	Animal Kingdom: A Vocabulary and Communication Skills Building Game for Kids

	Overview: This game is meant to build communications skills (describing, comparing, and contrasting) for kids. It is also a great vocabulary builder.
Preparation: Print off a board and set of game cards from: http://bogglesworldesl.com/AnimalKingdomGame.htm  
Paste the four game board sections onto poster board. The section with the start square should be in the bottom left and the section with the finish square should be in the bottom right. The two top sections should align with bottom sections. You will need dice and something to serve as player counters.

Game Rules:

Roll to see who goes first. (High roll goes first and then go clockwise).

On a player's turn, the player rolls the dice and moves his piece the appropriate number of squares. The player will land on one of six kinds of boxes: pictures, describe, compare, contrast, riddles, or instructions. 

(1) If a player lands on a picture square, the player must name an animal (or for advanced players two or three animals) that has the anatomy pictured in the square. So for example, if a player lands in the GILLS square, the player would have to say, "Fish have gills." If the player cannot do so, the player goes back.  The picture squares are as follows: antlers, claws, fangs, stripes, spots, beaks, feathers, gills, fins, scales, fur, tails, horns, tentacles, shells, hooves, paws, and wings.
(2) If a player lands on a describe square, the player picks a describe card and then describe the animal on the card. Beginner players should say two things, but more advanced players can say three to five things. For example, if an advanced player picks the describe card FISH, the player could say, "Fish have scales. Fish have fins. Fish have gills. Fish live in water. Fish can swim." If the player is unable to do so, the player must move back. 


	(3) If a player lands on the compare square, the player must pick a compare card and then compare the two animals on the card. Here, compare means find things in common. Beginner players should find one thing in common, whereas advanced players should find two or three things in common. So for example, if a player picked the card with WHAT DO FISH AND LIZARDS HAVE IN COMMON written on it, the player could say, "They both have scales, they both have a tail, and they both come in many colors." If the player is unable to do so, the player must move back. 

(4) If a player lands on a contrast square, the player must pick a contrast card and then contrast the two animals on the card. Here, contrast means find things that are different. For example, if the player picks the card with CONTRAST A LIZARD AND A FISH written on it, the player could say, "Fish have fins, but lizards have legs. Also, fish live in water, but lizards live on land." If the player is unable to do the player must move back.

(5)  If a player lands on a riddle square, another player picks a riddle card and reads the riddle. If the player guesses the riddle, the player can stay on the square, otherwise must go back.  Note: there is more than one possible answer to many of the questions.

(6) If a player lands on instructions such as GO BACK 2, the player must follow the instructions. Duh! Actually there are many possible variations (say for example somebody lands on TRADE PLACES), but teachers can figure out what mechanics will work best with their classes.

Finally, many teachers don't like the FREE CANDY squares. If you are one of those, just CTRL C and CNTRL V one of the other describe, compare or contrast squares into the FREE CANDY places.

Finally (for the second time), it is easy to edit the clues. If you happen to make a set of different clues, by all means send them in and we can get a library of clues going.
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