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1. Photograph 
Children are shared in couples.  One must stand behind and held his arms on shoulders. Another person 

stand in front with eyes closed. There are photograph and photo camera. They move in different directions together. 

First person chooses beautiful, interesting places. When he looks this place, he stops and pushes on shoulders “Photo 

camera” opens eyes and makes photo (it’s necessary to remember the place). It is made2-3 times. Then “photo 

camera” finds these places with open eyes and on the wide territory.  

 

2. "Pyramid of Life" 
The game is played with 30 children. Leading is invited to play a plant or any animal. When the children 

have made their choice, they talk about what to eat. Thus, the plants 'feed' the sun's energy. They are at the bottom 

(the 2nd tier of the pyramid). Those who feed on plants (herbivorous animals) are distributed over the plants (2nd 

stage). Predator’s is trying to be distributed over the herbivorous. 

It is very rare in practice pyramid of life is correct and stable, but it can be beat. Thus, an imbalance can be 

explained by human intrusion into the natural life of the ecosystem. 

 

3. “Smiling tree” 
You need plasticine. Every child chooses own, liked tree. He/she imagines its character and reflect with 

help of plasticine .The aim is to make smile/face.  

This task is need for reflection, close connection with trees, nature around.  

 

4. Applauds 
It’s very simple exercise. When children hear the name of plants, they must clap one time, the name of 

animals – twice. This task reflects information’s level and allows full these gaps.  

They can say themselves in order.  

 

5. "Find a couple" 
The idea of the game is that each participant has to find his mate among many animals and birds. Count the 

children in your group, and then make a list of animals, less than half the number of children. Write the name of 

each animal on two cards: you get so many cards, the number of children in the group. Shuffle the cards and 

distribute them to children. Every child has to "turn" in the animal whose name is written on his card. (Other 

participants do not need to know what animal he would portray!) On your signal, all the players need to start to 

make sounds and to make the most characteristic movements of the animals to attract attention with its pair. The 

game ends when all couples find each other. 

 

6. "Unnatural trail" 
Select a track length of 10 - 15 m and is located in the immediate vicinity of the objects of artificial origin 

(10-15 pieces). Some of them should be visible immediately (light bulbs, balloons). Others should merge with the 

environment, to make them harder to detect. Keep a secret from children number of items. 

Children are on the trail alone, trying to find out (without looking up) as much as possible subjects. When 

one reaches the end of the trail tells you (in the ear), he noticed how many items. If no one saw all the items, then 

declare how much it has been observed, and say that there were actually more. Invite the children to pass the trail 

again. 

Finish off a discussion of how protective coloration helps animals hide. Then invite the children to look for 

small animals with protective coloration characteristic (insects, spiders, etc.). 

 



7. "Caterpillar" 
Give children a secluded place. Tie their eyes and line resembling a caterpillar: Each child puts his hands 

on the shoulders of standing in front of. Tell the children that as long as you keep them on the path they have to 

listen, sniff, feel and try to remember everything that surrounds them. Make a stop in interesting places such as the 

thicket of trees ("listen to the sounds!"), huge boulder ("touch the surface!"), Flowering shrub ("in hale the aroma!"). 

To further diversify the way from time to time go off the trail, follow along the dry creek bed or go out on sunny 

forest glades. When you walk quite a long way, have the children remove the bandages and try to find your way to 

the starting point. In some cases, you can offer children first draw a plan or map of the way back and the locality, on 

which it runs. This will help them to translate into an image the sounds, smells and tactile sensations that 

accompanied their way blindfolded. Note: It is difficult to manage, "caterpillar", consisting of more than six 

members 

 

8. You’re Animal 
The action is in circle, every child decided who he/ she is. In order everybody stands in center, pronounces 

the name of animal and plays back own sound. For example: I’m a cat and sound “miau-miau”.  In next the circle  

“I’m cat” and add action. In the third circle is without words, but with action and sound together. 

 

9. Water/soil 
First of all, leader explains about 3 kinds of soil (sand, clay and garden soil) and how the water is able to go 

through the soil. Then children are standing in two lines looking at each other. One group is Water and the other one 

is soil. When leader says “sand”, the soil group needs to spread (make more space between each other) and the water 

group has to go between them.  

When the leader says “clay” the soil group stands closer to each other and the water group is trying to get 

through it but cant. And when the leader says “garden soil’ – the soil group has a small (one hand) distance between 

each other. So through this game with children should understand which type of soil  

 

10. Magic flowers 
The game is conducted in circle. The teacher has one flower. He says that the flower is magical wand 

(stick). When the child gets this flower, he/she has magic force (power) to give orders to people. Everybody has to 

do. For example: to run, to jump, to be like cat (with sound)etc.) This flower must be in everybody’s hands for 

feeling force.  

 

11. Touch tree! 
For this game you need a place with trees. One of children is leading. He has to run after them with the aim 

to catch. When he catches someone, this person goes out. Children have possibility to be alive, if they touch the tree. 

The game ends, when there are leading and 1 person.  

 

12. Flower orienteering 
The game can be conducted in a hike, camp, during a tour of the countryside. For game is needed to 

prepare: pens, paper, crayons or pencils. You can spend a few versions of the game. 

For example: 

Participants are given sheets of paper with a picture of a schematic map of the area on which the game is 

played and given names of plants. Each participant must for the shortest possible time to find a place in the most 

crowded areas of the plant and put these places on the map chart. 

 

A different option : 

map chart is designated a place where there are any plants, and the participants have to find a place and get 

to know what kind of plant. You can also give the kids instead of the names of plants and paintings give the task to 

put their location on a map diagram. And it is possible on the contrary, to name but a plant to draw on the map. 



There could be other option, it all depends on the imagination of the person who holds the game. Main thing to 

determine the territory in which is played the game with the view that children do not get lost. 

 

13. The young environmentalist 
The game can participate from 5 to 10 kids is playing and stand in dance. Place each player - this is some - any 

profession: the car drivers , the  doctors. .The Librarians , the dealers and so on. Each participant has to say. What 

assistance nature it can have on your site.  And all players after will be called for a variant assistance. They need do 

move in a circle, and thus reversed. Profession of the Hens is included. And again you have to do the same. But do 

not repeat. He said that the previous player. Then will who could not be called a new version of the nature of 

assistance.  Game will be lost with "My profession." The winner is. Who will be the last one . And it ensures that.  

That there is no repetition or lead  other children. They may be different "representatives" of nature. 

 

Possible options trades and help the nature: 

Driver - Do not wash your car on the banks of rivers and lakes; - Do not exceed speed if the road passes 

through the forest not to crush any of the animal world;  

Monitor, that the car will not leak gasoline and oil. 

Librarian: - to make an exhibition of books on nature protection. Plants is in the danger and animals; - Take 

old newspapers and magazines in the trash; - Call for the readers. 

That boss in the publishing house. To publish articles on nature conservation; - To print its publication on 

paper. And print from recycling paper. 

Seller: - only trade in environmental goods; - Wrapping paper and cardboard to recycling. 

Kindergarten teacher - teach children about nature and about. Why should be guards. Walking with the 

children in the forest, park. Do not break trees and bushes. Trample down the flowers. 

 

14. Environmental Circumnavigation 
The game is played in the form of travel stations. 

Before the game, all the teams are announced rules journey - passing game stations. 

All teams announced that they are going on a tour of flora and fauna of our planet. For this they are given 

route sheets, which indicates where and what stage of the journey is located, as well as a station the game starts each 

team. 

At the stations, each team is given by the 3 questions for each correct answer placed in the itinerary + red, 

and if the team will not give the correct answer, it is sent to the counseling center - library. There must first be 

prepared the necessary literature. Participants are given a specific time for self-searching for the answer. If the 

answer is found, the command is sent back to this step gets +, but blue. If the answer is not found, then the 

command can be sent to the next station. Time is given in the library once for each question. Several times to look 

for the answer to one question it’s not possible. The winner is the team that will travel faster and will get more than 

the red + blue + 2 equal to one red. 

Stations: 

1. The animal world. 

Questions: 

What is the name of an animal "hippopotamus"? 

(In Greek it means "river horse") 

What kind of disappeared from the face of the earth animals can be found on the "black" pages of the Red 

Book? 

(Sea cow Tarpan tour) 

When polar bears are born young? 

(In winter, during sleep) 

What wasps build their nests? 

(From paper. Wasps have the ability to produce paper from wood pulp) 

Do fish sleep? 

(Yes, with the onset of the fish go to bed, some of them are laid to one side, but their eyes remain open) 

 

2. The plants world. 

What is mycology? 

(The science of fungi) 



What is a plant in China and Japan is considered sacred? 

(Lotus) 

What is Paprika? 

(Red pepper) 

Does cactus have leaves? 

(Yes, it's a needle. They are in the process of adaptation to arid 

Climate purchased such form) 

This tree grows in the deserts and semi-deserts of Central Asia, Iran and Afghanistan. Its wood is so dense 

and heavy that sinks in water. Name it. 

(Halo xylon) 

 

3 "Guinness - show" 

Which animal is the largest of all ever existed on Earth? 

 Blue whale. Its weight is 150 tons) 

What is the biggest frog? 

( Goliath frog. The length of its body reaches 40 cm, weight - 3.5 kg) 

What animal lives the longest? 

( Galápagos tortoise. The duration of her life - 175 years) 

Which animal is the most "vociferous" of all? 

(Crocodile. In second place - the hippopotamus, the third - the lion) 

 

4. Eko-dictionary 

At this station it is necessary to define ecological terms. For example: 

Entomology 

(The science of insects) 

Serpentarium 

(This is the nursery for the content of poisonous snakes) 

Monitoring 

(Complex system of monitoring, evaluation and prediction of the environment or some of its elements) 

Smog 

(Dense fog containing dust and harmful gases) 

 

5. The world of birds. 

At this stage you can earn from one to three red +. 

First, listen to the voice of the bird is given if the team determines the right whose voice it, it gets three +, if 

not, then given a hint (such as bird habitats) and the guessing team gets only two + if re team does not guess then 

Third tip is given (for example, the color of feathers), and the team gets one +. If the command is in general not able 

to guess, then no + she receives. 

 

6. The zoo theatre. 

Stage is the most fun. Here, teams are invited to portray animals, birds, insects, and the right to transfer 

their habits and behavior. 

Possible tasks: 

Cranes fly south 

Producing food storks 

Duck with brood 

Ants on the hunt 

 

15. Imagine 
 

Imagine that you are a seed of a tree. Sit on the ground. There is a rain that water the seeds (leader makes the 

sound of the rain, touches heads of the kids like if it is rain) now you are starting to grow, towards sun, branches are 

growing, and the tree starts to bloom. There is a wind blows and makes branches move.  

 

Now the fruits are growing. What kind of fruits are growing on your tree?  

 it is now in the time for the farmer to collect the fruits.  

 

Now you can draw your tree. What kind of trees is it? What grows on it? Apple? Cookie? Video game? 

Imagine what you would like to have growing on your tree. Now present it.  

 



16. Scaled experience of "How much water does on Earth?" 
 

Show the children a three-liter jar of water. Say a bank - all the water available on Earth - and fresh and 

salty. Ask the children to list all the water bodies of the world, containing both fresh and salt water. Mould of the 

water in a glass of 200 ml, show it and say that the glass - all fresh water that is available on earth (ice, snow, 

underground water, the waters of rivers, lakes, wetlands, etc.) Collect water from a glass pipette, drip 2-3 drops and 

tell me what you have spilled all the water in the rivers, lakes and marshes all over the world 

 

17. "What I'm a beast" 
 

The game is playing in  groups of children, the number of players is not limited. 

There in leading group. 

One player is removed for a short distance he turns away and waits until it has been invited. 

Group of children consult each other about the beasts. Is a beast they depict or 2nd option: to answer 

questions driving. 

Thus, the beast will make come true, the participant is invited, the game begins. 

Participant asked a group of players, such as a small animal? It can creep? Jump? It has a fluffy fur? Etc. 

The children, in turn, meet the leading "yes" or "no." 

This continues until a player does not guess the animal. 

 

Option 2 

Group shows children of the beast, and the player must determine the animals for mimicry. 

 

18. Sherlock Holmes 
Materials: thick thread or cord, pegs to indicate the grounds. 

The Game goal is: Pre indicates the contours of the leading areas of 60 x 60 cm. 

 

I stage. Each team is assigned to memorize all natural objects that are on this site. 

 

Stage II. The teams change courts, and make changes to 5 on the opponent's court. 

 

Stage III. Teams return to their site and try to find all the changes. 

 

19. Flooded island 
Equipment: any 2 boards and 2 small wooden platform, you can draw circles instead of pads. 

 

The game goal is: The legend of the island of perishing, that you are the only inhabitants left in the world. (The 

legend may relate to man-made and natural.) To save these remaining earthlings can only after moving to the big 

flourishing "green" island, using two boards (one shorter than the other). Children without stepping on the ground, 

but the boards had agreed, in turn forwarded to the new island. 

 

20. "Trees, shrubs, flowers' 
 

Lead offers hear the names of flowers, shrubs and trees and simultaneously perform different movements. 

For example, if you named the flower children have to clap your hands when called bush - stamped his feet, and if 

the tree - the jump. If the participant performs the task correctly, wrong, then it is taken phantom t. E. At the end of 

the game he has to tell a poem, sing a song or make a riddle about the plant. 


