OVERVIEW

The youngsters investigate the behavior
of hopping animals such as beach
hoppers or grasshoppers.
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toads in lawns. Locate an area of
smooth, hard-packed dirt or sand in full
sunlight for setting up the race courses.

Hopper Displays. Prepare two hopper
displays just before the activity. Place
several hoppers into each of two
milk-carton halves and cover the cartons
with clear plastic wrap. Secure the wrap
with a rubber band. (Note: Make sure
you don’t leave the displays in the open
sun.)

Materials

1. Close the spout-end of four milk
cartons, and staple the ends shut. Then
cut a flap in one side of each carton.

2. Sideshow Cards. Make two or
three copies of each sheet of Sideshow
Cards. Cut the cards apart.

Safety. When working around the
water, use the buddy system. (See the
Leader’s Survival Kit folio.) OBIS does
not suggest going into the water, but find
out who the non-swimmers are in your
group, and keep an eye on them.

Take ’Em Back Alive! Stress for the
group the importance of being careful
with all living organisms. Frogs and
beach hoppers dry out quickly if they are
not doused with water from the site every
five or ten minutes, and you should
handle frogs with wet hands only. The
youngsters should keep the organisms
only long enough for observation and
then release them unharmed at the place
where they were found.

ACTION [

1. Gather the group, and discuss safety
and conservation precautions. Explain
the procedure for handling aquatic
animals and for keeping them moist.
(See the “‘Preparation” section.)

2. Announce that the youngsters will
conduct a “Hopper Circus” to investigate
hoppers.

3. Introduce the stars of the show by
passing around the hopper displays you
prepared earlier.

4. Explain that more performers are
needed before the circus can open. Point
out boundaries for the activity site, and
divide the group into teams of two.
Challenge each team to bring back about
half a dozen small hoppers for the circus
sideshows. (If you are using large
hoppers, one for each team is enough.)
Give each team a net and milk carton.

5. When the kids have captured enough
hoppers, have each team select a
Sideshow Card. If the teams are working
with large hoppers, each will use just its
one animal for each challenge.

6. Spread out the sideshow materials
and let the circus begin!

7. Circulate among the sideshows and
offer assistance where needed. When
teams complete one investigation,
encourage them to trade in the
completed Sideshow Card for a new one.
Each team should work with several of
the Sideshow Cards.

8. About five minutes before it appears
that the youngsters will complete the
sideshows, begin setting up the Hopper

LEAF HOPPER
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Hopper Circus &
Sideshow Card #2

Distance
1. How far can a hopper jump with one hop?

— Hopper Circus wmmm
Sideshow Card #1

How does a hopper hop?

Closely observe a hopper as it hops and try to figure out how it
hops. What parts of its body does a hopper use to hop?

2. Does the distance a hopper hops in one hop change as it hops
more and more?

Hopper Circus &
Sideshow Card #4

Sight. Do the hoppers seem to have good vision? How do they
react to quick movements? Slow movements? Close movements?
Distant movements?

Try several hoppers. Be as quiet as possible.

Hopper Circus %
Sideshow Card #3

Slope. Does your hopper tend to wo uphill, across the hill, or
downhill when placed on a slope? Try facing the hopper in different
directions.

Test three or four animals.
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