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A 171-322 Medium @
and phenomena

Useful for spending pleasam’ quallfy time with Write on the back of the card a Lunch box -
parents, teachers, or kindergarten teacher - personal greeting
readina one card everv dav

a card every day o
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Learn something new every day!™
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1. Focus on the image.
2. Explain what is written.
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1. Shuffle ‘rhe cards and deal five car'ds to each player. Thr‘oughout ‘rhe game | 6. The first player
each player should have at least 5 cards in his hands. that manages to put
’ 2. The goal is to create groups of three cards with common them. 3./groups of three
" 3, Ineach turnaplayer tries to guess which cards the other playerihas by asking : ¢ards each with
a question about the type of card, for example: Do you have an animal card? ' c0mmon them wins -

., Do you have a countries card? Do you have a card related to-space? etc. _thegame: l’f}
- 4 If the player managed fo guess correctly, he gets thecards he asked for n i

:'. Y and reads the explanations. Then, the turn turns-over to the other player.

: 5. Each ‘rrno of cards with common them earns a point. f
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1. Draw a game board with one player

playing the front of the cards and
i the other playing the back of the |
cards.

rooster

. 2. Ineachturna player draws a random crows
' card and reads it. i
If he has read everything correctly,
he can place the card on the board T 0N o D
First player to create a sequence of i

orms have purple blood} B L 4 ‘.&
three cards in a straight-line wins.
o LA pE:

= 7
3 e s Sad

1. Shuffle all the cards and place in one pile. T
2. Pull out a card and formulate a question for the W NN
: player in front of you. T
= 3. A correct answer earns a point, and now the ! : :
turn fturns-over fo the other player. W | e |
4. Whoever scores 10 points first wins. i
learning ormulate qguestions ¢ lmL
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Shuffle the cards and divide into piles according to the difficulty levels.
The correct answer score is according to the level of difficulty of the
cards:
Green - 1 point, orange - 2 points and red - 3 points.
In each turn, one player chooses from which pile the card will be drawn
from.
Pull out a card and formulate a question to the player being asked.
If the players answer is incorrect, the points subject to the level of
difficulty chosen is transferred to the asking player, and the roles
changes. If the player asked answers correctly, he continues with
% another question - up to three questions in a row.

6. Whoever scores 15 points first wins.
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e of & Thereare f\
of fspring of a Z
horse F<‘mdgc| mare: people with eyes
are called foals of different colors
and a yearlings _ (heterochromia)
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