Age
5-11
years

Scientific ideas over time

Timeline card sort game - Missions to the Moon
Apollo 11

Introduction
A simple game for primary students learning about how we work scientifically
in space, this game provides the opportunity to apply their learning to the
context of space exploration. In playing the game, children will develop a
historical awareness of how our scientific understanding of physics has enabled
engineers to develop increasingly advanced missions, including transporting
humans to the lunar surface so that they could carry out science enquiries and
collect data. Children will also develop their mathematical skills in sequencing
dates. The aim of the game is for the children to correctly sequence the cards
chronologically and to get rid of all the cards in their hand.
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Materials per pair/group
• One set of 24 laminated cards for each group of children.
The cards are available to download from https://www.ogdentrust.com/resources
• A timer of some kind – egg timer or stopwatch

Instructions

imagery

• The cards are shuffled in a pile, ensuring that the date side is downwards and hidden. The cards feature a
selection of space missions that set out to explore our nearest neighbour, the Moon. The cards are dealt so
that each child has four cards which they place date side down on the table in front of them.

• The remaining card pile is placed date side down in the middle of the table. The top card is turned and
placed in front of the pile, revealing a Moon mission and the date it took place. The timeline will form
around this card. (Earliest to most recent, left to right).

• Players take it in turns to place cards from their set of four in the timeline. Without revealing the date,
they slide the card into the position they think it belongs.

• The card is then turned over, if it has been placed in the correct position the player has managed to get rid
of a card from their hand. If it is in the wrong position, then the card is returned to the bottom of the pile
and the player takes a new card.

• Play continues until a child manages to successfully place all of their cards in the timeline. Each go must be
taken within an allocated time limit, we suggest one minute.

Taking it further
This resource can stimulate a wide range of cross-curricular learning opportunities that will support
thematic learning in the classroom, here are a few suggestions to get you started:

• Science and maths – children could investigate the effect of changing the launch angle of their own
paper straw rockets to help develop their skills in planning and carrying out a fair test. Alternatively they
could develop their skills in planning and carrying out comparative tests by exploring how the shape of a
parachute affects its ability to slow down a space capsule on re-entry. This type of enquiry is really useful
for developing skills in measuring as well as drawing tables, charts and graphs.

• Geography – children could use the flags on the cards to map the countries that have sent missions to the
Moon. They could also research launch sites and add these to their Moon exploration maps.

• History – children could use the cards to help create a timeline of the Space Race and carry out further
research using secondary sources so that they can write a chronological report about the race to the
Moon.

• English – upper KS2 learners could watch Apollo 13 to learn all about this fateful mission and be inspired
to write letters to Captain Jim Lovell to find out more about his career as an astronaut. Younger learners
could enjoy the animated film Fly me to the Moon which follows a teams of fly astronauts as the hitch a
ride on Apollo 11, which can inspire writing through a wide range of genres.

• Drama – The book and movie Hidden Figures can also be a great stimulus for script writing and dramatic
performance as well as addressing the issue of gender in the space industry.

