
For school and shore
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Play can be a powerful tool to help reinforce learning, or can be a 
starting point for learning a complicated lesson.

For WildBeach we split our games into two types; educational scenarios 
and marine games.

Educational scenarios reinforce, or introduce, a specific learning point. 
Eg, the more predators in an ecosystem, the more prey will be caught.

Marine games are simple playground games adapted for the beach.

We hope that you will be able to incorporate some of these games and 
experiments into all aspects of your teaching, not just when you are at 
the shore.

We have also included some behavioural games, which you may find 
useful when implementing the ethos of WildBeach.
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Educational scenarios
Tides 
•  This game demonstrates how the tides and moon are connected
• Everyone stands in a circle. They can hold a rope, parachute, or hands
• Choose one child as the moon, everyone else is the sea on the surface of the earth.
•  The moon moves around the outside of the circle, the sea moves towards it, and then 

moves back once the moon has moved on.
•  As the moon walks around the entire earth, they should create a wave of movement, 

representing the tides.
•  This can be made more complicated by getting the person on the opposite side of the 

moon to step backwards too, representing how there are two high tides at once on earth.
•  If you feel very ambitious you can add in a sun, which stays stationary as both the earth 

and the moon move around it!

Litter line
• Have a rope with different times scales on it (eg 2 weeks, 1 year, 5 years, 500 years etc).
• Have a box of litter.
• Everyone places a piece of litter on the line where they think the item will biodegrade.
• Discuss and correct with the right information.

MCZ bingo
•  Create laminated bingo sheets at school, which include a range of marine animals you find 

on your shore.
•  When on the shore pull out examples of the animals, photographs, drawings or simply 

their names, on the sheets from a bag or similar.
•  Children can use shells or pebbles to mark off when one of their animals is called out.
•  Short game winners get one line, long game winners fill their whole board.

Wet wipe versus tissue paper experiment
•  This experiment is designed to demonstrate how different materials break down  

in seawater.
•  Fill up two transparent bottles with seawater. Add a tissue to one and a wet wipe to  

the other.
•  Get the pupils to replicate the motion of the sea by shaking the bottles.
•  Observe what happens, discuss their findings and what this means for the environment.
•  You should find that the tissue breaks down fairly quickly unlike the wet wipe. If you wish 

you can bring the wet wipe bottle with you to the shore each week, or keep it in your 
classroom and see how long it takes to break down. Does it ever?

•  You can also try this experiment with different materials.
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MCZ habitat game
•  After teaching the children about Marine Conservation Zones, get them to build their own 

out of beach materials.
•  Get them to think about what animals need in a habitat (food, shelter etc).
•  A good network of Marine Conservation Zones has lots of zones close together.  

To demonstrate this, give the children a set number of steps to reach the nearest MCZ,  
to the one they built. Whoever cannot reach their nearest zone, is out of the game  
(ie dead).

•  If the children want, they can use beach materials to connect up all the MCZs.
•  There are lots of conversations you can have around this game. The children can tell their 

classmates about the MCZ they built, you can discuss why it’s important that animals have 
safe spaces in the sea, or why the MCZs should be close together.

Wave experiment
• Take several different sized tubs and trays to the shore.
• Fill them up to the brim with water.
•  Have a discussion about how the wind causes waves and how they could replicate the 

wind themselves (blowing across the surface of the water is the easiest).
•  Get each child to try and create waves on the different containers you’ve brought along.
•  Have a discussion about which was the easiest to create waves on and why. (It should be 

easiest to create waves on shallow trays.)
•  This is why the waves can often be very large in shallow water, but not so large in  

deeper water.

MCZ hoop game
•  Set out hoops of different colours on the shore and have bean bags of the same colours 

with you.
•  Hand the children one bean bag, making sure they have a variety of colours between them.
•  The bean bags represent species and the colours different habitat types. The children can 

only go into those hoops whose colour corresponds with their bean bag colour.
•  Get the children to run around the sea and when you signal they must jump into a hoop.
•  Ideally start this game, so all the children have a hoop.
•  Discuss what might happen to remove a habitat (man-made reasons) remove a hoop /hoops.
•  Run the game again. Any children who don’t have a hoop (they are out of the game,  

ie dead).
•  Come up with another way habitats may get destroyed and repeat.
•  If you like, consider discussing ways to recreate habitats and add hoops back in.
•  This game can be varied depending on the level of your class. Different sized hoops can 

represent different sized habitats and more than one child could fit in it. Some children 
could have more than one bean bag to show how some animals can survive in more than 
one habitat.

•  This game can be readily adapted to match many learning objectives.  
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Endangered species
• Have a clear boundary area which is large enough for everyone to run around in.
•  Choose two or three people to be different threats to species, eg overfishing, pollution, 

climate change etc. Everyone else is an endangered species.
• Now play tag with these differences:
 -  Once tagged, stand still with your arms in the air and shout “I am endangered!”  

if it is shouted three times before you are saved, you become extinct.
 - Two different people need to high five an endangered species for them to survive.
 -  Possibly consider two different people need to high-five you, before you have shouted 

this three times to survive.
• People cannot be tagged while high fiving endangered species.
•  Once the game is finished, discuss how it could be made longer – did people only think of 

themselves and not worry about saving species? If the threats are reduced would there be 
as many endangered species? How could we reduce threats etc?

Echolocation 
• This is a simple game used to demonstrate how echolocation works.
• Everyone stands in a circle, they are the sea.
•  Choose one person to be a fish, and one person to be a dolphin and put them in the 

centre of the sea.
•  The dolphin must start in the middle with their eyes shut (and keep their eyes shut or use 

a blindfold through the whole game).
• The fish chooses where to start once the dolphin has their eyes shut.
• The dolphin claps once and the fish returns with two claps.
•  The fish then gets to move one step while the dolphin moves two (this  should happen 

simultaneously).
• The dolphin has to catch the fish using this method, while keeping their eyes shut.

Overfishing
•  Split the children into three groups. Numbers in each group should increase. Give each 

group a number or name the generation, e.g. grandparent, parent, child, this is what 
generation they are.

•  Set out bean bags or something similar as fish and allow the first generation to go fishing 
(collecting bean bags).

•  Allow the second generation to go fishing.
•  Allow the third generation to go fishing.
•  Depending on how many fish you have, either the second or third generation will not 

have any fish to catch.
•  Have a class discussion around what happened and how they could prevent it from 

happening again.
•  Play out the scenario as many times as you like, using the children’s suggestions.
•  Ideally, you want to them work out that protecting an area of the sea so the fish can 

breed, results in fish stocks lasting for longer.
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Beaufort scale demonstration
• Waves are categorised using the Beaufort Scale (easily found online).
• Using a parachute, get the children to create waves at different levels on the scale.
• Switch between different stages and see how quickly the children can do it.
•  To make things easier you could have a ‘calm sea’ and a ‘stormy sea’ as the top and 

bottom scale.

Longshore drift dance
• Longshore drift is the mechanism which moves sediment such as shingle or sand.
•  Waves rarely hit the shore straight on, it is usually at an angle. However sediment will 

always roll back straight. It is this movement the children will be demonstrating.
•  Get the children to stand in a line with their backs to the sea.
•  Explain that you will shout a number and they are to walk this number of steps diagonally 

up the shore, but always take two steps straight back towards the sea.
•  Call as many numbers as you like, always ensuring the children step straight back.
•  Eventually they will have spread out over the shore, but all moved in the direction of the 

longshore drift.
•  Have a discussion about why they didn’t all stay in a line (different leg lengths, different 

stride sizes) How could this relate to sediment such as shingle?

Recycling game
•  Bring a number of recyclable materials, such as magazines, plastic bottles, soup tins etc to 

the shore with you.
•  Get the children to stand in a line and pass the materials down the line.
•  Once they get to the end, the materials are discarded. How long before the game is over?
•  Play the game again, except this time, recycle the items (choose one child to be the 

recycling plant which bring the materials to the start of the line).
•  How long does the game last now?
•  Discuss with the children why it’s important to recycle our natural materials to make them 

last longer.

Sharks and fish
•  Mark out a large rectangle on the shore.
•  Get all the children to line up on one side of it (they are the fish), and choose two or three 

children to be sharks. The sharks stay in the middle of the rectangle.
•  The fish have to migrate to the other side of the rectangle.
•  While they are migrating, any fish caught by sharks sit down and become sea anemones. 

They are also able to catch fish.
•  Repeat until you have one fish left.
•  This game can be altered to show how changes in predator and prey number can affect 

ecosystems. How long does the game take if there are more or less sharks?
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Marine games
Limpet game 
•  If you are on shingle, pebbles or grass you will need alternative kit: a rope for high and 

low tide home scar.
• Choose one person as an oystercatcher, the rest are limpets.
• Draw a home scar (the place where limpets always return to at low tide).
•  Mark out high and low tide areas on your shore, including an area with algae close to the 

high tide mark.
• When high tide comes in, the limpets go off to feed.
•  Shout “low tide coming”. All the children have to run back to their home scars, while the 

oystercatcher tries to catch one.
•  Limpets who are caught, can either become oystercatchers or the crab police (making sure 

no one goes out of boundaries).
•  Oystercatchers who don’t catch any limpets are out.

Tracks 
• This game only works on sandy beaches.
• All the children stand in a circle with their eyes closed.
• Tap one child who will walk across the middle of the circle to make some tracks.
•  The other children open their eyes and guess who made the track and how they made it.
• You can then go and look for animal tracks on the beach!

Kapish kapoo 
• This is a more active version of rock, paper, scissors.
•  Create a three animal food triangle of the children’s choosing (eg. shark eats fish, fish eat 

crabs, crabs eat dead sharks).
• Create actions for each of the animals.
•  Split the group in two and draw two ‘safe zones’ an equal distance away from the start line.
•  Each group decides what action they are going to take and lines up opposite one another.
• Everyone chants “kapish kapoo, kapish kapoo, kapish kapoo”.
• After the final ‘kapish kapoo’ they do the action their group decided upon.
•  The predator chases the prey to their safe area. If any prey are caught they join the  

other side.
• The game is over when everyone belongs to one team.

Pebble fun
• This can take a number of different forms, below are some examples.
• Throw / skim pebbles into the sea at high tide.
• Build stone towers and try to knock them down by throwing pebbles at them.
• Stand a set distance away from a bucket and throw pebbles into the bucket.
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Flag game
• Children can create flags out of seaweed and sticks, or bring some flags with you.
• Children run around the outside of the flags until you blow your whistle, or call.
• On your pre-agreed signal, the children race to a flag.
• Remove a flag each round, whoever does not get a flag is out.

Skua tag
• The skua is a large marine bird that steals food from others.
• In this game, everyone is a skua, trying to steal food from one another.
•  Each person has a piece of food hanging from their pockets. This can be a piece of 

material, a ribbon, or anything else you think works.
• The children must run around and attempt to steal each other’s food.
•  Once you have lost all your food you are out, but you may re-enter the game by picking 

up dropped pieces of food.
•  The most successful suka (ie the person with all/most of the food at the end) can be known 

as the Avian Pirate, a popular nickname for skuas in some parts of the world.

Scavenger hunt
• This can be done as a pre-prepared game, or just using materials you find on the shore.
• Pre-prepared: Give each child a list you have already created.
 -  This list can be anything such as, something old, something smooth, certain colours.
 - Give the children a certain amount of time to find everything on their list.
 -  When all back together, you can expand vocabulary and descriptive skills by asking them 

to speak about their finds.
•  Using material you find on the shore (a shell, or other piece of strandline material).
 - Ask the children to go and find a certain amount of the same thing.
 - Repeat as many times as you desire with different materials.

Crab, crab, lobster
• A variation of duck, duck, goose
•  Children sit in a circle and one child walks around the outside of the circle tapping the 

others on their heads as they do
• The child says “crab” every time they tap a classmate on the head
•  When they tap a child and say “lobster”, that child has to stand up and try and catch the 

first child.
•  If the first child makes it back to the empty space, they sit in it and the new child begins to 

walk around the outside.

Parachute games
• Many parachute games can be adapted for the seashore.
• Fruit salad can become a rock pool, replacing fruits with rock pool animals.
• Cat and mouse can become shark and fish.
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Anemone game
• Children all sit in a circle.
•  One child sits in the middle. They are the anemone and not allowed to move from the 

spot they are currently in.
•  The children around the outside throw a beanbag (the food) across the circle to one 

another. The anemone tries to catch it.
•  If the anemone catches the food, the child which threw it joins the anemone in the middle.
• This is to represent, how as an anemone eats food it grows.
•  Continue the game until there are only a few children left around the outside of the circle.

I took a crab back to the sea, and on the way I dropped it
•  Similar to crab, crab, lobster, except the child on the outside is holding a pebble, or other 

small object.
•  They chant “I took a crab back to the sea, and on the way I lost it” as they move around 

the circle.
•  When they have finished the rhyme, the child drops the object in the closest child’s lap and 

they race around the circle back to the empty seat.

Animal theatre
• Split the children into small groups (three to four).
• Give each group a marine animal to act out, preferable one found in the UK.
•  Get each group to perform in front of the others and have them guess what animal they 

are acting out.

Story ladder
•  This requires a bit of imagination on your part! If you find it easier, write a story out 

before hand and print it off when you go to the shore.
•  Split the group into pairs and have them sit down, with the feet of each pair touching, 

so their legs form a ladder shape on the ground. (Make sure that there is enough space 
between each pair for someone to stand!)

•  Give each pair a word which you will use in your story (eg, a story about a rock pool might 
have ‘starfish’ or ‘crab’ in it).

•  As you tell the story, when the children hear their word, they need to stand up, run up the 
ladder (avoiding classmates legs), run down the outside of the ladder and up it again to 
their place to sit back down.

•  There should also be a whole group word, which when said, everyone will get up and run 
back to their place above.
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Behaviour games
Sticky toes
• This is a great game for getting everyone together quickly.
• Call out “sticky toes!”.
•  All the children must run to you and stick their toes to one another so they end up  

in a circle.
• You can add in things like, sticky elbows and sticky knees if you like.

Musical mimicry
• Start off with a simple action, such as clapping once and get the children to copy you.
•  Increase the difficulty of your sequences until you decide to stop, or the children are 

unable to follow you.

Imaginary bag 
• Start with everyone in a circle.
•  Pass an imaginary bag around, getting each child to put something in it they would like to 

bring to the coast.
• The next child must repeat the entire list before adding in their own item.
• The items they put in can be as imaginative as they like. 

Mindful listening
•  This is great for re-centering classes if they are feeling very boisterous, or have just done 

an active game and need to be settled down.
•  Mindfulness is also proven to have many positive mental health benefits, if done on a 

regular basis.
•  It needs to be done in silence, which may take the children a while to get the hang of!
•  Get the group to sit down and put their hands on their knees.
•  Over the course of a few minutes instruct them to do the following:
 - breathe in through their nose and out through their mouths.
 - Close their eyes slowly.
 - Ask them to become aware of the noises they are hearing.
 - Slowly open their eyes.
•  Continue asking them to breathe in through the nose and out through the mouth 

throughout the exercise.
•  You can add in other sensory things such as, what can you smell, the feeling of the sand / 

pebbles under your legs etc.
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Freeze rule
•  If you notice children outside of the boundaries you have set, you can use this simple rule 

to get them back inside without singling them out.
• Shout “Everybody freeze”.
•  Count down from five, and during this time everyone has to look around and check if they 

are still within the boundaries.
•  If someone is not, they have until the end of the countdown to move back inside the 

boundaries.

Hands on top! Everybody stop!
• You say “Hands on top!”
•  The children reply “Everybody stop!” and put their hands on top of their head until you 

tell them to remove them.



Useful equipment
Parachute - Tides, Beaufort Scale, Parachute games

Rope - Tides, Litter line game, Limpet game

Litter - Litter line game, Recycling games

Scarf or blindold - Echolocation

Buckets - MCZ habitat game, Scavenger hunt, Litter picking, Rock pooling

White board pens - MCZ bingo, Scavenger hunt

Hoops - MCZ hoop game

Bean bags - MCZ hoop game, Overfishing, Anemone game

Whistle - MCZ hoop game

Tray and/or tubs - Wave experiment, Rock pooling

Wet wipes, tissues and matching plastic bottles - Wet wipe versus tissue experiment

Material strip - Skua tag

Flags - Flag game, Overfishing game


