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Hi! We’re James & Lea from Woodland Classroom. 
Thanks for joining our growing community of outdoor 
activity leaders and teachers who are on a mission to 
get more kids off their screens and outdoors.

Welcome to your ‘Print & Play’ Lesson Plan bundle. 
We hope you find plenty of inspiration within these 
pages. These lesson plans are tried & tested and we’ve 
had a lot of fun running these activities with our own 
kids groups. Whether you run the lesson plans here as 
we’ve written them or simply pull out a few choice activities to use in your own 
sessions, that’s up to you. However you use this bundle we hope it inspires you.

We’d also love to hear about any successes you’ve had running the activities given 
here, so drop us a line and get in touch. Good luck with your sessions.

James & Lea
hey@woodlandclassroom.com

Each lesson plan is cleverly laid out so 
that you can print off the one-sheet 
timetable for each session separately 
from it’s supporting information. This 
way, you’ve got a handy one-sheet plan 
for quick reference when you’re outside.

Each print & play lesson plan also 
includes; a summary of learning aims & objectives, session subject themes, activity 
timings and resources required.

You’ll see that each lesson plan comes with a start and end time. These were mostly 
based around a typical school day, but you can of course start your session whenever 
it suits your group. Treat these times as guidelines, not gospel. What are important 
are the individual activity timings, which tell you (in our experience) how many 
minutes each activity takes.

mailto:hey@woodlandclassroom.com
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Following each print & play one-sheet you’ll see 
further information specific to that lesson plan, 
under the following headings…

SESSION SIGNPOST
This is your first stop to find out more about the 
lesson plan. The Signpost gives you a short summary 
of the themes behind the lesson plan, who the 
session is aimed at and anything you need to know 
in advance so you can quickly decide whether that 
lesson plan is right for you.

SESSION ACTIVITIES: CLOSE UP
Here we break down each activity included in the 

lesson plan.  So if you’ve never run any of these activities before, then this is where 
we go through everything step by step. You can even print off these pages as a 
reminder on the day if you want.

BACK UP ACTIVITY IDEAS
Sometimes lesson time runs over, or kids finish things quicker than you expect, or 
maybe you want to switch the day up a bit to go with the mood of your group. 
Whatever the reason, it’s handy to have a few back up ideas up your sleeve. Where 
we can we’ve kept them linked to the theme of the lesson plan.

We have written these lesson plans 
with a Forest School emphasis on 
learning through play, with plenty of 
games included in the sessions, which 
whilst being fun should inspire 
inquisitive minds to ask questions.

“Forest School is an inspirational 
process, that offers ALL learners regular opportunities to achieve and develop 
confidence and self-esteem through hands-on learning experiences in a woodland or 
natural environment with trees. Forest School is a specialised learning approach that 
sits within and compliments the wider context of outdoor and woodland education.” 
Forest School Association

http://www.forestschoolassociation.org/what-is-forest-school/
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If you’re already familiar with 
this exciting way of learning, 
you will know that Forest 
School is a long term process 
over regular sessions, rather 
than one-off or infrequent 
visits to the woods. Although 
the lesson plans included here 
are too scheduled and 
prescriptive to be called Forest 
School I have used my 
experience as a Forest School 
Leader to include tried and 
tested activities which support some of it’s key principles. These lesson plans were 
designed as stand-alone sessions but could well be integrated as part of an on-going 
programme of outdoor learning.

If you still find yourself asking, “What exactly is Forest School?” then you could watch 
our short video HERE

You’ll notice that in many of the lesson 
plans time has been set aside for free 
play. We believe that allowing the 
children to play and explore on their 
own terms is such an important part of 
the day and their own development.

As you build trusting relationships with 
the children you can allow more time 

for free play, but always be around watching their play without interfering unless 
invited to do so. Letting them explore the space also builds their confidence and trust 
in the outdoors as somewhere safe that they can learn in. You might be surprised 
how much learning can take place during play.

Now we’ve got all of the explaining out of the way, here’s your 3 free lesson plans…

https://www.youtube.com/watch?v=pmG5HG8A1hc
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Establishing a New Group: 
Welcome to the Woods!

Session Timings: 9.30am  - 3.15pm.
(5 hrs, 45 mins)

Target Age Group: Suitable for children aged 5 – 11 years. Primary School 
groups. Holiday Clubs.

Aims & Objectives: To establish a new group, build rapport and trust. Learn names. Build confidence. Get to know 
each other. Establish the boundaries. Team building. Introduction to Forest School.
Session Themes: Exploration, Discovery, Using Senses, Nature Awareness, Learning Through Play

TIME ACTIVITY RESOURCES
9.30
15 mins

ARRIVAL
Meet everyone and walk to the seating circle.

registration forms?

9.45

30 mins

CIRCLE TIME
Welcome, introduction to staff, site and the day’s activities.
Health & Safety; fire safety, toilet arrangements.
HOW DO I FEEL?

talking stick

10.15
15 mins

ICE-BREAKER GAME
“Let’s get to know each other.”

none

10.30
15 mins

MORNING BREAK
”Time for a drink and a snack.”

refreshments, warm water, fruit 
snack

10.45
20 mins

THE SOUND BOUNDARY GAME 
“How good are your listening skills?”

drum or percussion instrument

11.05
15 mins

LEAF DETECTIVES
“Let’s really look at what’s around us.”

leaves from different tree species.

11.20
20 mins

MEET A TREE
“Time to stretch your other senses.”

blindfolds

11.40
45 mins

FREE PLAY SESSION
“Go and explore!”

none

12.15  LUNCH (30 mins) warm water, soap
12.45
20 mins

SIT SPOT
A good time to digest lunch and use our senses.

mats (if ground is wet)

13.05
20 mins

TOUCH SOMETHING GREEN
“Let’s move!” Note: Don’t play this by the fire circle.

none

13.25
40 mins

SCAVENGER HUNT
Get into groups. Remember the boundaries.

scavenger hunt cards, baskets

14.05
15 mins

BREAK
If you have a campfire this is the perfect time to get the popcorn 
out or roast marshmallows on a stick.

refreshments, warm water, snack, 
popcorn, marshmallows & sticks

14.20
40 mins

FREE PLAY SESSION
Time to explore. What can you find?
Activity Leader to facilitate learning through play.

none

15.00
15 mins

CIRCLE TIME
How Do You Feel? CLOSING CEREMONY. Thanks & Farewell

talking stick, water & cup

15.15 END OF SESSION

© Copyright 2016 Woodland Classroom · All Rights Reserved
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This full day session is great for an activity leader or teacher who is 
working with a new group who are visiting the site for the first time. The 
session requires very few resources and includes simple introductory 
activities that can be run in any outdoor space and gets the children 
learning about each other, exploring the environment and building 
confidence in the outdoors. Have fun!

The set up includes a central campfire circle, which is used as a focal point 
for the session when children need to be seated and listen to instructions and interact as a whole 
group. Be sure to cover the hazards associated with the campfire during the Health & Safety talk at 
the start of the session.

CIRCLE TIME / HOW DO I FEEL?
Sit the children around the campfire circle and in turns (with the talking stick) ask each child to say 
how they feel. Ask them to pick a number between 1 & 10, with 1 meaning “feeling miserable” to 
10 meaning “feeling amazing.” Using a number system like this can give them a benchmark to 
gauge their mood against and can help children express themselves clearly. They’ve also got the 
opportunity to tell you more if they want to explain their choice of number. Children can always 
“pass” if they don’t want to speak in the circle.

ICE BREAKER GAME
Away from the campfire circle. Get children together, then ask them to move around the space 
and shake hands with other children saying; “Hello, my name is…..” Then add a food they like; 
“Hello my name is….. and I like eating…..” Then add another layer, one thing they love doing 
outside, so you’ll end up with something like; “Hello my name is Sarah, I like eating chocolate and 
I love climbing trees.” Stand in a circle together and in turn see if all the children can remember 
the three facts a child that they met. Leaders can play too – which helps kids get to know you.

THE SOUND BOUNDARY GAME
Time to practise your listening skills. From the centre of your outdoor activity space, ask the 
children to slowly walk out from a starting circle in any direction. Whilst they do this, the Leader 
bangs a drum (not too loud) in a steady rhythm, and asks the children to keep walking until they 
are only just able to hear the drum. At this point the children should all sit and settle. Ask them to 
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look around them and open their ears.

The Leader now starts to beat loudly and quickly on the drum. In response, the children then 
make a noise using their hands, a couple of sticks or their voices. They can go louder and quieter 
to allow time to listen or to make noise and hear where other children are in the woods. This 
builds awareness of the space and limits of the boundary.

Use some kind of signal to call the children back to the circle. When everyone is back ask the 
children if they would like to offer their thoughts about their experience and if there is anything 
they would like to share with the group.

Explain that where the children were sat was the edge of the boundary. If a child can no longer 
hear activity from the main circle then they may have gone too far.

If you have enough percussion instruments these could be used by the children when they reach 
the edge of their boundary instead of sticks or their voices. You may have a whistle or certain call 
that means it is time to come back to the circle.

LEAF DETECTIVES
This short game gets kids looking at the different shapes of leaves around them, building 
awareness of nature. It’s not important to know the tree species at this stage – but if you do 
know, great!

Each child picks 3 different shaped leaves from trees around the space. They can explore within 
the boundary. Then they bring them all back and the group works together to sort into them by 
shape, size, colour etc. Let the children lead this and make decision for themselves.

This activity should stimulate questions from the kids and gets them starting to look at the 
differences between tree types.

MEET A TREE
This is another forest school classic game for building trust within the group and exploring an 
outdoor space in a whole different way. Children are put into pairs. Each pair receives a blindfold 
(a clean rag will do as long as it covers the eyes well enough). In their pairs, children will lead their 
blindfolded partner to a tree, which the blind player will then get to know by touching and using 
their other senses. The other child will then carefully lead blind player away from their tree using 
a different route than they used to get there. The blindfold is then removed and the player is set 
the challenge to find their tree. What can they remember about it? Can they retrace their steps?

We suggest that you demonstrate this game to the whole group using a child you can trust so that 
everyone can see the correct and safe way to lead a blindfolded child through the space, watching 
out for tree roots, bramble and other trip hazards.

Pairs can swap roles so each child gets a turn being blindfolded. Once finished the whole group 
can discuss the experience; “what did it feel like? “how did you recognise your tree?”
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SIT SPOT
This is a well-established favourite in the world of Forest School. Each child has to find a space 
within the activity area and spaced away from each other where they can sit comfortably. This 
special place will be their Sit Spot.

Be aware of close friends who will want to sit together in a group. The aim is for the children to sit 
quietly and observe what is around them, rather than sit and chat away.

The children will become spies observing nature in silence. Explain that they need to just look & 
listen, taking in every tiny thing happening at their Sit Spot. You choose how long they sit for. We 
suggest between 2-5 minutes, depending on their age and attention span.

Once back in the Circle, ask children to share their observations with the rest of the group. You 
can prompt them if needed; “What did you see?” “What did you hear?” “What did you smell?” 
etc.

You can return to the Sit Spot activity time and again as children will build a greater 
understanding of the subtle changes happening at their special place as nature goes about it’s 
business.

TOUCH SOMETHING GREEN
This game gets kids moving about the space and wakes them up. The Leader can find out what 
they know about the outdoors and the game can be used to review what they’ve learned.

Get the group in a more open space where they all have room to run about. The leader starts by 
shouting out a colour, for example “Touch something green!” The children have to touch 
something of that colour as quickly as they can, as the game moves on the colours or categories 
can get increasingly difficult. Here’s some examples; touch something… wooden, rotten, alive, 
dead, fuzzy, a mineral, something wet, something man-made, a nut, etc.

SCAVENGER HUNT
Put the children into small groups and give each group a scavenger hunt and basket. This is a 
great way get the exploring and looking at the outdoors with much more detail.

Some examples of things they can scavenge are; something spikey, something that came from an 
animal, something you think is beautiful, something yellow etc. Include items that mean the 
children have to look in all sorts of places and at all sorts of levels. This is about opening their eyes 
and inviting questions like; “what’s this?” “why is it that colour? “is this alive?”

Call the children back to the circle and ask them to share what they have found with the group.
If you want to make things really easy on yourself, print out our Woodland Scavenger Hunt, which 
can be found on our website as a free PDF download RIGHT HERE.

http://woodlandclassroom.com/get-a-free-nature-scavenger-hunt/
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TOASTING MARSHMALLOWS / MAKING POPCORN
A campfire favourite. Either marshmallows on sharpened sticks or corn roasted in a suitable 
device to make popcorn. We use two sieves attached and hinged to a metal pole, but you can use 
a old saucepan with a lid over the fire. A word of warning, marshmallows can be very hot when 
they come off the fire so do ensure that they have sufficiently cooled down before the kids eat 
them.

CLOSING CEREMONY
We end a lot of our forest school session with this as a way of reflecting back on what we’ve done 
together. Whilst sat around the fire circle at day’s end, each child takes their turn to pour a cup of 
water onto the fire to extinguish it. As they pour their water, they tell the group one thing they’ve 
enjoyed or learned today.

BACK UP ACTIVITY IDEAS
If something is not working or you think an activity is not suited to your group, try out these ideas 
for back up activities…

Stick Build Challenge: In small groups set a challenge to build something out of sticks, the only 
criteria is that they must use their imagination.

Ropes: We found that having a bag of ropes is such a simple tool to expanding kids imaginations. 
They work great in helping facilitate free play in the woods, from making rope swings to pulleys to 
lashing dens together. A word of warning; f you’re new to the group then be sure to check they 
are not attaching ropes to dead branches of trees and also check their knots are secure before 
they apply too much weight to them. This is a chance to discuss knots, balance and of course…. 
gravity.

Get more resources online by visiting www.woodlandclassroom.com
© Copyright 2016 Woodland Classroom · All Rights Reserved
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The Wild Hunt! 
Predators & Prey

Session Timings: 9.30am  - 3pm.
(5 hours 30 minutes)

Target Age Group: Suitable for children aged 7 – 11 years. Primary School 
Groups. Holiday Clubs. School Visit

Aims & Objectives: To introduce children to key concepts in ecology and the relationships between the many plants 
and animals that live in our environment. Giving children a balanced insight into mind-sets of predator and prey 
species. Develop creativity and promoting child-led play and learning.
Session Themes: Predator/Prey Relationships, Food Chains & Food Webs, Role-play, Developing Empathy, Basic 
Tracking, Teamwork, Investigation and Learning Through Play.

TIME ACTIVITY RESOURCES
9.30
15 mins

ARRIVAL
Meet everyone and walk to the seating circle.

registration forms?

9.45

15 mins

CIRCLE TIME with talking stick.
Welcome to the site, introduction to staff
Health & safety talk; toilet arrangements, campfire safety
NAME GAME: PREDATOR & PREY

talking stick

10.00
10 mins

TRIANGLE TAG
Let’s get moving!

none

10.10
20 mins

FOOD CHAINS
Everything in nature is connected to everything else.

food chain cards

10.30
15 mins

MORNING BREAK
Time to explore the site for yourself or take a break.

refreshments, warm 
water, fruit snack

10.45
15 mins

BAT & MOTH
Who thinks they could outsmart a bat?

blindfold

12.15
30 mins

FOOD WEBS
We’re going to discover the secret connections between the animals and 
plants that live here.

animal and plant cards, 
ball of string

12.45
30 mins

LUNCH
Let’s sit together around the campfire for lunch.

refreshments, warm 
water, packed lunches

13.15
30 mins

FREE PLAY
There’s lots of learning today so let’s blow off some steam.

none

13.45
15 mins

ANIMAL ACTORS
Let’s get creative and try a guessing game.

none

14.00
30 mins

FOXES & MICE
It’s time to test your hunting skills.

sticks, camouflage or 
muted colour coats, 
blindfold

14.30
20 mins

DETECTING TRACKS & SIGNS
Let’s get detecting and see what we can find

magnifying glasses 
(optional)

14.50
10 mins

CIRCLE TIME
CLOSING CEREMONY. Thanks & Farewell

talking stick, water & 
cup

15.00 END OF SESSION

© Copyright 2016 Woodland Classroom · All Rights Reserved
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The Leader will need a basic understanding of the concept of 
ecosystems so that you can make the connections with the kids and 
guide their learning. The big themes of predator/prey, food chains and 
webs are introduced here. These are subjects which are so important to 
understanding ecology and by putting these topics in game form we can 
make them more accessible for kids. There are a variety of activities 
here, which put the kids in the role of predators and prey with a view to 
them seeing the whole picture of what’s going on in the woods. This 

should stimulate all sorts of questions from them and this session can be a great springboard for 
later discussions on these themes in the classroom.

As this session was devised with an established group in mind, there is no game in this session to 
establish the boundary of the activity area. If you need this, just drop it in after the session 
welcome and adjust the timings accordingly. Again, this set up includes a central campfire circle, 
which is used as a focal point for the session when children need to be seated and listen to 
instructions and interact as a whole group. The campfire is not used in any of the activities this 
time though, so it’s optional. If you do have a campfire, be sure to cover the hazards associated 
with the campfire during the Health & Safety talk at the start of the session.

CIRCLE TIME / NAME GAME: PREDATOR & PREY
Sit the children around the campfire circle and introduce the session. Circle time is a chance to 
welcome the group and get to know each other’s names.  You can use a talking stick to encourage 
listening. Ask the children, “What is a habitat?” Let’s find out what they understand already.

Name Game: To get the kids thinking about predators and prey, start with this. Say your name 
and follow with a predator that you know, for example “My name is Maddy, a lion is a predator.” 
The next child does the same but names a prey animal instead. Alternate predator – prey with 
each child in the circle. This may well lead to a discussion on what exactly predators and prey are.

If you have a campfire, then now is a good time to point out your safety rules associated with this.
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TRIANGLE TAG
Here’s a simple chase game to get the kids warmed up. In groups of four, three o the children will 
hold hands to create a triangle. One of these three is designated the ‘prey.’ The remaining child 
(outside the triangle) is the ‘predator.’ That child is trying to tag the prey. The children in the 
triangle are always trying to protect the prey by moving and manoeuvring their triangle so that 
two children are always between the predator and his prey. The triangle must not let go of each 
other’s hands. If the prey is tagged then children swap around. Their roles until all four kids have 
had a go at being the predator.

FOOD CHAINS
This game gets kids moving about the space and talking with each other to work out who is 
feeding on who. In advance, the Leader will have to make up cards with an animal name written 
on. Also include a bold arrow pointing to the left below the text. To simplify things you could use 
a different colour card for each of the three roles in the food chain. Make sure you also have a list 
of the food chains you’re using – so you can help the players link up.

Each player gets given a card and they have to talk with each other, moving around the group, to 
find which other animals link to their chain. Naturally, discussions will start about what these 
different animals are, and the varying things they could eat. Players will then start to form chains, 
three kids long, that link together. When all the players are linked, the game is over. 

Below we’ve given you eight simple food chains that work well for UK woodland habitats. If these 
examples don’t suit your environment then you should be able to adapt them easily to suit your 
site. These are all consumers within the larger food web, we will be introducing the idea of webs 
and producers later on in the day.

CONSUMERS
PREY PRIMARY PREDATOR SECONDARY PREDATOR

Earthworm Wood mouse Barn Owl
Grub Mole Fox
Ant Robin Sparrowhawk
Slug Frog Polecat

Midge Bat Hawk
Worm Centipede Snake
Aphid Ladybird Swallow

Fly Spider Toad

You’ll find that the children won’t put themselves into chains exactly as you had them in mind. 
This is because several of the prey, primary predators and secondary predators can be 
interchangeable and still connect fine. If there are a few children left over attached to no chain, 
then work together as a group to fit everyone into a chain so that each one has the three roles 
filled.
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BAT & MOTH
Did you know that bats hunt using sound? Bats are not blind, but at night their ears are more 
important than their eyes. As they fly they make sounds. The returning echoes give the 
bats information about anything that is ahead of them, including the size and shape of an insect 
and which way it is going. This system of finding prey is called echolocation – dolphins do it too. In 
the UK, a common pipistrelle bat can eat over 3,000 tiny insects in a single night!

This game gets the whole group understanding how bats hunt in a really fun way. Firstly get your 
group into a circle and select one child to be the bat and another to be the moth, a tasty treat for 
some bats. Inside the circle, the bat will be blindfolded and will have to use his ‘echolocation’ 
powers to hunt down the moth. If the bat tags the moth, then the round is over and a new pair of 
children play.

To use his echolocation, the bat simply says “bat” and the moth must immediately reply with 
“moth.” This mimics the echo bounding off the moth and coming back to the bat. The bat should 
work out quickly enough that the more times he says “bat” the more times the moth has to 
respond and he can better track her down.

There will be lots of laughs as the bat and moth have many near misses through the game.

FOOD WEBS
This game expands on the more basic concept of food chains and demonstrates how in a healthy 
ecosystem everything is connected in more than one way. You’ll need enough animal and plant 
cards (you can re-use some from the Food Chains game) for each player in this game. You will also 
need a long ball of brightly coloured string. This game also introduces the concept of producers – 
all those plants that produce food for the prey (and many omnivorous predators) to feed on. 
Without the producers there would be no prey animals to start with.

Ask the children if they’ve ever seen a spider web. “What does it look like?” “Have you noticed 
how every strand is connected to all the others?” Give most of the children an animal card, then 
the remaining children need to link up the animals according to the food chain with the string. As 
each connection is made (for example “the oak tree is a home for the owl”) the children hold onto 
their end of the string and pass the ball to their connecting player. The result will be lots of 
connections made between the animals.

The next page gives some example plants and animals (which are well known in Britain) you can 
use to create a food web, but make sure yours fits your environment. Our list includes producers, 
prey, primary predators and secondary predators.

Use this list as inspiration to create your own food web and find out more connections between 
the species you have chosen. As the children make the links whilst playing the game you can 
throw in facts and extra links that they may not guess, making your food web even more 
complicated.

http://www.bats.org.uk/pages/echolocation.html
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HABITAT: BROADLEAF WOODLAND
ORGANISM LINKS IN THE FOOD WEB

SUN The Sun is the source of all energy on Earth. All plants 
need the sun to grow. Without it all life would fail.

OAK TREE Uses sunlight to grow. Provides nesting habitat for birds. 
Deadwood for insects and fungi to grow in. Needs 
nutrients from the soil, which are made by fungi and 
insects that break down organic matter.

BARN OWL Hunts for small mammals like mice. Also eats frogs. Needs 
trees to nest in.

BUTTERFLY Feeds on nectar or many flowers, including nettles. An 
important pollinator.

MUSHROOM Feeds off deadwood. Breaks down organic matter. Eaten 
by slugs and other animals.

SLUG Eats green plants and some fungi (mushrooms). Eaten by 
badgers, frogs and other predators.

SPIDER Catches and eats flies. An important food source for many 
birds. Also eaten by wasps.

FROG Eats slugs, woodlice and other insects.
WOODLOUSE Eats decaying wood and other organic matter. Eaten by 

centipedes, mice and many other things.
CENTIPEDE Eats smaller insects.
MOUSE Eats, fruit, berries, mushrooms seeds and some insects. 

They sometimes their home in burrows among tree roots. 
Eaten by many predators.

ROBIN Needs trees to nest in. Eats insects and fruit and seeds.
SQUIRREL Gathers acorns from the oak tree to store for winter. 

Sometimes they eat eggs of small birds.
CRAB APPLE TREE Needs sunlight to grow. Produces wild fruit on its 

branches. Wasps will eat the ripe and rotting apples. 
Needs nutrients from the soil, which are made by fungi 
and insects that break down organic matter.

WASP Like bees, wasps are pollinators which helps the trees and 
plants to grow. Eats many bugs, which helps control 
insect populations.

NETTLE Nectar is an important food source for butterflies. Seeds 
are a food source for some birds.

FOX Fox poo is eaten up by woodlice and broken down by 
fungi.

BADGER Will eat bird eggs if they can find them.

Once everything is connected (some organisms will be connected more than once) ask the 
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children to gently pull on their strings. Everyone should feel the food web tighten and quiver – 
everything is connected to everything else.

Take It Further: You can ask the group what would happen if you took one of the plants or 
animals away? What would happen if you took the sun away? Try dropping a string from the web 
and see what happens.

ANIMAL ACTORS
This activity gets kids moving again after the lunch break. Working together in groups the children 
will each have to think of an animal which in their group they can mimic using movement. They 
cannot use sounds or words. For example; a crocodile… one child might be the head using her 
arms outstretched for long snapping jaws, whilst two kids are the body and the fourth is a long 
tail, swishing from side to side. They need to work together to make the shape of the animal and 
act out its characteristics. When all groups are ready they will show off their creations for the 
other groups who have to guess the animal. This game can get very giggly.

Take It Further: After each animal is correctly named, ask the group is that animal a prey or 
predator?

FOXES & MICE (a tracking game)
In this game the children will be using their detective skills to track down their prey. You can start 
by asking the group if they know what tracking is and whether they’ve seen any tracks or signs in 
the woods whilst they’ve been playing. You’ll need something to help each prey player disguise 
themselves within their surroundings such as an old army coat, a muted colour blanket or other 
camouflage.

Split the class into a number of even sized groups according to the number of adults you have 
present. Each adult will supervise a group. One person from the group will be the prey – give him 
the camouflage. The others will be the predators, hunting him down. Do to this they must use 
their tracking skills. Hand the prey a good-sized stick, which can be dragged along the ground. 
Whilst the rest of the group is sat together, closing their eyes, the adult will follow the prey as he 
walks away from the group, dragging his stick behind him to leave a trail, which can be followed. 
Make sure the trail twists and winds its way through the area. Once you judge that the prey is a 
suitable distance away ask him to sit and settle somewhere they can be still and quiet for a while. 
The camouflage you gave him will help him blend into his surroundings and not be seen too soon 
by the hunters. Once the prey is settled, the adult will blindfold him so he cannot see the hunters 
coming.

The adult leaves the prey player all settled in and walks back (take a round-about route) to the 
predators. Now they can play and work together to follow the trail left by the prey. However, it 
won’t be that simple for them, they must also learn to stalk quietly too. If the prey hears a 
predator approaching then he will call out, “SQUEEK!” and the predator who made the noise must 
take twenty steps back and then try again to approach quietly. It’s probably a good idea to tell the 
other hunters to stop moving whilst the caught out predator resets himself. The supervising adult 
will need to be alert here to see and hear which of the predators is making noise and ensure that 
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everyone is playing fairly.

Take It Further: The trail left by the dragging stick can be made harder to follow by leaving spans 
of the trail where the stick has been lifted before being dragged again. Or you could leave other 
signs like footprints in mud, broken twigs or parted greenery.

DETECTING TRACKS & SIGNS
Now that the children have spent the day learning about all the predators and prey that can be 
found at your site, they can take time to explore and see what tracks and signs of animals they 
can see for themselves. They should have had some practise at this from playing the Tracking & 
Stalking game. This is a chance for the kids to re-enforce their learning, show you what they know 
and get them really looking closely at the natural environment around them.

Be on the look out for; fox holes, rabbits warrens, birds nests, badger runs, rabbit droppings, 
squirrel dreys, rotting wood, fungi, spider webs, animals tracks, badger setts… there’s so much to 
see once you really look.

CLOSING CEREMONY
We end a lot of our outdoor education sessions with this as a way of reflecting back on what 
we’ve done together. Whilst sat around the fire circle at day’s end, each child takes their turn to 
pour a cup of water onto the fire to extinguish it. As they pour their water, they tell the group one 
thing they’ve enjoyed or learned today.

BACK UP ACTIVITY IDEAS
If something is not working or you think an activity is not suited to your group, try out these ideas 
for back up activities…

Scatter: This simple game is a great way of defining the boundary of your outdoor learning space, 
demonstrating how far out the children are allowed to go from the main camp circle. The game 
gets the message across in a fun and active way whilst also covering the topic of Predators & Prey.
The Leader starts a discussion about owls in the woods, asking, “What do owls hunt?”, “How do 
they hunt?”, “What senses do they use?” The conversation will turn to mice and other rodents, 
which are a favourite food of owls. Ask the group to think how mice protect themselves from 
being hunted. They use camouflage, they use natural cover and they are often are more active at 
night when they can use darkness to hide too.

To play the game, all the children, except one will be mice, the remaining kid is the owl. The owl 
will walk at the head of the group with the Leader whilst everyone else walks behind. The whole 
group walks the boundary of the activity area and the Leader can point this out as they go. At any 
time the owl can shout “SCATTER!” and the mice must all find a hiding place quickly. The owl is 
facing away from the main group and has their eyes closed. We give the owl 5 seconds to 
countdown, you can try with longer depending on the age/ability of your group. At the end of the 
countdown the owl turns around and opens their eyes. They have to see how many mice they can 
spot hidden in the undergrowth. The owl cannot move it’s feet, it’s ‘perched’ in its place. They can 
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turn their head around, just like an owl, and they can kneel up and down to get a better view. If a 
mouse is spotted, then they are out and so come to stand by the Leader.

If the owl does not know a child’s name to call them out of hiding then they can describe what 
they see of the hidden mouse and the Leader can assist here in making a fair call.

If the owl is really struggling, you can tell them to “fly to the next tree” to give them a new 
position to hunt from. Once only one mouse is left then they are declared the winner and can be 
owl next time. Keep playing until you have walked the whole boundary of the activity area.

The game can lead to discussions about keeping quiet, using camouflage and wearing muted 
colours.

Sand Traps: If you know the location of a well-used badger trail or a well-used animal hole then 
you can set a sand trap on the ground. Clear the ground where you want to set the trap and then 
spread out clean sand across the area, being sure to skim it to a flat surface with your hands. 
Don’t compact it too much as you want it to give easily under the weight of the animal. The 
following morning you may well have clearly visible tracks for the children to observe.

Get more resources online by visiting www.woodlandclassroom.com
© Copyright 2016 Woodland Classroom · All Rights Reserved

Our final lesson plan in this bundle, is a little 
bit… shall we say, different. It’s also the one 
we’re most excited about. To understand what 
we’ve done here, you’ll need a little 
background on how we got there. Here goes…

As outdoor activity leaders with a mission to 
get kids hooked on nature, we found ourselves 
competing with kindles, iPads and the latest 
video games to scrabble for children’s 

attention. I’m sure you’ll appreciate we had quite a fight on our hands. 

With the rise in screen time for kids also comes valid concerns about children missing out on 
nature time, fresh air, getting exercise, interacting and playing with others whilst developing their 
social and emotional skills. Activity leaders and teachers like yourself already understand the 
benefits for children of outdoor play and as human 
beings we instinctively know that being out in nature is 
good for body and soul.  

The solution we came up with was to follow the advice 
of the old saying,  “If you can’t beat ‘em, join ‘em.” Now 
this doesn’t mean that we hung up our walking boots 
and grabbed the nearest games console. Far from it. 
We found a way to bring kids’ favourite video games to 
life in the great outdoors. This is how we did it…
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FROM MINECRAFT TO WILDCRAFT
We created Wildcraft 
Adventure, inspired by 
hugely popular kids video 
games like Minecraft, 
Terraria, Clash of Clans 
and Plants vs. Zombies. In 
Wildcraft, players have to 
survive in a ‘hostile’ 
environment, fend off 
wandering monsters and 
search for useful resources 
to collect which earn them 
points. By taking video 
games off-screen and 
outdoors we found a way to engage the iPad generation with subjects we’re passionate about 
including bushcraft & survival skills, environmental education and nature awareness. It also 
catered right into children’s love of play.

Our game has been a huge hit and we’ve hosted many Wildcraft events meeting hundreds of 
children. We’ve been able to expand our outdoor education business and reach kids who thought 
they would never be interested in a day out in the woods.

Ultimately, we've been able to reach more children and kids who have attended our events have 
been inspired to keep playing outdoors by continuing their adventures in their own backwoods. 
We’ve used the power of video games to get the kids off-screen and outdoors!

INTRODUCING PLANTS VS. ZOMBIES
So, now you know how we came up with the idea of converting video games so they could be 
played outdoors, with lots of environmental learning sneaked in. The lesson plan included below is 
based on Plants vs. Zombies (don’t ask us who comes up with this crazy stuff in the first place) and 

http://woodlandclassroom.com/wildcraft-adventure/
http://woodlandclassroom.com/wildcraft-adventure/
http://woodlandclassroom.com/wp-content/uploads/2015/09/steve.jpg
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as you’ll see we’ve used that popular theme to 
get kids excited about gardening and growing 
their own plants or vegetables.

We’ve included our entire Plants vs. Zombies 
lesson plan for you below, absolutely free. Have 
fun with it. Don’t be afraid to get creative and 
expand on the ideas we’ve given you.

If you love this lesson plan and the idea of using 
video game themes as a hook for getting kids off-screen and outdoors then you should check out 
our Wildcraft: Mini Game and Wildcraft Adventure Packs which are available via our website so 
that you can run Wildcraft games yourself, reaching out and inspiring more kids to outdoor play. 
Skip through to the last page of this bundle to find more details about our Wildcraft lesson plans.

Plants vs. Zombies © Copyright 2009, 2010 PopCap Games, Inc.

A screenshot from Plants vs. Zombies. The plants in the garden are keeping back an army of the 
undead. If the zombies reach the house, they eat your brains!

http://woodlandclassroom.com/product/wildcraft-mini-game/
http://woodlandclassroom.com/wildcraft-adventure/
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Session Timings: 9.30am – 12pm
(2 hours 30 minutes) 

Target Age Group: Suitable for children aged 6 – 11 years. Primary 
Education, Holiday Clubs

Aims & Objectives: Get children excited about playing outside and leaving their video screens behind. Learn the 
names and appearance of new plants. How to plant seedlings and young plants correctly.
Session Themes: Learning Through Play, Gardening, Plant Identification, Role-play, Adding & Subtraction, Teamwork, 
Learning Social Skills & Emotional Intelligence, Physical Exercise.

TIME ACTIVITY RESOURCES
9.00
10 mins

CIRCLE TIME with talking stick.
Welcome, introduction, health & safety; toilet rules
“You’re going to play a real life video game.”
“Has anyone ever played Plants vs. Zombies?”

talking stick

9.10
10 mins

ZOMBIE NAME GAME
“Are you quick enough to beat the zombie?”

none

9.20
1 hour

PLANTING UP – Level 1
“The only way we can stop these zombies is to plant up a really great 
garden with lots of variety. Are you up to the challenge?”

trowels, plant labels & pen, 
pots, tools, seeds, seedlings, 
compost, gardening gloves

10.20
10 mins

ZOMBIE ATTACK – First Wave
“A huge wave of zombies is approaching!”
Zombie has an attack strength of 250.
Count up pots and award points to teams.

zombie costume
pen & paper (for scoring)

10.30
15 mins

BREAK
Get everyone back in the circle
“Time to rehydrate and have a snack.”
How many points to each group have so far?

refreshments, warm washing 
water, drinking water, cups, 
snacks

10.45
50 mins

PLANTING UP – Level 2
A chance to get planting an even better garden before the next wave of 
zombie attacks.

trowels, plant labels & pen, 
pots, tools, seeds, seedlings, 
compost, gardening gloves

11.35
10 mins

ZOMBIE ATTACK – Second Wave
“A huge wave of zombies is approaching!”
Increase the zombie’s attack strength.
Count up pots and award points to teams.

zombie costume
pen & paper (for scoring)

11.45
15 mins

CIRCLE TIME
Discussion on caring for our new plants.
Thanks & Farewell
END OF SESSION

talking stick

© Copyright 2016 Woodland Classroom. All Rights Reserved � Plants vs. Zombies © Copyright 2009, 2010 PopCap Games, Inc.

NOT AN OFFICIAL PLANTS VS. ZOMBIES PRODUCT.
NOT APPROVED BY OR ASSOCIATED WITH POPCAP GAMES.
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Zombies! They seem to be everywhere these days… not literally. But TV, 
video games and movies seem filled with them. And, believe it or not, we 
can use their popularity to bring a whole new element of fun to 
gardening. Sounds crazy doesn’t it. If you want to create a garden space 
or vegetable plot for the children to call their own in your school then you 
can use the popular kids video game Plants vs. Zombies to do it and have 
some fun along the way.

We’d recommend you take some time to check out Plants vs. Zombies on the internet so you can 
familiarize yourself with the very basics of the game so you’re not totally lost when the kids start 
talking about it. Wikipedia and YouTube are a good place to start.

CIRCLE TIME
Sitting the children together you can get them excited about playing a real life video game 
outdoors. Ask them about whether they’ve done any gardening at home, what experience do they 
have already? Has anyone played the video game Plants vs. Zombies?

Let the children share their stories with you so they can get excited about the activity ahead. If you 
want you can use a talking stick to encourage children to listen to the one who holds it.

ZOMBIE NAME GAME
This is a great game for getting to know names and breaking the ice. Kids can have a lot of fun 

playing at being the zombie with moans and groans and a limping 
walk. Everyone stands in a circle with one child (the zombie) in the 
middle. The zombie slowly shambles toward any child with arms 
reaching out to get them. The target child can repel this attack by 
naming another child, the named child then become the target for the 
zombie, he turns and beings shambling toward the new child instead. 
If the zombie touches the child they’re aiming for, then that child 
becomes the new zombie. The old zombie finds a place in the circle. 

Take It Further: If the children are already know each other then ask 
them to give themselves new names. They could choose a plant or 
tree, which also begins with the first letter of their name. Alternatively 
they can choose something you would see in a garden, beginning with 
the same letter as their name. Go around the circle a couple of times 
first so they have a chance to remember their new names. 

PLANTING UP
You will need an open space where the children can arrange their plant pots into neat rows. This 
will help your garden look like it does in the game, where everything is arranged in rows. An area of 
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hard standing near the school building will work well as the plants can be easily watched and cared 
for over the coming weeks.

Split the children into equal sized groups of ‘gardeners’. Each 
group will get an amount of gardening gear, including plant 
pots, seed, seedlings, plant labels, gloves and trowels. In the 
video game Plants vs. Zombies, trowels are called shovels.

You will need to have chosen your plants in advance and 
have the seeds and/or seedlings ready to go. Using labels to 
name what is in each pot is going to help everyone identify 
what they’ve planted. You can also write down the plant’s 
starting defence strength of 25 on this label too. As time 
goes on this number can increase – see Taking It Further 
below. With so many kids planting at once, this can help you organize the chaos and keep track of 
the game.

Give a demonstration on best practise when planting in a pot and encourage the children to ask 
questions. Once everyone knows what to do, the children will have a set time to fill as many pots as 
possible before the zombie attack. The plant pots make a wall of protection between the gardeners 
and the zombies. It’s not all about racing against the clock though. It is important that the children 
are learning the correct way to plant up a seed, seedling or young plant though and any plants 
which are deemed by the adult to be poorly planted will have to be done again.

Completed plant pots are arranged in lines and rows for each group, according to the space 
available.

The following plant types feature in the game Plants vs. Zombies; Peas, Sunflower, Cherry, Walnut 
and Potato. You could include some of these in your planting and add other plants to suit your 
garden plan.

No matter what plant is in it, each completed plant pot has a defence strength of 25.

ZOMBIE ATTACK
This is where you get to dress up as a zombie. If you like you can add 
children to your army of zombies too... we’ll leave that up to you. 
Your costume could be as simple as stretching a pair of tights over 
your head to using old dusty clothes matched with a great mask. You 
could totally go to town on this. Make sure you get into character 
too, walking slowly whilst moaning.

The garden plant pots will form an impenetrable barrier to protect 
the gardeners. But will it be strong enough? How well have they 
planted their pots? 

Before the attack, announce the attack strength of the zombie. For 
the first attack we suggest starting with an attack strength of 250. 
This will be the first time the kids have heard this number and whilst 
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the zombie approaches they will be frantically counting up their pots to see if they have planted 
enough. However, if you decide that some pots are not planted up well enough then you can 
ignore those. Groups that have done a poor job with many pots will not repel the attack. 

Zombies attack in waves and will be attacking the garden several times. Each group’s section of the 
garden will be attacked in turn during each wave. Zombies cannot get past the barrier of plants as 
long as their combined defence strength adds up to more than that of the zombies strength, 
otherwise the zombie can step over the plants and reach the kids. If the zombie taps a child on the 
head, the team lose points. For every child touched by the zombie, the team loses 25 points. 
Everyone shouts, "The zombies ate your brains!"

If you’re using kids to be your zombies then be sure to let them know that they are not to kick the 
plant pots over, just step over them.

An attack strength of 250 means each group will need at least 10 completed plant pots (worth 25 
each) to repel this attack. But do use your judgement as to how much strength each zombie attack 
has by checking how many points the team’s gardens will have gained and adjust accordingly. You 
want to make it achievable for the children but close enough to be challenging and just a little bit 
scary.

Lastly, it’s time to award points and count up each team’s 
score. This should also develop their math skills, as they have 
to calculate whether they have enough points to defeat the 
zombie each time.

For every zombie attack that is successfully stopped, we say 
the zombie has been turned to mulch – just like in the video 
game! So, each group will get a bucket of mulch (compost) to 
use for their next round of plants. Hooray!

You could also award other bonuses for stopping attacks, 
which would build up each groups gardening kit over time. 
Here are some ideas; garden fork, watering can, garden 

gnome, new saplings, young trees and bamboo canes. Perhaps these items have special powers of 
their own within the game?

Take It Further: The game can continue to play out as an on-going activity. Each week the zombie 
gains strength and so the plants need to become stronger to defend against attacks. As plants grow 
and gardening continues they are worth more defence points. See the table below for a guideline, 
but feel free to add your own ideas and rules here.

Plant Growth 
Stage

Seed in 
Soil

Sprout 
(emerging)

Seedling New 
Growth

Re-Potting

Bonus 
Awarded

0 25 25 25 50

Defence 
Strength 
Value

25 50 75 100 150
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Between yourself and the kids you could come up with new additions to the game. Plants, which 
have other special powers. Have fun being creative. Here are some ideas…

Herbs: Many herbs have natural healing properties. In the game these plants could give players 
extra lives.
Thorn & Hedge Plants: As these are stronger, woodier plants then they could work as a protective 
barrier which zombies cannot get past, they have to go around instead. Thorny plants could have 
double defence strength value.
Creepers: These long, creeping plants could cause zombies to get their legs tangled up which slows 
down their attack.

CIRCLE TIME
Sitting the children back around the circle, you can begin a discussion about caring for the new 
plants and what they will need in order for them to grow healthy. You can use a talking stick so 
each child has their turn to speak. Children can share their ideas on how they can look after the 
plants in future sessions. Are there any experiences or discoveries that the children would like to 
share with the group? As usual, kids can always ‘pass’ if they don’t want to speak.

Get more resources online by visiting www.woodlandclassroom.com
© Copyright 2016 Woodland Classroom · All Rights Reserved

Plants vs. Zombies © Copyright 2009, 2010 PopCap Games, Inc.

NOT AN OFFICIAL PLANTS VS. ZOMBIES PRODUCT.
NOT APPROVED BY OR ASSOCIATED WITH POPCAP GAMES.
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WANT TO GET MORE KIDS 
OFF-SCREEN & OUTDOORS?

YES, I WANT THIS 
WILDCRAFT LESSON PLAN

Activity leaders and teachers are running 

their own Wildcraft sessions... 

"We had a blast... Wildcraft is the best 

activity we've ever found." 

Brenda Sutter, Teacher, California 

 Want to see more? You can watch our 
Wildcraft Adventure VIDEO by clicking

right here. 
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