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Sea Lamprey Suck!
Adapted from the Invading Species Awareness Program Ontario Federation of Anglers and Hunters /Ontario Ministry of Natural Resources curriculum kit Invasive Species: A Biodiversity Challenge!
Overview:  Sea lampreys are an invasive species that have impacted the Great Lakes since the early 1900s. Students will learn about characteristics of sea lampreys, and the interrelationships between this invader and other species, and the lake environment. Activities can be adapted for indoor or outdoor use.
Target Audience

Upper Elementary, Middle, and High School
Activity Time: 
Minimum 45 minutes (if doing a sequence of all 5 activities)
Lesson sequence: 
1. Watch the Great Lakes Invaders program hosted by Pictured Rocks National Lakeshore and U.S. Fish and Wildlife Service out of Marquette, MI. 

For use as a small group activity circuit: 
2. Place Activity Card posters around the playing area, along with equipment listed on each card. 
3. Divide students into small groups; assign each group a number from 1 to 5 to designate which station they are to start at.
4. On a signal from the teacher, students move to their first station. The teacher signals when it is time to move to the next station (approximately every 5 minutes).
The session is over when students have completed all the stations.

Sea Lamprey Suck! Activity 1 – Sea Lamprey Advantage 
Note: Activity 1 can be adapted for whole class participation. 
Sea Lamprey have few natural predators in the Great Lakes to keep their population in check. Therefore, the lamprey can feed on prey fish with little competition and can cause serious decline in fish populations. 
Equipment: scooter boards, name tags (½ sea lamprey, ½ lake trout), 2 hockey nets, 1 soft ball. Requires one person to be a Referee.
How to Play: 
1. Divide into two teams, the Sea Lamprey and the Lake Trout; put on name tags. 
2. Each player gets a scooter board and lines up in front of their team net. The ball is placed on the floor in the center of the play area. 
3. On a signal, players try to score the ball in the other team’s net. Lake Trout can use their feet only, no hands; Sea Lamprey can use feet and hands. This gives an advantage to the Sea Lamprey to simulate their advantage in a lake ecosystem. 
4. The team with the most points at the end of the playing time is the more successful fish!

Sea Lamprey Suck! Activity 2 – Barrier Challenge 
Scientists have come up with different ways to prevent Sea Lamprey from moving to rivers and streams, including setting up barriers like small dams which Sea Lamprey cannot swim over. In this activity, players try to go over a skipping rope that is held at different heights, simulating the challenge that barriers pose to the Sea Lamprey.
Equipment: skipping rope 
How to Play: 
1. Two players hold the skipping rope taut, starting at ankle height.

2. The remaining players number off into two groups, Sea Lamprey and Atlantic Salmon. Atlantic Salmon can jump; Sea Lamprey cannot jump and must always keep one hand or foot on the floor. 

3. Players must get over the rope any way they can without touching the rope. If they touch it, they must wait for the next round to try again. 

4. The rope is held progressively higher for each round of the activity; players are challenged to find a safe way to get over the barrier without touching it (cartwheel, jump etc.). 

5. The round is over when every player has touched the rope trying to cross. 

6. Change players who are holding the rope and start over.
Sea Lamprey Suck! Activity 3 – Don’t Get Trapped! 
One way to control Sea Lamprey populations is to trap and remove them from waterways. In this game of dodge frisbee, “Sea Lamprey” try to dodge being “trapped”. 

Equipment: 10 or more Foam Frisbees 
How to Play: 
1. Divide into two teams, “Sea Lamprey” and “Managers”; the Sea Lamprey team forms a group in the middle of the play area and the Managers form a circle around them. (Use floor markings for circle if in a gymnasium). 
2. On a signal, players try to “trap” players on the opposite team by hitting them below the waist with a frisbee. Players can not cross the circle during play. Once a player is hit, they are “trapped” and out of the game until the next round. 
3. Play continues until one player is left. 
4. Add more Frisbees to the play as players become familiar with the game. 
Variation: If a player successfully makes a specified target (e.g., gets the Frisbee through a basketball hoop or hula hoop), all players who are trapped are freed and can return to the game. 

Sea Lamprey Suck! Activity 4 – Vampire Tag 
Sea Lamprey attach to various species of fish and suck the blood and fluids from them (like vampires!), killing the host fish after a period of time. The damage to commercial and sport fisheries in the Great Lakes is estimated at $4.5 billion per year.
Equipment: two colors of name tags ( ½ sea lamprey, ½ sport fish), stack of brightly colored sticky notes 

How to Play: 
1. Divide into two teams, Sea Lamprey and Sport Fish; put on name tags. 

2. Each Sea Lamprey player gets 10 sticky notes. 

3. On a signal, the Sea Lamprey tag as many Sport Fish (on the back or arms) as they can with their sticky notes. 

4. Once all sticky notes have been used, players switch roles; reuse sticky notes and play again. 

5. Challenge students to think of adaptations to the game: e.g., use a skipping rope to set up a barrier that sea lamprey cannot cross, declare Sport Fish dead when they have 4 sticky notes etc.

Sea Lamprey Suck! Activity 5 – Sea Lamprey Controls 
Scientists use a variety of methods to control the spread of Sea Lamprey including constructing barriers, setting traps and using lampricide (a chemical called TFM that specifically kills Sea Lamprey larvae). Controls are expensive to maintain but have been very successful in preventing widespread movement of Sea Lamprey into Ontario rivers and lakes. 

Equipment: small parachute. Requires one player to be the “Head Scientist” to read actions. 
How to Play: 
1. Divide into two groups: Scientists and Sea Lamprey. 

2. Sea Lamprey and Scientists hold the edge of the parachute. 

3. The Head Scientist (leader) reads out the actions for each Lamprey control: 
a. Lampricide – Sea Lamprey wriggle on their belly to the other side of the parachute 
b. Trap – Sea Lamprey crawl on hands and knees, under the parachute, to the other side
c. Velocity Barrier – Sea Lamprey crawl backwards to the other side 
d. Adjustable Barrier – Sea Lamprey run underneath to the other side of the parachute 

4. All players lift the parachute as high as they can; Sea Lamprey try to get to the other side using the called for action before the Scientists can bring down the parachute on them. 

5. Sea Lamprey players who get “caught” become Scientists. 

6. Switch roles and repeat.
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