
pirates classroom activity 10

activity 
ask children to work in pairs or a small 
group to create a simple squared ‘track’ for 
a board game. this should have at least 30 
squares to land on. it could be set out like 
‘monopoly’ or ‘snakes-and-ladders’ or a 
simpler ‘windy path across the sea’. Pirate 
ships sail from the mainland and want to 
reach land (at the end of the track). the first 
player to get to land is the winner. 

children can choose a number of squares to 
be ‘adventure’ squares. When players land 
on these squares they need to pick up a 
card. some of the adventures are fantastic 
and move the player ahead; others are 
mis-adventures and the player needs to lose 
a go or even go backwards. Use local stories 
to inspire these wherever possible.  

children decide on and write the adventure 
cards. ask them to use pictures of piratical 
objects from the collection of pirate objects 
to decide what to put on the cards. they 
can then play the game. 

 resources 

coloured card

Pens

Dice 

 More ideas

Give children specific objects to weave into their 
adventure cards, e.g. a compass or telescope. 

children might like to design pirate-inspired 
‘counters’ to play the game: e.g., mini-ships, pirate 
coins  

look at collections online for pirate entertainment 
on long  journeys: see if you can find dominoes and 
playing cards and compare to today’s toys and 
games.

younger children can draw their adventure cards 
rather than write them. these could then be used to 
deal out to make story sequences or be joined in a 
cartoon strip to create a story.

Key learning outcomes 
Designing and making skills 

creative writing 

turn taking  

pirates: land ahoy! 


