Oh, Deer! (This activity is adapted from Dalton 1992.)

Before the game starts:

1.  Make Brown, Green and Blue paper squares of card for each student in the class.

2.  To play, make sure you have an odd number of students involved in the game itself. If there is an even number of students make one a scorekeeper so there is an odd number of students playing. It is important to note that the teacher does not control the number of deer. As long as there is an odd number of students, the game will continue as long as you want. All students play every round, sometimes they will be deer and sometimes they will be environment.
	What to do
	What it means

	Split the class into two groups. Document the number of deer on a chart on the board. Chart should be a two-column chart with the number of the round being played in one column and the number of deer in that round in the other column.


	One group represents deer and they stand in the back of the

room. The other group represents factors in the environment

that the deer need and they stand in the front of the room.



	All students in both groups are given three 3” x 3” pieces of colored card: brown, green, and blue.


	Brown represents shelter, green represents food, blue represents water.



	Instruct each student in the deer group to choose one of the three colors and put the other two squares in his or her pocket.

Instruct each student in the environment group to also select one of the three colors.


	This color represents what the deer needs for survival that round, and the environmental factor that a particular student will be during the round.



	To play a round, instruct the deer to cross the room and try to find a student in the environment who has chosen the same color. Deer are only allowed to match one student and can only match a student from the environment, not other deer.

If they find a match, they can return to the back of the room, bringing with them the student from the environment that they matched. Both of these students are now deer and will be deer in the next round.

If they do not find a match, they do not return to the deer side of the room. Instead, they will be part of the environment in the next round.


	If a deer was successful, it was a good year because the deer found what it needed for survival and reproduced.

If the deer is unable to find a match, the deer dies and becomes part of the environment for the next round.

Teachers should point out that this means there was not enough food or water and some deer could not find enough to survive. This is a good example of a limiting factor.



	After the round is over, document the number of deer that are left in the deer population. Students get ready to play another round.


	The game is played in rounds so that you can observe the fluctuation in the number of deer from year to year. Each round represents a year.




Chart Data:
1. Graph the results.  Use TAILS.

Discussion questions:

1. What is a limiting factor? What were the limiting factors in our game?

2. Carefully describe and explain what happened to the deer population during our game.

3. During the game, the deer experienced some very good years, when their population was quite large. What happened the following year? Why?

4. During the game, the deer experienced some very bad years, when their population was quite small. What happened the following year? Why?

5. Did the deer ever go extinct? Why?

6. Would adding predators affect the results? How?
