shake the ropes that are tied to the trees to assess how it would do against a wind

- When time is up, they have to take it down and organize supplies as needed. 

- You then de-brief – what worked?  What didn’t?  “I saw this group . . .” What strategies did you use to. . ?

Assessment:

This depends largely on why you chose to do this activity.  Science-related structures?  Socials-related use of environment/how it affects humans?  Health and Career working as a group/team goals?  There are lots of curriculum connections here to be found, or make it a one-off and use the three criteria provided in this lesson plan.

Extensions:

- tell them they now need to sleep over in their tarp – organize sleeping areas/’mats’ etc

- pretend there is a huge storm blowing in from a given direction and the rain will be coming in at an angle and therefore under their tarp they way they have it – change the ropes/tarp to prevent rain from blowing in

- Add ‘touches of home’ – entrance, window, seats, carpets, etc

- What ‘tools’ would they need to survive in a forest overnight?  Food prep, water holding, protection etc.  Head out and find sticks etc and build the tools/make the tools they would need.

Notes:

- the placing of the tarps beforehand is not totally necessary – for the younger students, having the choice of location made for them makes the building easier, as you will have chosen a spot where there are at least four trees close together than can be used.  For older students, this could be part of the challenge (as well as tying the rope to the tarp etc)

- I challenge myself to find students who normally don’t stand out in class and catch them doing something positive, or when they come up with a great idea etc.  It’s always surprising who knows how to tie the best knots and how tarp angles work!  

- if the school is okay with it, leave the tarps up and then use them as activity centers for the week(s) to follow, as your class will love heading to ‘their’ spot to do activiti
Decomposition & Decomposers

Grade(s): K- Gr. 5

Topic: Decomposition, Decomposers, Soil, Worms

Season: Spring/Summer/Fall

Timing: 45 minutes

Objective:

- Students can define decomposition: the breakdown of larger organic material to

smaller pieces, and eventually soil

- Students can make the connection between the importance of decomposers for soil

production, and connect soil to the host body for growing new plants

- Students can draw a connection between “composting” and “decomposition”

- Students will get a chance to observe examples of decomposition in the forest

Materials:

- Rotting fruits or veggies at different stages

- Various decomposing forest materials, i.e. rotting log pieces, decaying leaves, humic

materials

- Container with soil and enough worms for students to each observe & handle one

- Examples of other decomposers - slugs, worms, snails, mushrooms, rodents [these

animals help accelerate the process] (pictures or live examples)

- Hand magnifying glasses (if available)

Help Needed:

- Minimal, one person to potentially help pass around items and monitor worm handling

Conduct

Prep Needed:

- Prepare worm bin

- Scout out forest site that has obvious examples of decomposition

Lesson Sequence:

- Ask if any knows what “decomposition” is? Answers usually involve composting, loop

composting into “composting on the forest floor”

- Ask students if they would like to meet some friends that help compost

- Pass around pictures or examples, before meeting worms let students know that they

do not like loud noises nor do they like the light. Create little “caves” with hands to hold

their new worm friends. (This often takes longer with the younger grades, more

engaged) Opportunity to draw a picture of their worm if the material is available

- Together as a group or in smaller groups, search the forest floor for signs of

decomposition - use magnifying glasses if available. Reinforce the importance of

leaving forest items in their place and observing with our eyes.

- Depending on timing, options for games include:

Colours Scavenger Hunt:

(Often works best for K-Gr. 2)

Take paint samples from a hardware store and pass them out to students. Have them try and

find forest floor samples that match the colour sample. Have students call over teacher when

they have found something that matches and then swap them out for a different colour

Decomposition Tag, a version of Freeze Tag :

(Gr. 3-5)

One person is “mother nature”, they are able to tag anyone in the forest and then this tagged

student falls to the ground and “dies”, a natural part of the lifecycle. Two other students are

the “decomposers”. The role of the decomposer is to run around the student touched by

Mother Nature two times, before that person becomes “unfrozen”, has decomposed and

returns to the circle of life. The once frozen student returns to the game along with the

decomposer.

Songs:

DIRT MADE MY LUNCH

Song for Teaching About the Soil

Steve Van Zandt and and The Banana Slug String Band

CHORUS:

Dirt made my lunch,

Dirt made my lunch.

Thank you Dirt, thanks a bunch,

For my salad, my sandwich

My milk and my munch 'cause

Dirt, you made my lunch.

Excerpt from THE DECOMPOSITION SONG

(by Steve Van Zandt and the Banana Slug String Band)

Is there waste? Well I don’t know.

One thing dies to let another grow.

We see this circle almost every day,

And the name that we call it is… decay!

--

Chorus: Well come on all you people, gather ‘round

Break down and listen…to decomposition!

Group 1: Muncha, muncha, muncha….. (Action: Students make a mouth with their

hand)

Group 2: Decomposition, decomposition, decomposition…. (Students tap their knees)

Group 3: I get down , I break down , I get down , I break down …. (Students wave their

arms down on the word “down”)

Additional Resources:

The Victoria Compost Education Society

https://www.compost.bc.ca/

SLUG (Students Learning Through Urban Gardening)

http://bnan.wikispaces.com/Garden+Activities
Salmon migration process for spawning 

Students will learn about the Salmon migration process for spawning, as well the transfer of energy and interdependence that takes place to help sustain a healthy forest. 

Description:

A mock river is created with ropes, defining 6 different zones as students swim up the river starting at the ocean and ending in spawning grounds. The 6 zones represent the natural and human caused interferences with Salmon migration. In the zones students may be tagged by Bear, Eagle, Human or Dam (Dam is represented by rope where students can limbo or jump over). If they are tagged (or touch rope at dam) they must give up one life (represented through Popsicle sticks). All students start with 3 Popsicle sticks. We will play this game twice so that all students experience the Salmon Migration and then a debrief will be held, lead through questions. 

Team Building 
The object of all these games is to promote trust and team work between classmates.  It is important that there be no help or intervention from the facilitator to help students figure out how to complete the tasks. Students learn teamwork through solving these tasks as a group with no outside help. 

All that is needed for the following games is a tarp, some rope and some space. Most groups will be participating in the first three activities, but for classes who have done these already or teachers who would like to do more of these here are some extras. A great resource for this type of team building exercise is ultimatecampresource.com.  The most important part of these activities is the debrief afterwards. Bring the group together to discuss;

· What worked?  
· What didn’t work? 
· What they would do differently next time?
· Was the goal accomplished?
· What was their favourite/ least favourite part?
· How were decisions made?
· What kept your team from doing their best?
· How can you apply this to other situations?
These are just a few sample questions, you can lead the debrief in any direction you like and the discussion that follows will often surprise you. Be sure to really touch on what worked and linking it to everyday life
Not- Knots

In the rope knots game, each person must do his part to untie the knots in the group or help each other reach the goal of untying them all, according to Team Building. Take one long rope, and tie a knot for every person in the group. Space the knots evenly apart. Tell every person to hold onto the rope on one side of a knot, leaving them one free hand to untie knots. Everyone must then untie all of the knots in the rope without anyone letting go or moving their hands on the rope. Once the knots are all united, the exercise is complete.

Amazing Shrinking Island

Explain to the group that they are lost at sea with only a small island to find refuge. 

Spread the tarp on the ground or floor.

Ask the whole group to get on it so that no body parts are touching the “water” around off the blanket.

Once the group successful completes standing on the blanket, advise them that the water is rising and their Island is shrinking. Fold the tarp smaller and have them try again. 

Repeat the above process as many times as possible. Each time you fold the blanket, the group will need to be more creative (and cozy) to successfully stay on the blanket.

Adventure Course

Set up a rope course in a forested area about waste height by tying ropes between trees, course must be continual, ropes leading from tree to tree with a start and a finish. Explain the trust involved with leading someone blind folded; stress the importance to the leader to watch out for the blindfolded students. Students are to pair up and can practice leading their partners around on flat ground with one blindfolded and one leading, then switch and do it again. Once pairs are ready they can take turns leading each other through the adventure course, one leading and one blindfolded. The leader will have to guide the other over obstacles and around trees. Each student has a rope with two loops or a carabineer to attach to the rope. When students get to a tree they must disconnect and reconnect to the rope on the other side of the tree. Leader must guide blindfolded students through this as well. When finished they can switch and try again.

Rope Square

The purpose of rope square is to work as a team under a confusing situation, according to Team Craft. Tie a piece or rope so it forms a circle and so that everyone in a group can hold onto the rope with both hands. Lay the rope in a circle on the floor, and ask the group to stand around the circle, pick up the rope circle with both hands and close their eyes. Instruct them to walk in a circle a couple of times so they're good and dizzy, and then ask them to form a square using the rope without opening their eyes.

Crossing the Line

The goal of crossing the line is to coerce another person to the other side of the circle without touching them physically. Place a rope on a floor in a circle, and divide the circle in half by using tape. Select two volunteers from a group of employees, and ask them to face each other on each side of the circle. To get a person to cross the line, the two can argue, lecture, bribe and trick each other.

Outcomes: 

Introduces participants to cooperation verses competition. Many organizations evidence a culture which rewards employee competition verses employee cooperation (i.e. review your sales compensation strategies). This initiative is excellent to begin a discussion around the strengths and weaknesses of a competitive culture.

Set-up: 

Select two "volunteers" from the group. (Try and pick the two most competitive individuals - each should have high ego strength). Have them enter the circle and face each other. Tell them this is an initiative around power and influence and the goal is to use all their considerable powers of influence, including but not limited to, arguments, lecture, bribery and trickery to get the other person to cross completely over the line.

Rules:

1. They may not touch each other physically.

2. Audience members may not contribute suggestions. However, they can lay bets on who will win.

Facilitation: 

The group leader (facilitator) acts as the referee. You can have them shake hands and shout "Begin!” The more you set the atmosphere up like a wrestling match the better. You can throw in comments such as, "John, good point! Randy, are you convinced?" and other comments to reinforce the best way to get someone to do what you want is to persuade them. Of course the fastest way to reach the goal in this exercise is to give the other person what they want, not demand what you want. 

A very good debrief can follow as you explore who really won. Was it the person who crossed the line first or was it the person who crossed the line first in order to get the other person to cross the line?

Spider Web

Team members must move all people through different shapes made with string, according to Team Craft. To do this activity a group needs to make a spider web using string. Team members need to pass each other through different holes in the spider web and are given 30 minutes to do so. No hole should be used twice. The group has to figure out who fits through which hole and which order they should go through. The team that completes the task in the least amount of time wins.

All Together

Ask the group to find a partner and pair up. 

The pairs sit on the ground with their backs to each other.

The partners then reach behind their backs to link arms with each other.

When the leader says, “Go,” the partners attempt to stand up without separating.

The leader can specify that the partners can't talk to make the activity harder.

Magic Carpet

Description

Ask the group to stand on an 8'x8' “magic carpet” (tarp or blanket). The entire group must be on the tarp completely.

Once everyone is settled, advise the group that they are going on a magic carpet ride. Tell them that they have risen 100 feet in the air and are ready to go. 

Unfortunately, the instructions on how to steer and land the carpet are on the other side of the carpet. So, they must flip the carpet over while standing on it.

Very fun and challenging!

A great variation is to explain the instructions to two groups as the same time and see if they try to work with the team on the other carpet or if they attempt to flip their carpet as separate teams.

Rope Push

Split the group into half, and identify an imaginary line that separates them from each other. 

Then place a rope perpendicular to that line with one half on either team’s side. 

The challenge for the group is to have their side of the rope all the way on the other side and vice versa, at the end of a given time. 

After a while of trying to throw the rope back and forth, the groups might figure out that they can simply hand their side to the other while trading with the other team, but that becomes the challenge so let them figure it out.

Groups will be split into two smaller groups for this station. The activities will consist of various team building/ trust activities. 

Bones, teeth, and antlers 

Bones, teeth, and antlers...shape, size and function: Learn about animals from what they leave behind.  Compare plant eaters and carnivores, small animals and large, and learn about how animals use the variety of bones they have on their heads!

Excellent Ecosystems 
Learning Goals:
students will be able to…

· Identify different types of trees – deciduous vs. evergreen (fir, birch, cedar, pine,)

· Recognize the role decomposers play in the forest ecosystem

· Recognize how limiting factors impact the forest (amount of sunlight, water, soil, pathways (man-made and natural)…)

Overview of Lesson:

The group will observe the forest area and pay attention to the interaction of living and once-living trees and plants. We will walk through different areas and notice how different limiting factors impacts the growth and diversity of trees and plants in each area. Students will be introduced to the different types of trees growing in the area – deciduous vs. evergreen. We will play a game of touching the type of tree I call out to practice identification of birch, cedar, fir and pine trees. We will look at trees in various states of decomposition to recognize how the forest recycles nutrients. Mosses, lichens, and fungi will be observed and discussed. Hand held magnifiers will be distributed for students to get a closer look at the various plants in the study area.

Closing: share new learnings as a group, review main points connected to learning goals

The utility of plants and a native plant scavenger hunt

Key terms to make sure classes are know:

un conifère / conifer

un arbre caduc / a deciduous tree

un arbuste / a shrub

une vigne / a vine

un cône d'arbre / a cone (they are not all called pine cones…)
Materials: 

-12 samples of parts of plants for pre-game lesson

-8-10 numbered sample Ziploc baggies (small) with ribbon attached that can be easily identified

-Large bags to carry small Ziploc bags with samples

- 40 parts of plants (with labels unattached) to show samples of (preferably pulled from another location so as not to damage the trail)

Discussion:

What do humans need to survive?

Broadly (Shelter, food and water)

Role of Plants today? 

Role of Plants in the past?

*Present idea that most of these plant species have been here long before humans were in the region.

*Present idea that First Nations People were here long before anyone resided in “Salmon Arm” use each of these plants to help them meet their daily needs.

Presentation:

15-30 min discussion of different plants students will find. Remind them that they will need to know the information presented to be successful in the game. Making connections with each plant’s role in survival/traditional first nation’s culture. 15 min discussion. This can be done as an interpretive walk with a small group but better to be sitting in close quarters with large group. 

Game: 

1) Split into 5 even groups. 

2) Teams need to put samples of plants next to the plants found adjacent to the trail. They should do their best to stay on the trail so as not to trample plants. 

3) Additionally, they need to put the plant names next to the sample.

4) Sample may be a different part of the plant than what I showed them, so they may need to come back to presentation area to confirm. 

5) Winners could receive a prize (pack of seeds for gardening??) 

6) Make sure to have students go back and retrieve samples. 

Post game discussion

What samples where challenging? Why?

What might be challenges of being dependent on plants for survival? 

Geocaching
Social Studies

Grade 4

· Use maps and timelines to gather and represent information
· Apply critical thinking skills 
Grade 5

· Apply critical thinking skills
 Grade 6

· Apply critical thinking skills
· Interpret graphs, tables, aerial photos, and various types of maps
Rationale:

Students will learn mapping skills using technology in the outdoor environment. Students will work hands-on with a GPS unit to read and follow a compass, concepts directly related to mapping. During the activity, students will also have a map where they will be required to mark the location of the waypoints they locate on the field.  

Materials:

· Garmin GPS units -  from the District Resource Center (there are 15 units)
· Double ‘AA’ batteries
· Map of school grounds
· Small objects to hide
· Tracking sheet  (something for students to record what they find at each Waypoint)
· YouTube Video - http://www.youtube.com/watch?v=6cy7DP0lA-M
Step – by – Step Instructions for using the GPS, Setting Waypoints, and Finding Waypoints

YouTube video with instructions on using the GPS

Waypointing and Geocaching using the Garmin ETrex Venture HC
http://www.youtube.com/watch?v=6cy7DP0lA-M
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Food-Web Wide Game

PLOs

Gr 4 

-Analyze simple food chains

-Use data from investigations (the game) to recognize patterns and relationships and reach conclusions

-Compare the structures and behaviors of local animals and plants in different habitats and communities

Gr 5

-Explain why sustainability is important

Gr 6

-Analyze how different organisms adapt to their environments

-Analyze the role of organisms as part of interconnected food webs, populations, communities and ecosystems

-Assess survival needs and interactions between organisms and the environment

Materials:

-Flagging tape (4 colors)

-3 different color tickets to represent lives for Herbivores, Omnivores, and Carnivores (Cut pieces of cardboard work as well)

-8 Food Stations (This includes a laminated sign that has the number of the station (eg. Food 3) and a small baggie filled with little laminated tickets that all say the name of the station

-4 Water stations that that are set up the same as above

Preparation

Before students arrive, hide the food and water stations in a large forested area (about the size of a large soccer field).  Make sure the baggies are open so that when students reach in to get a food and water ticket, they don’t have to open the bag.  I find it useful to pin the signs and baggies to the lower trunks of trees.  Make sure that your playing area is clearly outlined with flagging tape or trails.

Description of the game:  Students will be given the role of either an herbivore, omnivore, or carnivore.   During the game, they will need to find food and water stations and avoid other predators that are in their area.

Divide students up as follows:

Approx 70% of the class - Herbivores (Give them 7 life tickets) 

Approx 20 % of the class – Omnivores (Give them 5 life tickets)

Approx 10 % of the class (Give them 2 life tickets)

Assign one student to be the “Hunter” and one student to be either an “Introduced Species” or “Disease” (They do not need life tickets because they do not die)

Each player gets a piece of flagging tape that must be visibly tied around their wrist.  This indicates whether they are a herbivore, omnivore, or carnivore.  

Although this is not quite correct in terms of real life situations, here is the order of who can capture who:

· Hunter, Disease and Introduced Species can catch anyone

· Carnivores can catch Omnivores and Herbivores

· Omnivores can just catch Herbivores

· Herbivores cannot catch anyone

1.  Send the herbivores out to find the food and water stations.  When they arrive at the station, they are to take only 1 ticket from each baggie.

2. Send the Omnivores out a minute later – they are to find food and water and hunt for Herbivores.  If they catch someone, they are to be given one of the Herbivore life tickets.

3. Send the Carnivores out a minute later – they are to find food and water and hunt for Herbivores and Omnivores.  If they catch someone, they are to be given one of the Herbivore or Omnivore life tickets.

4. If a student runs out of their own life tickets, they are to head back to home base (where the teacher or parents are) and give up one food and one water for a few more lives so that they can keep playing.  

5. Last, send out the Hunter, Disease/Introduced Species.  Their only goal is to catch other players and get their lives.  Students selected for these roles need to be students who don’t mind playing alone and are long-winded runners.  

6. While playing the game, students can only hang out with other students who are in the same group.

7. If a student has been caught by a player, they can have a 30 head start before being caught once again.   Also, if a student is at a food/water station, they can definitely be caught.   There is no safe zone.  

8. Play the game for about 45 minutes, and then call the students in.  I don’t bother counting the lives and food and water that the students individually collect, but I do talk to them about how this relates to real life.  

Ecosystem Tag 

Materials:

Balls, frisbees, crumpled paper, or any other objects that can be tossed around.

Directions:

1.Participants form three groups:

Decomposers–e.g., insects, bacteria

Consumers –e.g., animals/humans (about twice the number of decomposers)

Producers –e.g., plants (about twice the number of consumers)

(each group should  be easily identifiable [e.g., using head bands or pinnies])

2.Set a boundary for the playing area which represents the environment.

Players must remain in the playing area.  Objects such as soft balls represent

abiotic components (i.e. nutrients, sunlight, water).  The number of balls equals 

the number of producers. Place balls in two or more piles within the playing area.

3.The game involves the basic food chain:

The overall idea is to maintain the ecosystem while each group fulfils its goal. 

4. Producers are the only players who can take balls from the piles. A safety zone 

(which represents the soil) around the pile protects the producer from being 

tagged only when he or she is picking up a ball. Their goal is to get all the balls 

out of the safety zone and keep the balls in the hands of the producers only.  

Producers must always be holding the balls they collect.

Consumers’ goal is to obtain and hold on to as many balls as possible.  They can only get balls by making a two-handed tag on a producer holding a ball.  

Decomposers can only get balls my making a two-handed tag on a consumer 

holding a ball. They return balls to the safety zone and their goal is to get all the 

balls back to safety.

5. When the players are tagged, they must give up all the balls they are holding. Players can toss and

 pass balls to members of their own group. Balls cannot be intercepted during a pass.

6. Players continue as long as you wish (producers keep taking balls, decomposers keep returning them). 

Debrief:

How are all the groups dependent on one another?

Consumers need producers to take the nutrients out of the safety zone

Decomposers need consumers to take nutrients from producers

Producers need decomposers to put nutrients back in the safety zone

How does each group contribute to the continuous functioning of the ecosystem?

The groups must balance their needs with each other to continue functioning

Variation

Who has house plants in their homes?

Who has pets (consumers) in their homes? Are humans consumers? Students explain

What happens when humans find a decomposer in their home? Or non-invited consumer (ie. Mouse, wasp, spider etc)

Repeat game introducing 1-4 students as humans who have chosen this place for their home. 

Ask students what would happen in a forest if most of the trees were cut down to develop a neighborhood.  What would happen to the food chain in the forest?

Ask students what would happen if all of the birds in a forest ecosystem were killed from carbon dioxide pollution put off by a nearby highway?  How would it affect the food chain?

Ask the students for examples of other ways people can cause changes in an ecosystem and impact the food chain—bring up the recent oil spill and its impact on the environment if no one else does.

EC0-HUNT

Materials:

-Worksheet with questions

-Pencil/pen

-Park map

-Clipboard

-Bag for objects collected

-Stopwatch

-Multi-ended rope

RULES: 

Answer questions and bring back necessary items in 25 minutes. Late groups will lose 6 points. All group members must be holding the rope for the duration of the game. Points will be lost for not holding the rope when moving. Points will also be lost for disrupting other stations. Bonus points will be awarded to teams with a team dance, chant or song after completing the Eco-Hunt. Good luck!

1) What are 2 colours on the shed on the SOUTH side of the property?

_________________________________________ (2 points)

2) How many diagonal wooden braces are there on the gazebo on the NORTH-EAST corner of the park? (These connect the posts and the beams).  

_________________________________________ (2 points)

3) How many Douglas Fir trees are there in the park? A teacher can show you what they look like. 

_________________________________________ (10 points)

4) What are 2 flower colours on the EAST entrance of the park? 

_________________________________________ (2 points)

5) What sport can be played on the South side of the park? 

_________________________________________ (2 points)

6) a) Collect 3 different species of needles found on evergreen trees in the park. 

(6 points) 

     b)  If possible, identify these 3 types of trees by name


______________________________________________ (2 points)


______________________________________________ (2 points)


______________________________________________ (2 points)

7) Collect a leaf from 5 different species of deciduous trees or shrubs (bushes) in the park. (4 points)

8) What is the building on the WEST side of the park? 

______________________________________________ (2 points) 

9) Name 2 animals found in the pond on the WEST side of the park.


______________________________________________ (2 points)


______________________________________________ (2 points)

10) Why can’t you walk easily in the forest on the SOUTH side of the park?


______________________________________________ (2 points)

NOTES FOR TEACHER: 

· review noise expectations
· respect space of other groups
· patience and respect towards group members – be a good teammate!
· show how to use stopwatch
· review cardinal directions

· each persons responsibilities (worksheet and clipboard, stopwatch, pen, map, bag) 
· review point system
· depending on time, can mark each one individually or do as a group and they give themselves points using honour system
· scatter collections of leaves and needles far away when done
Fall Leaves Art
I had collected some fall leaves from home that the kids could use for their art. This provided some diversity in leaf shapes and colors because there were only a few species of trees and shrubs present. The kids had the option of making leaf mosaics gluing leaves onto white or black paper. They did some leaf prints with coloring the leaves vein side with felt markers to use them as a stamp onto their paper for a nice effect. This was quite popular. The third art activity was painting the backs of leaves to give prints. This station became very messy but was also popular. Some kids just liked to mix colors. The only hang up with the mosaic leaf project was clogged glue bottles and this was hard to remedy other than buying new glue part way through the day. 

My learning part of the day was to explain and ask kids questions about Why do leaves change color? We explored the idea and I wore appropriate clothing to demonstrate the layer of color under the green chlorophyll layer. 

Teacher’s comments were that the kids seemed to go from high energy activities to settling quickly into the quieter art activity which they found helpful. Maybe it was the gazebo setting because it was a somewhat contained space with boundaries?

Mine Field

Description of a Communication & Relationship-Building Activity

· A popular and engaging game involving communication and trust. The task is very flexible, works for groups of various types and sizes, and can be adapted to youth, adults
· Select an appropriate area. Go outside, if possible. Can be done inside, even in rooms with fixed furniture (which can become objects to be avoided). 
· Distribute "mines" e.g., balls or other objects such as bowling pins, cones, foam noodles, etc. 
· I really emphasized this!! Establish a concentrating and caring tone for this activity. Trust exercises require a serious atmosphere to help develop a genuine sense of trust and safety. 
· I chose pairs to separate friends/meets many purposes this way.  Participants operate in pairs. Consider how the pairs are formed - it's a chance to work on relationships. One person is blind-folded (or keeps eyes closed) and cannot talk. The other person can see and talk, but cannot enter the field or touch the person. 
Note:  We established safe words guide (can see) could use. “walk slowly” so they could warn of obstacles, “Stop” if they were too close to one, this allows time to adjust instructions.  Another helpful hint was to use describing words”you are coming up to the river you will need to jump or lift both feet over”

· The challenge is for each blind-folded person to walk from one side of the field to the other, avoiding the "mines", by listening to the verbal instructions of their partners. 
· Allow participants a short period (e.g., 3 minutes) of planning time to decide on their communication commands, then begin the activity. 
· Be wary of blindfolded people bumping into each other. The instructor(s) can float around the playing area to help prevent collisions. 
· We established a quiet space to do this so voices could be heard/recognized
· Allow participants to swap over and even have several attempts, until a real, satisfied sense of skill and competence in being able to guide a partner through the "minefield" develops. 
The variation I did for Armstrong’s Outdoor Awesome was getting the students to pick up a piece of recycle (mixed into the obstacles) as they were led through.  They had such a fun time with this!

Nature Mandala’s

1. Google images of Mandala’s to either get an idea yourself of what they are, or to print off to show to the students (I myself prefer not to have examples, as I feel the students simply copy what they see and there is less creativity). I enjoy having discussions with the students of what I am looking for and what the criteria is for the activity.

2. Explain to the students that a Mandala is a circle and that it involves patterns. Talk about the shape of a circle and what a pattern means (i.e. it repeats itself).

3. You may want to incorporate math as well and have them do a certain width/length/circumference for the circle.

4. The activity can be done on their own or in partners. Groups of 4 would be the most I would take as it can get a bit crazy after that!

5. Have the students collect things in nature that are around them to do the Mandala’s (leaves, acorns, branches, bark, rocks, stones, chestnuts, you name it! Let them get creative! Autumn is such a great time to do this as a lot of things can be found on the ground, and then nature isn’t harmed in the process.

6. Talk to the students throughout the project to have them explain their pattern to assure that they are still on task and staying focused on the pattern. A lot of students become side-tracked with cool designs, which is great, but not the main focus of a Mandala 
Population Study Game (Oh, Deer!)

Subject: Biology/Ecology

Time: 20 minutes (can last longer depending on how many rounds you play)

Materials: This activity works best outside. No other materials.

Lesson objective: Students will understand and graph population change over time according to habitat availability.

Content: This game looks at the numbers of an organism over time. Deer are often [image: image2.png]


used so that you can have a cute title; however, any animal could be used. The word deer will be used in this activity, but you may change it to fit your situation. Many factors affect the ability of wildlife to survive over time. Weather conditions, disease, predators, pollution and habitat destruction are some examples. Habitat is the key to wildlife survival and population size. For the purposes of this exercise, habitat is defined as food, cover and water. If any one of them is lacking or restricted in availability then wildlife numbers are reduced. In the accompanying exercise, participants learn that organism numbers will be governed by the availability of habitat elements.

1. Divide the class into two smaller groups; one of deer and one of habitat components. (Groups may be equal in size or with only one or two deer. Having only one or two deer tends to show population growth better.)

2. Explain that we are using three elements to define habitat for the purpose of this exercise - food, water, and cover. Demonstrate how to make the symbols for each habitat component. For food, place both hands over the stomach. For water, hold the fingers to the lips. For cover, touch the hands together over the head.

3. Establish two horizontal lines approximately 18 meters apart in an open area. Put the deer behind one line and the habitat components behind the other.

4. Have the deer and the habitat components turn around on the line so that they cannot see one another. Everyone will decide on a habitat component. The deer are deciding what component they need or want; the components are deciding what they are. Each person makes the symbol for his or her chosen component. Once they are ready, count slowly to three, and then allow both lines to turn around.

5. The deer run towards the habitat component line. The deer are looking for their habitat component; once the deer have found the component they want, they link hands with that component and walk back behind the “deer” line. Since this deer has found the component it needed, it will “use” the component and be able to survive and reproduce, so the person who was the component will now

become a deer. Note: Neither the deer nor the habitat can change symbols once they have decided on one during each bout of selection. 

6. Any deer that fails to find the habitat element they needed “dies” and will become a habitat symbol.

(Once the deer dies, its nutrients will nourish the grass, which would be eaten by the deer; therefore, a dead deer is kind of a part of the habitat.) The habitat person can only satisfy one deer, so if two or more deer try to get the same one, only the first one to reach the habitat person survives.

7. Starting with number 4, repeat the process as many times as you’d like with the new assignments.

8. The leader should record the number of deer at the beginning and end of each bout or round. Running about 10-15 rounds of selection is usually adequate to let participants see how population and habitat quality interact. At the end of the game, plot the deer numbers against “years” (bouts). Discuss axes labels so that students will make sure to graph appropriately. Note the change in behavior of the deer

as well. As the habitat becomes more limiting, the deer will run or compete to get the needed habitat first. The leader could also record the numbers of habitats and graph those results.

9. Lead a discussion with the participants on what they observed and did during the game. They should be able to discuss what animals need to survive and how these elements work as limiting factors that affect the animal’s survival. They should recognize that the habitat and the population are both dynamic. Finally, they should be able to recognize the increasing competition by the deer and the stress that places on them.

10. If desired, run a few bouts with “trucks” or “hunters” as mortality factors, where any deer taken becomes habitat. Discuss how that changes the dynamics of the process and the relative pros and cons of each type of population reduction. A volunteer with arms extended moving across the flow of traffic makes a good “truck.” Hunters can “shoot” deer by tossing beanbags or knotted socks filled with a small amount of flour. Limits to hunting could be applied if desired. Leader could also make natural disasters occur and determine who/what is still there. Use your imagination in applying this game to the hunting and wildlife management context. It has many opportunities.

Closure: Review/graph the activity with students and have students return to their seats. Students could complete the worksheet found below.

Assessment: Students could be assessed on participation. They could also be assessed using the worksheet below that goes along with this activity.

This game was adapted from “Oh, Deer,” a Project WILD activity. Project WILD is a national environmental education program developed by the Western Regional Environmental Education Council.
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