
 SBI 3U Wacky Dichotomous Keys Name: ______________________________ 

Part A: Using A Dichotomous Key
The purpose of using the key is to name the creature shown. Stick with one character until the name is reached, 
then go to the next. There is only one creature per name, and no creature has two names.  Write in the proper 
name under each creature.

A dichotomous key gives instructions in pairs of statements. With each character, start with the first pair of 
statements. Decide which description describes your chosen character best and follow the line to the right. There 
will either be a number or a name. If it is a number, go to the pair of steps with that number, for example, if the 
number is 3, go to steps 3a and 3b. If the line ends in a name you have identified your character, so write it down 
by the creature. Continue until each creature has a name. 



Part   B: Making a Dichotomous Key
Use the diagrams on the back of the page to construct a dichotomous key. Use the written format.

1. ________________

5. _________________

8. ___________________

2. ________________

4. __________________

6. __________________

9. ___________________

3. __________________

7. _________________

10. __________________

Part C: Trade!
Trade Dichotomous Keys, from Part B, with someone in class to see how accurate yours is.



Part D:

Create a dichotomous key for the following animals using the graphing format.
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