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HOW TO PLAY:

¥ On each ANIMOE card there is a drawiﬂé of an animal and a

$ There are also some DOUBLE ANIMOES - these have either 2

statement about that animal.

drawings, or 2 statements.

Place all the ANIMOES in a box.
- Each player takes 6 ANIMOES from this box.

- The first player puts any ANIMOE (except a
double) down on the table.

- The next player tries to put down an ANIMOE
that matches either the drawing or the
statement on the first,
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- Now the next player has a turn; and so oOn.

NOTE: (1) Any player who cannot put down a suitable
~ ANIMOE, must pick one up from the box.

(2) The ANIMOES must be laid down so that a
statement is always next to a drawing.
(See the drawing below.)

(3) DOUBLE ANIMOES can be used to branch the
line. (See the drawing below.)

(4) Other players may protest if they do not
agree that a drawing and a statement match.
To settle these protests, check in a book
or ask your teacher.

(5) The winner is:

Either - the first player to get rid
of all their ANIMOES.

Or - the player with the smallest
number of ANIMOES when the
box of extras is empty.
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students should play this game using only

=~ Cut out the 35 ANIMOES on this sheet.
the 70 ANIMOES from sheets la an
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greater range of animals and characteristics.
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=~ Initially, students should play this game using only
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AIM OF ACTIVITY SHEET

To familiarise students with the characteristics
of some common animals.

/

NOTES

Playing the game of ANIMOES w111 enable students to find out about
the characteristics of some animals.

Using just the ANIMOES on sheets 1la and 4b will introduce students to:

~ the main classes of vertebrates.

.examples of herbivores, carnivores and omnivores.
~ the habitats of some animals.

the method of movement of animals.

Adding the ANIMOES from sheets 2a and 2b, will introduce other
characteristics:

- invertebrates and vertebrates.

- some classes of invertebrates.

- some extinct animals.

- other feeding methods (eg filter feeders and parasites).

Not all the ANIMOES on sheets 2a and 2b need to be used. For example,

the ANIMOES relating to filter feeders/parasites, or extinct animals,

or even the invertebrates, could be excluded. In this way the game can
be adjusted to suit the ability or knowledge of a particular group of

students. Likewise, the game can be made progressively more dlfflcult

as additional ANIMOES are added.

It is suggested that students be introduced to the game and have the
rules explained to them. The set(s) of ANIMOES can then be left for
groups of students to use:

- when they have finished their work early,

- when they feel like a break durlng a period,
- outside normal class time,

- etce.

Undoubtedly there will be disputes in any game of ANIMOES. These
disputes should be a valuable part of any game. They can be simply
solved by the teacher giving the correct answer, or students can be
directed to suitable books to find the answer for themselves. As a
result of such disputes, students will soon increase their knowledge
about the animals on the ANIMOES.

ANIMOES can be used with a range of levels and abilities. Even 7th
form students can benefit from the game.

Either print the 4 ANIMOE sheets on thin cardboard, or glue the sheets
onto cardboard before cutting them up.




