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[bookmark: _Hlk518887670]A House for Hermit Crab
Overview

Time: 1 hour
Group Size: Up to 45 participants (10-15 students per group)
Grade Levels: K – 1st 
Location: Sahm Marine Education Center (Firepit Side)

PROGRAM DESCRIPTION

The House for Hermit Crab program is in the LiteraSEA program series that explores the relationships between children’s literature and science, looking at ocean-themed stories and actual marine organisms.  House for Hermit Crab is a popular story by Eric Carle that illustrates the year-long journey of a growing hermit crab across the ocean floor, and the friendly ocean creatures it meets along the way.  In this one-hour lab program students will discern fact from fiction using lab equipment and aquariums to compare and contrast literary characters with live organisms.
This program is built around the book: A House for Hermit Crab. Eric Carle. Scholastic Inc, NY, 1987.  Read the book to understand the program.  

INTRODUCTION

5 minutes only! Keep it short. 
Bring the students in and sit them on the floor in one large group.  Show the book and ask if they have read it.  If they have not, you will have to go over the main ideas quickly, read a few parts if needed, but not all of it.  “We are going to look at the real animals in this book and see if the book is true, fact, and would happen in the real ocean or if it is fiction, just made up for the book.”   Tell them you are going to divide them into X groups and go through four stations and to stay with the instructor.  Divide into instructor groups and get started.  Teachers often assign chaperones to a number of children and they do not always understand we need different sized groups.  Work with them to divide the groups without breaking up too many of the teacher assigned groups.

FOUR STATIONS

1. Discovery Pool
Students will have the opportunity to observe and touch animals from the OEC discovery pool (C-shape touch tank), focusing on animals that are characters in A House for Hermit Crab. Students will look at methods of eating, moving, and attaching.
2. Bubble and Habitats
In the story, Hermit Crab travels through different habitats and picks up friends along the way. At this station, students are assigned a picture of an animal living in the habitat tanks.  They find these animals in the tanks and then decide which habitat it camouflages or adapts to (sandy bottom, rocky reef, kelp forest and open ocean).  They then form a picture graph with their animal’s picture to demonstrate their understanding of how different animals camouflage and adapt themselves within different habitats.  
3.  Hermit Crab Holding and Crab Exoskeletons
Students will have the opportunity to gently handle a live hermit crab, observing how it moves and how it wears its shell.  Students will examine different types of crabs using exoskeleton displays to determine what makes a crab a crab and how hermit crabs differ.   
 
3.  Sorting, Matching, and Graphing
Students will use elementary math skills as they place different sizes of shells into appropriate columns to create a basic graph: small, medium and large shells.  Students will discuss the environmental impact of taking shells and/or organisms out of the tidepools. Students may continue and sort the shells by shape: round, triangular, or conical.

SCHEDULE/LOGISTICS

Perfect Timing Example:
9:30 – 9:38	 	Bring them in, set them down, do introduction
9:38 – 9:50   		Station One
9:50 – 10:02  		Station Two
10:02 – 10:14 		Station Three
10:14 – 10:26  		Station Four
10:26 – 10:30  		Line up and out the door

1. Start on time but make sure to stop 3-4 minutes early to start moving the groups out so the next group can get in on time.  It takes younger students a long time to get organized and out of the room.  
1. Volunteers may be part of the staffing for this program. Make sure to include the volunteers in the organization of the program. Volunteers may also be there to observe. Make sure to introduce them and welcome them to the program. They may need to be assigned to someone to observe.    
1. We request only one chaperone for every six students, but they often bring a lot more.  You can include chaperone rules in the introduction. If the total group size gets too large take the chaperones aside and talk to them about keeping quiet and out of the way. Let them know how they can help us, especially at the wet table.
1. Station rotation:  1) discovery pool; 2) bubble and habitats; 3) holding and exoskeletons; 4) shell sorting.    
1. Finish on time, line them up at the door.  Make sure they know their program is over and ask the teacher what is next for them (lunch, baby beach, gift shop, and/or bus).  Direct them to where they need to go.  Make sure they understand they are to leave the campus.
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Stations (in order):
1. [bookmark: _GoBack]Discovery Pool
2. Bubble and Habitats
a. Felt board set up on blue lab table
3. Holding and Exoskeletons
a. Have cleaning towels nearby, plastic bin with aquarium water for 2-4 hermit crabs 
b. 2 blue lab tables pushed together for exoskeletons
4. Shell Sorting and Graphing
a. 2 blue lab tables pushed together for graphing materials
STANDARDS

NGSS EXCERPTS DIRECTLY RELATED TO:
For more in-depth descriptions of these standards, please view at https://www.nextgenscience.org/


K-LS1-1 Use observations to describe patterns of what plants and animals (including humans) need to survive. 
· [Clarification Statement: Examples of patterns could include that animals need to take in food but plants do not; the different kinds of food needed by different types of animals; the requirement of plants to have light; and, that all living things need water.]

K-2-ETS1-3 Analyze data from tests of two objects designed to solve the same problem to compare the strengths and weaknesses of how each performs. 

1-LS1-1 Use materials to design a solution to a human problem by mimicking how plants and/or animals use their external parts to help them survive, grow, and meet their needs. 
· [Clarification Statement: Examples of human problems that can be solved by mimicking plant or animal solutions could include designing clothing or equipment to protect bicyclists by mimicking turtle shells, acorn shells, and animal scales; stabilizing structures by mimicking animal tails and roots on plants; keeping out intruders by mimicking thorns on branches and animal quills; and, detecting intruders by mimicking eyes and ears.]

1-LS3-1 Make observations to construct an evidence-based account that young plants and animals are like, but not exactly like, their parents. 
· [Clarification Statement: Examples of patterns could include features plants or animals share. Examples of observations could include leaves from the same kind of plant are the same shape but can differ in size; and, a particular breed of dog looks like its parents but is not exactly the same.] 
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