


Redo the Do!

LANGUAGE ARTS, SCIENCE

his issue of Colorado Wildlife Company compares the appearance of a porcupine to Albert Einstein. What literary devise is

being used? The answer is analogy—notes the resemblance in some particulars between things otherwise unlike. Do
students know who Albert Einstein was? As a class, list everything that students know about Albert Einstein in a visible place.
If students are interested, suggest a trip to the library to learn more about this important scientist. For fun, and with no harm or
offense intended to Mr. Einstein, have students give the notable another hairstyle, maybe one of the do’s noted in the article . . .

dreadlocks, mohawks, spiked, dyed, whatever. Post the pictures around the room. Ask students to write an analogy to compare
Einstein’s new look with some other living thing.



Masters of Defense
SCIENCE, PHYSICAL EDUCATION

Students will play an active simulation game to explore
the effectiveness of certain animal defense adaptations.

ome of the most interesting and amazing adaptations another animal that may be poisonous or dangerous. The

that animals possess are those that protect them from students have learned how the skunk and the porcupine
predation. These adaptations include the ability to run fast, successfully use their defense adaptations to avoid becoming
emit noxious smells or taste terrible, have armor or spines, a predator’s dinner. This game can help them judge the
camouflage, or even the ability to mimic (look or act like) effectiveness of some other strategies. Go to back page.

Discuss the defense adaptations pictured below and how they might work.

POISON/VENOM: These
animals have the ability to
harm or kill the predator and
thereby avoid being eaten.

SPEED: Some animals can
outrun their predators and
can avoid being eaten.

MIMICRY: An animal <& IR
closely resembles/mimics
a poisonous or undesirable animal
and deceives the predator. The coloration/
behavior of the harmless bullsnake (right)
mimics that of the rattlesnake (above).

ARMOR: Think turtle
WARNING COLORATION: Poisonous or foul-tasting or armadillo!

animals often are boldly patterned or brightly
colored to warn potential predators.
The predators must first have
some unpleasant experience
with these prey before they

learn to associate the color
or pattern with unpalatability
or pain.

NOXIOUS SMELL:
Think skunk!
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TERRIBLE TASTE: Some animals taste
so bad that they are “spit out” before
they are fatally injured!

CONCEALMENT/CAMOUFLAGE:

Some animals have colors or behaviors
that help them blend in with the
environment to avoid being seen.

SPINES: Think porcupine!



Explain to the class that they will be playing a game
that helps them learn about defense adaptations.

Select an area to play the game. A playground with
some hiding places or a nearby park is most desirable.

Divide the class into groups of predators and prey. Three
students can take on the role of predators, and the remainder
will be prey species. All of the prey should be told that they
can use speed and/or camouflage to avoid the predators.
Eight of the “prey” species can also choose another survival
token at random (pulled from a hat or bag or whatever)

and should conceal these tokens until tagged.

To begin the game, predators count to 50 by ones, while
the prey run and hide. After they have finished counting,

predators “hunt” their prey. When a predator tags the prey
with one hand, the prey has been “eaten” and is out of the
game, UNLESS the prey has a survival token.

If the prey has a survival token, it must give it to the predator
immediately after being tagged.

When only one prey animal remains, the round is over, and
the class should regroup. Discuss what happened to each
player during the round. Which defenses were most effective?
Why? Ask what might happen if a particular prey species

had several survival tokens. Explain that the more defensive
adaptations an animal has, the longer it will live and have

an opportunity to reproduce.

There are 6 types of tokens:

SPINES

After giving this token to the predator,
the prey has 10 seconds to get away.

ARMOR

After giving this token to the predator,
the prey has 10 seconds to get away.

POISON/VENOM

After giving this token to the predator, the prey has 10 seconds
to get away. If a predator eats two of these, the predator dies!

NOXIOUS SMELL

After giving this token to the predator,
the prey has 10 seconds to get away.

MIMICRY

If the mimic is on its own, the token is meaningless.
However, if the mimic stays with someone who
has a non-mimic adaptation token, it can't be-eaten by a predator.
It will have 10 seconds to-get away, just like the other prey species.
If the mimic is with a partner with.a poison/venom token,
it then has 10 seconds to get away but the predator will
not “die” from getting a mimic token.

BAD TASTE

After giving this token to the predator,
the prey has 10 seconds to get away.




