Explorer Education Programme

Explorers Games

Explorer Games

Aim / Description:
Students can learn about the Explorers tank through board games.

Materials:
« Explorer Games (see below)
- Bottle tops
« Paper and colouring materials.
« Dice

Activity:

Mazes:

Step 1. The Explorer mazes can be printed and given to the students to help the fish
find its way into the Explorer tank.

Step 2. Get the students to make their own mazes and share them amongst the
class.

Explorer Board Game:

Step 3. The Explorer Board game can be used to learn about the responsibility of
looking after the fish tank in class. Split students up into groups of 3 or 4 students.
Step 4. Get each student to make a fish piece and stick it onto a bottle top to move
around the board.

Step 5. Give each group a copy of the Explorer board game and a dice and let them
play. The first to reach the finish is the winner.

Outcome:

Students will have developed skills:
« using logic, counting, reading, following instructions and communication.

www.marine.ie



Explorer Education Programme

Explorers Games

| FINISH

: FINISH

«’f ..-J ‘ ‘

www.marine.ie



Explorer Education Programme

Explorers Games

= I A ’_U—"— FINISH

www.marine.ie



sa08)d 5 pUBAIY
anow -ayaea) inok

i} - Apnoja sa06
U} 3U) UL IjRM 2L

Explorer Education Programme

Explorers Games

saoed
¥ PIEMIO) BADLW
- yUB) Y} Jo) Ysiy mau
B pUl ‘ynpe uB yum
2I0YSEIS BY} 0} 09

Jauopdxs suew
B MoU a8 nof'auop

[=A% H5INIA

00 21363 Ue 125 - aAje
s & 134 215 $o2
03 s{ewiue Jnof junag

soopd ¢

PIEMIO) BAOW - Y0ODG
Go| Jnof ui i pue
S[ewWue ay} paal noj,

ABpO] [00YDE INOA
Ul PEALLIE S|BWIUE 8]

«@

www.marine.ie



