Target Level:
High Schooal, for usewith
elementary grades

Volunteer and community
serviceprojects)

Materials Needed:

A variety of handout
literaturefor students
researchuse

Copy of the”Oh No!
Litterbug!” example
gamesheet for each
group

Paper, thin-linemarkers,
Cisors, clear laminat-
ing paper

A quart. size sandwich bag
for each group

Samplesof avariety of
childrens games(eg.,
board games, card
games, etc.)

“Litterland’”

Summary
Studentswill research and creste entertaining and informative gamesto teach elementary
age studentskey conceptsof litter and litter preventioninacarnival format!

Objectives

Studentswill demonstrate knowledge of litter and related solid waste management prac-
tices. They will devel op gamesfor usewith € ementary age sudentsto fulfill volunteer and
community serviceproject requirements.

Background

Using litter material s presently available and widdly recommended for useon litter topics-
EPA, DEQ), etc., have students do research about * hot” topicsin litter and solid wasteand
developgames.

Alsorecommend somegamebookssuch as* New Games’ and otherson non-competitive
gamesfor studentsto use asresearch materials. Studentscan bring in gamesthat they
enjoyed asayoung child or onesused by younger siblings.

Procedure
1. Egtablishaworking definition of theword ‘litter’ .

2. Explainthat the studentswill be providing acommunity service asthey assist withthe
development of atrunk (or box) of interesting games. Thesewill beaimed toward helping
elementary age students understand conceptsof litter and itsprevention. Thistrunk might
be used by themselvesor by othersfor any number of community cel ebrationsor individual
classprogramswith dementary age students. The community interaction possibilitieswill
beendlessoncethereisatrunk of resourceactivitiesdevel oped!

Have studentsbreak into several working groupsof threetofivestudentseach. Explain
that the gamesthey will devel op can be based on board games (Candyland, Monopoly),
television games (Jeopardy, Whed of Fortune), card games(Go Fish, Old Maid), or classic
party games (Pinthe Tail onthe Donkey) asexamples. In short, sudents should adapt
gamesthey fed e ementary age studentsmight befamiliar with and enjoy.

3. For the purpose of being anidea starter and as an example, give each group a copy of
the” OhNo! Litterbug!” gamesheet. Help studentswalk through the devel opment of the
activity through review and discussion of thegame sheet. Suggestionsto accomplishthis
follow:

* Noteit hasanameand any general pertinent information.

» Askfor the stated Objective. (What isdesired for young studentsto get out of the game?
Andyes, it doesneed to befuntoo.)

» Have students determinewhat familiar card gamethisactivity issmilar to. Notethat the
wording intherulesare adapted from“ Old Maid” to makeit work as“” Oh No! Litter-
bug!”

Instruct the studentsto record their group members’ namesontheir game sheets.

4. Have each group makethe playing pieces needed for their game. Inthiscase, cards-
(52, 4eachof 13itemsof litter). Give each group 6 card master sheets and explain that
each group should develop aseparate deck of cards. Brainstorm possiblelitter itemsthat
might be drawn onto the cards. Note again that each of thethirteen items should havefour
cardsexactly dike. Haveart suppliesavailable and alow groups approximately 15
minutesto develop their card decks.
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