Properties and uses of materials
Card games - Game rules

Objectives：Students are able to 
· know the ideal use of materials is related to its properties 
· consolidate relevant science concepts 
· show curiosity and sustain interest in learning science

Preparation of cards: 
[image: ]1. Cut out the ‘photo’ and ‘word’ cards.
[image: ]







2. Stick the ‘photo’ and ‘word’ cards on green and red cards respectively. 
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Memory Card Game (For 2-4 students)
How to play?	
1. The red cards are ‘word’ cards, with defined properties found in materials. The green cards are products. 
1. Shuffle the cards and put them face down orderly.
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1. Students take turns to play the game. Each of them should flip one red card and one green card at a time at turn them face up . 
(a) If the red card matches with green card (e.g. door and hard), the student should read aloud “Its property is suitable for producing a door.” Other students check his/her answer is correct or not. If the answer is correct, the student can keep the cards. 
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(b)  If the two cards do not match with each other (e.g. eye mask and non-thermal 
conductive), put them back on the table.
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1. [image: ]The game ends when all cards are collected. Student who keeps with the most matching pairs is the winner. 

                                                       The winner  

                
            
Go Fish (For 2-4 students)
How to play?
1. Shuffle the cards. Each student takes 3 red cards. Put the remaining red cards on one side of the table. Turn over 4 green cards on the table, and put the remaining cards on the other side of the table. 






1. [bookmark: _GoBack]Each student takes turns to use their red card in hand to ‘hook’ a green card on the table.  If the red card and green card match (e.g. door and hard), the student should read aloud “Its property is suitable for producing a door.” Other students check his/her answer is correct or not. If the answer is correct, the student can keep the cards. 
[image: ]





1. After ‘hooking’ the card, another green card should be flipped over. If a student cannot match a red card in his/her turn, he/she should draw another red card.
1. The game ends when all the green cards are ‘hooked’. Student with the most matching pairs is the winner. 
**************************************************************************
Remark: Teacher explains the property of the materials should be related to the uses before the activity. If not, they are not matched.

      Example (1): “Umbrella” and “Non-thermal conductive” are not matched
      Example (2): “Water pot” and “Non-transparent” are not matched        
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