


 

 

 

 

 

 

 

1.       

Place the cards around the room (or wherever you’ve decided to play the game with your class) in a long 

line like a board game. Make sure to place them in order (their numbers are on the back). 

2.      Group your students into teams of two or three and give each team a die. 

3.      Half of the teams can start in Mexico and half can start in Alaska. 

4.      Teams take turns rolling their die and moving that number of spaces, following whatever directions 

the card details. Make sure the teams are all reading the cards, not just the cards’ directions. 

Roll Again: The team rolls again on that same turn. 

Go Back One: The team goes back one and follows that card’s directions. 

Miss a Turn: The team does nothing on the next turn. 

Stay: The team stays on that space until their next turn. 

You Die: The team goes back to the beginning to start again. 

Move Ahead One: The team moves to the next space and follows those directions. 

Move Back Two: The team moves back two spaces and follows those directions. 

 

The first team to reach the breeding or wintering grounds wins! The students will learn how hard it is to 

migrate and what they might be able to do to help hummingbirds! 
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