Game Title: "Turbine Twirlers!"
Overview

engages learners aged 5-8 with active play while teaching them

about the importance of wind turbines in producing clean energy.
Objective
Learners will work together to "power vp" their wind turbines

(represented by a spinning activity) by completing fun tasks. The

game highlights how wind turbines work, why they are important,
and how teamwork and renewable energy help protect the
environment.



Game Setup
Materials Needed:
Pinwheels (one per learner, or enough for small groups)
$mall cones or markers for activity zones
A large poster or model of a wind turbine (optional but engaging)
Cards with simple "energy challenges" (e.g., run in place, spin around, jump)
Space Requirements: A large, open area like a playground, gym, or field.
Roles:
Learners play as "wind helpers."
An adult or older learner acts as the "Energy Monitor.," helping explain and
guide the game.




How to Play
? Introduction (5 minutes):
Begin by explaining how wind turbines produce energy using the
power of the wind.

Show a pinwheel and explain that it works like a mini turbine. When
it spins, it generates clean energy for homes, schools, and
communities.

Share how they will be "wind helpers" to make the turbines spin by
completing challenges.

Set Up Activity Zones: Create 3-' stations, each representing a step
in the wind energy process. Place cones or markers to define each

zone.




Example Zones:

Wind Farm Zone: Learners run in a (arge circle to "collect wind energy.”
$pin Zone: Learners spin around while holding their pinwheels,
pretending to be turbines.

Energy Grid Zone: Learners line up and pass their pinwheels to each
other to symbolize transporting energy.

Home Power Zone: Learners perform a celebratory action like
clapping, jumping, or pretending to turn on lights.
Challenges and Energy Tasks: Each station has a simple challenge that
learners must complete before moving to the next zone.




For example:
At the Wind Farm Zone, learners might do a relay race while holding pinwheels.
At the Spin Zone, they might spin for 10 seconds while chanting, "Wind power saves the day!"
Teamwork Element: Divide (earners into small groups. Each group works together to complete all
zones, ensuring everyone is involved.
End Goal: Once all groups have completed their zones, they gather at a large wind turbine
poster or model and cheer as they "power vp the turbine." Optionally, show how their efforts "lit
vp" a pretend town or school.
Discussion and Reflection (5-10 minutes)
After the game, bring the (earners together and ask:
What did they learn about wind turbines?
Why is wind power important for the Earth?
How can we use (ess energy to help the planet?
Extension Ideas

Craft Activity: After the game, learners can make their own pinwheels.

$TEM Tie-In: Build a simple wind turbine model using paper and cardboard to explore how wind

turns blades.
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