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Artefact Top Trumps!
Your job is to draw or write about NINE artefacts that have interested you during your visit.  
These could be from your sessions, or from the museum gallery.  You will be given a category and will have to choose which of your artefacts is the best fit.
You are battling against your classmates to be crowned the champion!
You might want to think about:
- How dangerous is it?		- How rare is it?		- How valuable is it?
- How heavy/ light is it?		- How confusing is it?	- How useful is it?
- How old/ new is it?			- How pretty/ ugly is it?	- How big/ small is it?
	
	











	

	
	











	

	
	











	



Top Trumps instructions
· Everybody needs to draw or write about nine artefacts.  These could be ones that they find as they walk around, or they could be things that they saw/ handled/ learnt about during the sessions.  Try to make drawings/ writing as clear as possible.
· You can either cut the cards up to make a set, or you can leave them all together on the page.  The categories can also be reversed (ie – higher ratings for how safe/ low-value/ ugly/ small etc. it is)
· Different ways to play:
· The class are split into small groups (2-3), the teacher chooses a category and then the group chooses their best option.  There is then a vote or a decision by the teacher for the winner.
· The class are split into larger groups (4-6).  One pupil chooses a category and chooses the winner from the presented options within their group.  The pupil choosing changes each round.
· The class are split into larger groups (4-6).  One pupil chooses a category and EVERYONE (including the person choosing the category) presents an option.  The group vote on the winner.
· For older pupils:  They are in pairs.  The teacher calls out the category and each pupil must debate and advocate for their choice to their partner.
	Danger factor
Higher ratings given for:

 - How lethal it was.
 - How sturdy/ strong it was.
 - How many people at one time it could affect.
 - How easy it was to use.
 - How easy it was to carry.
 - How easy it was to make/ buy.
- How long it was around for.


	Value factor
Higher ratings given for:

- How much it’s worth today (if known).
- How expensive it was in the past.
- How rare the material was.
- How long it would take to make.
- The social class of the owners.


	Usefulness factor
Higher ratings given for:

- How easy it was to find.
- How readily available it was to lots of people.
 - How many different uses it had.
 - How easy it was to replace/ mend.
- How long it was around for.
- Not needing extra resources (fuel/ water/ skilled worker etc.)

	Mystery factor
Higher ratings given for:

- How uncertain we are about its use.
- How unusual the shape/ form is.
- How uncertain the time of use was.
- How uncertain we are about who used it.
- Not being able to clearly see what it is.
	Beauty factor
Higher ratings given for:

- Decoration (gems/ gold/ silver etc.)
- How intricate it is (small details/ engravings etc.)
- Shine/ glitter
- General attractiveness of person/ animal/ place
- Craftmanship (smooth finishes/ symmetry etc.)

	Size factor
Higher ratings given for:

- How big it is.
- How heavy it is.
- How many people/ animals it might take to use it.
- Its ability to destroy/ break anything else.
- Scalability (if it can be made bigger or smaller)
- If it can fit onto/ into other objects.
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