	Module: Animal Behavior                                                                     Adaptation Island Board Game 



ADAPTATION ISLAND   
Number of Players: 4-6 
Setup: Each player will choose one token to represent him/her during the game. There are four different tokens—bird, insect, mammal, and plant. Players should generally choose different tokens, but if five or six people are playing there will be duplicates.  

Because natural selection and adaptation act on a population, each player will also receive 10 “dollars,” each of which represents an individual in the population.  
Objective: The goal of the game is to make it around the board while maintaining a population. Because sexual reproduction is the common method of procreation for birds, insects, mammals, and plants, if a player’s population decreases to one individual, that population is considered extinct and that player automatically loses.

The board: Each side of the board represents one generation. (Remember: adaptations cannot appear in a single generation!) 
The first 6 spaces are “Arrival” spaces. In order to exist on an island, a species must get there somehow.  Each player must land on an “Arrival” space that applies to the organism that he/she has chosen before moving from the “START” position. If the landed-on space does not apply, the player must try again on his/her next turn.  
The second, third, and fourth sides of the board are composed of three types of spaces:

· When landing on a “Catastrophe” space, the player should draw a “Catastrophe” card and read it aloud. Catastrophes affect all players, not just the person who drew the card. If the “Catastrophe” card says that a population decreases, all the players that the “Catastrophe” affects must pay the specified number of “individuals” (dollars) to the bank. However, if the player has obtained a “Mutation” card that could help his/her population to survive the catastrophe (for example, an adaptation of a thick fur could save the population in the event of an ice age) the player does not lose any individuals in his/her population.
· If a player lands on “Draw an Extra Mutation Card,” he/she may draw an extra “Mutation” card when passing the next corner.  
· Blank spaces that have no effect on the players.

Each corner space represents the beginning of a new generation of the population. Since adaptations arise over many generations, each time a player passes a corner he/she will draw a “Mutation” card.  The mutation cards may be helpful, but a few may have a negative effect on the population’s fitness and cause the population to decrease. The “Mutation” cards are also specific to the game. If players draw a card that does not apply to them, they may trade the card with other players.

Rules of the game: At the beginning of each turn, the player must answer a question from the “Test Your Knowledge” cards. The player to his or her right will draw a card and ask him/her the question on the card. If the player answers the question correctly, he/she may roll the dice and move the appropriate number of spaces. If the player misses the question, he/she must wait until their next turn to try again to advance. The players proceed around the board, following the instructions of the space they land on. And don’t forget: each time a player passes a corner space, he/she should draw a “Mutation” card.
Winning: The first player to travel around the board and maintain at least 2 individuals in their population wins. The other players may finish the game and declare 2nd, 3rd, etc. place winners until the game is finished.
© Partnership for Environmental Education and Rural Health  

College of Veterinary Medicine & Biomedical Sciences, Texas A&M University  

Funding support from the National Center for Research Resources, National Institutes of Health


