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PICTURE BOOKS

Square format 21x27cm
Hard cover book

Full coloured illustrations
Suggestions to help

New words to learn
Questions to discuss

LIFE

BELOW

WATER

Sarah Glenville Afishy tale
L Lo

Written and lllustrated by

George and Lucy are kneeling on the sofa watching the rain
outside. “Lets go upstairs to the attic and see what kind of
adventure we can have today” suggests Lucy.

“This part has died” sighs Letty,"and continues to die each day. You see people
visit us, or use fishing boats with big nets and each time they touch or break part
of the coral our homes die.”

Behind a large rock,they see a beautiful cliff with lots of colourful plants
and fish.

“Where are we?” George whispers.

“You are a Shungy Shungy” squeaks a e voice from behind them. |, -

Startled by the voice, George and Lucy spin around and find themsel
face-to-face with a shrimp.

“My name is Letty” says the shrimp. “Hello | am George*and | am Lug
the chidren reply:

“Have you come to help us?" asks Letsy.

Letty replies “Here are six things you can do right now to help us:
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Stop drinking with plastic straws, use
alcernatives instead

¥ 4

Putall rubbish in dustbi
float down a river
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) Buy fish from a local fishmonger, so that it doesn't

come wrapped in plastic packaging and make sure it
comes from a sustainable source.

T

Learn about our life in the oceans by
‘watching documentaries.

LR N S

Volunteer with groups helping to clean up
lakeshores and riverbanks."

m «
An underwater current, m p\am:
towards the town firing a pus barrier.

T mams unravel a‘ems\im J
to chase after the plasti

Sample pages inside book title “Life Below Water, A fishy tale”




COLOURING BOOKS,,

Using book No. 14 as an example
Book size 21 x21 cm

Back cover




COLOURING BOOKS

Using book No. 14 as an example - inside
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ACTIVITY BOOK

Using book No. 14 as an example _
50 learning

actvity games

sample pages
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ARTS AND CRAFTS }

Using book No. 14 as an example

Collect some plastic
waste, cut and
decorate the poster
as a group, including
a free A3 PdF to print
out for individual use




FLASH CARDS

Using book No. 14 as an example

a) On the floor?

WHERE SHOULD b) Leave it on the table?
YOU TH ROW THE ) In a waste bin at home?
SlNG LE_USE d) In a waste bin in the street?
P LASTI C AWAY? e) Let is blow away in the wind?

f) in a recyling bin?

LOST FISHING TOOLS AND EQUIPMENT

for example : fishing nets, tools, sunken boats

GHOST GEAR

> Pass this card around or put in centre so that the children can see and take
note of the choices of image, word or letter/umber to indicate the response.

) © Depnding on classroom rules the child can either call out or mark on a paper
and lift their hand in the air.

G U E§SING GAM 1) Lantern fish a) Coral

1) The educator takes a card andasksthe chil- 2) Octopus b) Sea Grass
drgfitolguess Quhat she/he isoniming..
/ = 3) Red Snapper c) Plastic waste
-2) Th% winner then comes to the front.of céass
and repeats'with a new card. o ° 4) Blue Crab d) Ghost Gear
5) Turtle e) Fishmonger

6) Shrimp f) Shells

Let’s start, pick a card and keep it secret.

Lantern Fish



Using book No 14 as an example

3-6 players
Object to game is to collect the most 4 of each family.

1.Give b cards to each person. Lay the rest upside down in a pile.

2.Choose who starts the game. They ask any person for a family member they would like. The other person has to hand it over if they have it. If they do not have it then
the player picks up a new card.

3.The next person on the left continues.

3.The winner is the one with the most families.

4. Afew odd family members are in the mix that are having difficulty to survive, this is to initiate conversations.



Using book No 14 as an example

Puzzle 1000 pcs




Using book No 14 as an example

Crab cube Puzzle




STATIONARY

Using book No 14 as an example

Note pad (lined, dots, blank)

Planner undated, including note paper
and habit tracker
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LET’S FIND SOLUTIONS TOGETHER!
Copyright©2024 by Sarah B. Glenville
www.glenville.ch

Designed in Switzerland
Books printed in Europe

Sustainably sourced products is always a priority

No part of this publication may be reproduced without the prior written permission of the author
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