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Skills focus
Listening: instructions, ideas
Reading: instructions
Writing: instructions
Speaking: discussing ideas, negotiating, giving instructions

Language focus
Vocabulary	
Sea: rock, seaweed, shell, ship, wreck
Types of coral: finger coral, rose coral, sea fan coral, star coral
Coral reef creatures: butterflyfish, clam, clownfish, crab, dolphin, jellyfish, lionfish, lobster, 
octopus, parrotfish, rayfish sea snake, shark, starfish, whale
Threats to coral: damage, harm
Instructions: go back, go forward, throw the dice

Grammar
They are dangerous because they have poison in them.
He must go through the wreck.
You mustn’t touch the spines.
The fish is going to hide in the seaweed.
The octopus can catch you.

Learning outcomes
By the end of the project, children will have:

• practised language from Units 7− 12 through a group project
• broadened their knowledge of science and environmental studies
• developed their art and communication skills
• designed and played a new game in groups
• explained the rules of their game
• taken part in a class feedback discussion

Science: coral reefs and the creatures that live there
Environmental studies: caring for coral reefs
Art: designing, drawing, cutting, sticking, colouring
Communication: explaining
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Materials 
Template: game board (one per group)

Template: starfish cards (one per 
group)

For	each	group: large piece of paper 
or card; small pieces of thin card; glue; 
scissors; pencils and pens; coloured 
pencils; dice or number spinner

Teaching	notes

Lesson plan
Class	warm-up

1	 Talk about coral reefs and elicit names of 
creatures that live on and around them.  
Ask what threats there might be to coral 
reefs: e.g. Fishermen and divers can damage 
them. Some fish eat the coral.

2	 Ask children whether they know any board 
games and ask them to name any they have 
played. Tell them: You are going to make a 
board game about coral reefs.

Follow-up
1	 Class feedback on the games. Invite 

children to say what happened when they 
were playing the game: Who won? What did 
you like best?

Group	work
1	 Divide the class into groups of five or six 

children. Give each group one game board 
template and one starfish cards template. In 
their group, children decide who will make 
which part of the game.

2	 Two or three children make the board. 
They add numbers to the blank squares 
and complete the instructions in the blank 
‘rock’ squares (28 and 31). Then they colour 
the board and draw pictures in some of the 
blank squares. To complete the game board, 
they stick both halves of the board onto the 
large piece of strong paper or card. 

3	 The other children make the starfish cards. 
They complete the instructions on each card 
with their own ideas. Then they colour and 
cut out each card (front and back together). 
To complete the cards, they fold along the 
fold line and stick the two halves of the card 
together. 

4	 Each child in the group makes their own 
playing piece by drawing a different sea 
creature on a small piece of card. 

5	 Read the rules of the game to the class. 
Show them how to put their starfish cards 
in a pile, face down. Remind them that they 
take it in turns to throw the dice or spin the 
number spinner. 

6	 Children play their game in their group. 
Swap children around after about ten 
minutes so they can play another group’s 
game. Children explain the rules to each 
other: e.g. You can move forward two spaces 
because you found a shell. You must go back 
one space.

2	 Children could teach other classes to play 
the game.

Macmillan English 3 (Units 7–12); Project: Coral reef board game
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How to play
1	  Start	at	square	1.	Each	player	

throws	the	dice	or	spins	the	
number	spinner,	and	moves	their	
sea	creature	the	correct	number	
of	spaces.

2	  If	you	land	on	a	rock,	read	the	
instructions.

3	  If	you	land	on	a	starfish,	pick	up	
the	top	card,	read	it	and	follow	
the	instruction.	Put	the	card	back	
at	the	bottom	of	the	pile.

4	  The	first	player	to	square	36	wins!

Put starfish cards here.
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