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BRANCHES OF 
GOVERNMENT

Using mind-mapping, students recall the individuals that make up each branch and describe 

their roles. Teachers can determine how much detail students should include. For example, 

students can list the number of Supreme Court Justices or list the Justices by name. Continu-

ing with the mind map, students recall the responsibilities for each branch of government.

In this activity, students build a game where the hero jour-

neys through the branches of the US government. The game 

is made up of at least three rooms. Each room represents a 

branch of the US government. There will be a room for the 

Executive, the Legislative, and the Judicial Branches.

Grades 3 - 5
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ACADEMIC STANDARDS



Activity

The Branches of Government Achievement Badge!

Remember, you can award students who complete this activity 

with the badge in the Hub.

Using the sticky note brainstorming technique, the group determines the 
hero of the game. Could the Hero travel through the game as a student or 
as someone new to the United States?

Identify who or what could be a potential enemy or barrier that a particu-
lar branch of government or your hero may face. It may be a good idea to 
change the enemy based on the branch of government the room is repre-
senting.

The hero in this game will face obstacles as they journey through the 
government. So does the government while trying to stay true to the US 
Constitution. Refer back to your graphic organizer and identify potential 
hazards your hero or the government may face.

Collectibles are items in a game that the hero collects along their journey. 
What might the hero of this game collect as a reward or as a necessity as 
it relates to the room that is representing a branch of government.

As the hero encounters hazards and enemies along their journey, they are 
sure to cause some damage. What item might the hero in the story come 
across that would help give them a little boost of life or reveal a power-up 
that could help them continue their journey?

Now that the research is done, placing story blocks around the game 
helps the hero or player know a little more about the government. It may 
also help them understand what is a friend or foe. Check back to your 
graphic organizer and identify what object could represent a story block.

Using the storyboard graphic organizer, begin to plan out how the hero’s 
journey through the government. Remember, a minimum of three room 
is required. Use each frame to sketch out what a room in the game might 
look like. Don’t worry about drawing your best work. These are quick 
sketches to get your idea out and to help teammates see your thinking.
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