ACTIVITY 7
The Gosd, The Bad & The Ugly

RANCH LIFE SERIES | BOOK 3 | RANCH WILDLIFE
Chapters 1-6

Content Area
Science

Topic
Animal Interactions

Objective
Students will learn about animal interactions in a ranch environment.

Texas Essential Knowledge and Skills (TEKS)
2.13B, 3.13A, 4.13AB, 5.13AB
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The Gosod, The Bad & The Ugly

CONTENT AREA: Science
TOPIC: Animal Interactions

GAME MATERIALS:

SECURITY BRIEFING (page A7-2): 1 per student or student group

THE GOOD, BAD & THE UGLY - GAMEBOARD (provided) 1 per student table group, laminate (To print additional
11" x 17" tabloid size maps, download PDF from ranchlifelearning.com)

THE GOOD, BAD & THE UGLY - "CONSEQUENCE" CARDS (page A7-3 thru A7-6): 1 set per student table group
THE GOOD, BAD & THE UGLY - "REWARD" CARDS (page A7-7 thru A7-10): 1 set per student table group

Game Playing Piece (use found items, such as different colored buttons or empty thread spools): 1 per student

Die: 1 per student group

THE BOTTOM LINE (page A7-12): 1 per student or student table group

READING STRATEGY:

Students will read Chapters 1-6 before beginning the game.

GAME INSTRUCTIONS:

. Each group will need a THE GOOD, BAD & THE UGLY - GAMEBOARD, and THE GOOD, BAD & THE UGLY -
CONSEQUENCE and REWARD GAME CARDS, a game token, and a die.

. To begin the game, students take turns rolling the die. The person who rolls the highest number goes first.

. Players take turns rolling the die, moving their game piece the number of spaces as indicated on the die, then
drawing either a THE GOOD, BAD & THE UGLY - CONSEQUENCE or REWARD GAME CARD as determined by
the number they rolled on the die. After drawing the card, the student must read and follow the directions on the
card. Student will keep the card he/she drew.

Studens who roll a1, 2 or 3 will draw a THE GOOD, BAD & THE UGLY - "CONSEQUENCE" CARD
+ Studens whoroll a 4, 5 or 6 will draw a THE GOOD, BAD & THE UGLY - "REWARD" CARD

. If a player lands on a Hank the Cowdog space, that student will move his/her game playing piece to the next
Hank the Cowdog space on the board. It is then the next player's turn.

. The winner of the game is the first player to reach the "finish" space on the board.

. At the conclusion of the game, students will use their collected consequence and reward cards to complete THE
BOTTOM LINE .

STUDENT SKILLS ASSESSMENT:

Have students (or student groups) complete THE BOTTOM LINE worksheet at the end of the game.
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The Goed, The Bad & The Ugly

SECURITY BRIEFING -

WORDS OF WISDOM FROM HANK THE COWDOG:

Life on a ranch may seem simple to some folks, but I assure you it is not. There is always
something happening on the ranch with predators and prey. When you think about all the animal
interactions on the ranch it is amazing! All the animals have behaviors that help them survive
these interactions. Some have defenses they were born with like quills or a stinky musk. Others
have behaviors that help them survive predators like freeze, flight, or fight. Sometimes...animal
interactions are good, other times they are bad, and sometimes they are down right ugly. | am
always on high alert, but ever once in a while, things go my way and | can have a lazy day napping
in the machine shed. This game is going to let you experience some of the interactions | have
encountered over the past year.

ACTIVITY MATERIALS:
RANCH LIFE: THE GOOD, BAD, AND THE UGLY GAMEBOARD
RANCH LIFE: THE GOOD, BAD, AND THE UGLY GAME REWARD CARDS
RANCH LIFE: THE GOOD, BAD, AND THE UGLY GAME CONSEQUENCE CARDS
Game Token
Die
THE BOTTOM LINE

ACTIVITY INSTRUCTIONS:

1. After you have read chapters 1-6 you will be ready to play the game.

2. To begin play, each player needs to roll the die to determine who goes first. The highest number
will go first.

3. Player 1 will roll the die. Move forward the number of spaces on the die. If they roll a 1-3, they
will draw a CONSEQUENCE card and follow the instructions on the card. If they roll a 4-6, they
will draw a REWARD card and follow the instructions on the card.

4. Once you move your token keep your game card on the table in front of you.

5. If a player lands on a Hank space, they will move their token to the next Hank space on the
gameboard and their turn ends.

6. Play continues until a player reaches the finish on the gameboard.

WRAP UP:
Fill out THE BOTTOM LINE worksheet after you have completed the game.
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The Good, The Bad & The Ugly Y

NAME:

THE BOTTOM LINE

Complete the following questions after you have played the game.

Look at the cards you collected during the game. Can you sort your cards into related
categories? (i.e. Do you have two cards where the animal interaction resulted in a "flight"
response?) Sort your cards into as many related categories as you can, then write down the
categories you used in your sorting.

What did you learn about the interactions animals have with each other on the ranch?

What did you learn about the interactions animals have with their environment?

If you could pick an animal defense what would it be? Explain your choice.

Which animal do you think is the best adapted for ranch life? Explain your answer.

Do you think defensive inherited traits or learned behaviors provided animals the best

protection from dangerous interations on the ranch? Explain your answer.
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