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Make a Walrus Mask WHERE o T WALRUSES GO?
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Directions
1. Have children colour and cut out the mask. (Assist as needed.)
2. Attach a piece of string to one side of the mask. Put the mask in front of the child’s
face and measure the string along the back of their head. Cut the string to the
appropriate length and attach it to the other side of the mask.

3. Children can use the mask to retell the story or to engage in free play.
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Skull Matching Game WHERE oio Tve WALRUSES G0?
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Directions
1. Have children cut out and colour the cards. (Assist as needed.)
2. Use the cards to play a matching game:

Option 1: |ay all the Arctic animal cards face up in a row. Then, give the child one of
the skull cards. Have the child match the skull card to the correct animal. 1f the child
is hav'mE trouble, point out features on the skull that are unique to the animal, such as
the caribou’s antlers or the raven’s beak.

Option 2: |ay out all the cards (Arctic animals and skulls) face down in two rows of
five. Invite the child to flip over two of the cards, attempting to find the matching
Arctic animal and skull. 1§ it is @ match, the child can keep the cards. 1f it is not a
match, have the child place the cards face down again. Take turns with the child,
flipping over two cards at a time until all of the Arctic animals have been matched
with the skulls.
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