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      In Chapter 1 - Four more days, Bindi is feeling overwhelmed by her best friend's upcoming birthday. Maddy, Bindi's friend, is obsessively talking about her birthday and the gifts she expects, which makes Bindi feel frustrated. Despite her annoyance, Bindi decides to make an effort to show her friendship in a memorable way. The story highlights the strain that obsessive behavior can put on friendships and the importance of understanding and supporting each other.

      
        
        Questions and activities

      

      

      
        
        Question 1 - What is a friend? This question encourages children to reflect on and articulate their understanding of friendship, which helps them identify key qualities and behaviors that define a good friend. It promotes self-awareness and empathy as they consider what they value in their own friendships.

      

      

      
        
        Question 2 - Why was Bindi feeling frustrated about Maddy's birthday? This question encourages children to identify and articulate the reasons behind Bindi's emotions, promoting empathy and understanding of how obsessiveness can affect friendships.

      

      

      ACTIVITY 1: FRIENDSHIP ROLE PLAY

      
        
        Objective: To help children understand the impact of obsessiveness and the importance of support in friendships by acting out different scenarios.

      

      

      
        
        Materials Needed:

      

      

      
        
          	
        Simple costumes or props (optional)
      

      	
        Scenario cards (scenario examples at end of activity)
      

      

      

      
        
        Setup: Prepare scenario cards with different friendship situations involving obsessiveness and support.

      

      

      
        
        Instructions:

      

      

      
        
          	
        Divide the children into small groups and give each group a scenario card.
      

      	
        Each group will read their scenario and create a short role-play to act it out.
      

      	
        After the role-play, discuss how the characters felt and what could have been done differently.
      

      

      

      

      
        
        Discussion Points:

      

      

      
        
          	
        How did the obsessive behavior affect the friendship?
      

      	
        What did the supportive friend do to help?
      

      	
        How can we be more supportive friends?
      

      

      

      
        
        Learning Outcomes:

      

      

      
        
          	
        Understanding the effects of obsessiveness in friendships.
      

      	
        Learning how to be a supportive friend.
      

      	
        Improving empathy and communication skills.
      

      

      

      
        
        Variability and Extension: Change scenarios to include different types of relationships (e.g., siblings, classmates). Add a reflection session where children can share personal experiences. Have each child create their own scenario and act it out in pairs or individually.

      

      

      
        
        Conclusion: Discuss how understanding and support can strengthen friendships and how standing together against negative behavior, like bullying, can make a big difference.

      

      

      
        
        Scenario Cards for Activity 1 - Friendship Role Play

      

      

      
        
        Scenario 1: The Birthday Gift

      

      

      
        
        Situation: Sara is excited about her upcoming birthday and keeps talking about it to her friends. She also hints that she expects a big and expensive gift from her best friend, Lily. Lily starts feeling pressured and stressed because she can't afford an expensive gift.

      

      

      
        
        Characters: Sara (the birthday girl), Lily (the best friend), and other friends

      

      

      
        
        Scenario 2: Excluding a Friend

      

      

      
        
        Situation: Tom and his group of friends are planning a weekend trip. They decide not to invite James because they think he won't enjoy it. James finds out and feels hurt and excluded.

      

      

      
        
        Characters: Tom (group leader), James (excluded friend), and other friends

      

      

      
        
        Scenario 3: Obsessive Sharing

      

      

      
        
        Situation: Emma has a new hobby and talks about it all the time. She doesn't realize that her constant talking about her hobby is annoying her friends. One day, she notices that her friends are avoiding her.

      

      

      
        
        Characters: Emma (the obsessive sharer), and friends

      

      

      
        
        Scenario 4: Standing Up to a Bully

      

      

      
        
        Situation: Jake notices that his friend, Alex, is being bullied by another student, Ryan. Jake feels unsure about what to do but decides to stand up for Alex and confront Ryan, asking other friends to join him.

      

      

      Characters: Jake (the supportive friend), Alex (the friend being bullied), Ryan (the bully), and other friends

      
        
        Scenario 5: Apologizing and Making Amends

      

      

      
        
        Situation: Mia accidentally ruins Zoe's art project. Mia feels terrible but doesn't know how to apologize. Zoe is very upset and doesn't want to talk to Mia. Their friends encourage Mia to apologize and help Zoe fix her project.

      

      

      
        
        Characters: Mia (the friend who made the mistake), Zoe (the friend affected), and other friends

      

      

      

      ACTIVITY 2: CREATE A FRIENDSHIP TREE

      
        
        Objective: To visually demonstrate and celebrate the different ways to show friendship, fostering a sense of community and understanding among students.

      

      

      
        
        Materials Needed:

      

      

      
        
          	
        Large bulletin board
      

      	
        Brown construction paper (for the tree trunk and branches)
      

      	
        Green construction paper (for the leaves)
      

      	
        Scissors, Glue or tape, Markers or crayons
      

      

      

      
        
        Setup:

      

      

      
        
          	
        Cut out a large tree trunk and branches from the brown construction paper and attach them to the bulletin board to form the base of the tree.
      

      	
        Cut out multiple leaf shapes from the green construction paper, enough for each student to have at least one leaf.
      

      	
        Arrange the markers or crayons on a table near the bulletin board.
      

      

      

      
        
        Instructions:

      

      

      
        
          	
        Explain to the students that they will be creating a "Friendship Tree" to display on the bulletin board. Each leaf on the tree will represent a different way to show friendship.
      

      	
        Give each student one or more green leaves. Ask them to think about a way they can show friendship and write or draw it on their leaf. For example, they might write "sharing toys," "helping with homework," or "saying kind words."
      

      	
        Allow the students to decorate their leaves with markers or crayons, making them as colorful and creative as they like.
      

      	
        Once the students have completed their leaves, have them attach their leaves to the branches of the tree on the bulletin board using glue or tape.
      

      	
        After all the leaves are attached, gather the students around the Friendship Tree. Ask a few students to share what they wrote or drew on their leaves and why they chose that particular way to show friendship.
      

      

      

      
        
        Discussion Points:

      

      

      
        
          	
        Why is it important to show friendship in different ways?
      

      	
        How does it feel when someone shows you friendship?
      

      	
        Can you think of a time when a friend did something nice for you?
      

      

      

      
        
        Learning Outcomes:

      

      

      
        
          	
        Understanding and recognizing various ways to show friendship.
      

      	
        Appreciating the importance of kindness and support in building strong friendships.
      

      	
        Enhancing creativity and self-expression through art.
      

      

      

      
        
        Variability and Extension: Create different seasons for the tree by changing the colors of the leaves (e.g., red and orange for fall, white for winter). Introduce new themes for the tree, such as "Acts of Kindness" or "Thankfulness," to keep the activity ongoing throughout the year. If working with a smaller group, each student can create multiple leaves to fill the tree. Alternatively, create multiple smaller trees and assign each group a different type of friendship quality to focus on (e.g., respect, kindness, support).

      

      

      
        
        Conclusion: Discuss how the Friendship Tree serves as a reminder of the many ways to be a good friend and how their contributions make the classroom a more supportive and inclusive place. Encourage students to look at the tree whenever they need inspiration on how to show friendship to others.

      

      

    

  


  
    
      
        
          
          

          
            BIRTHDAY PARTY

          

          CHAPTER 2
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      In Chapter 2 - Birthday Party , Bindi attends her best friend Maddy’s birthday party, bringing a meaningful gift of a friendship necklace. While Maddy initially appreciates the gift, her excitement quickly shifts to the new Dreamwalker VR goggles her mother gave her. Maddy becomes engrossed in her new toy, leaving Bindi and other friends feeling neglected. This chapter emphasizes the conflict between valuing friendships and being distracted by new material possessions, highlighting the importance of prioritizing relationships over toys.

      
        
        Questions and activities

      

      

      
        
        1	What do you think is more important: spending time with your friends or playing with a new toy? Why? This question encourages young learners to reflect on their values and priorities, helping them understand the significance of friendships over material possessions.

      

      

      
        
        2	How did Bindi feel when Maddy was more interested in her new toy than in spending time with her friends? This question helps young learners empathize with Bindi’s feelings, fostering an understanding of how actions and priorities can impact friendships.

      

      

      
        
        Activity 1: Friendship Collage

      

      

      
        
        Objective: To help children appreciate the value of friendship and recognize the importance of spending quality time with friends through a creative and collaborative activity.

      

      

      
        
        Materials Needed:

      

      

      
        
          	
        Large sheets of paper or poster boards
      

      	
        Old magazines or printed images
      

      	
        Scissors
      

      	
        Glue sticks
      

      	
        Markers or crayons
      

      

      

      
        
        Setup: Provide each child or group of children with a large sheet of paper or a poster board. Place the magazines, printed images, scissors, glue sticks, markers, and crayons on a table for easy access.

      

      

      
        
        Instructions:

      

      

      
        
          	
        Explain that the children will create a collage that represents the theme "Friends are more important than toys."
      

      	
        Have the children search through magazines or printed images to find pictures that represent friendship, such as children playing together, helping each other, or sharing.
      

      	
        Ask the children to cut out the images and glue them onto their poster board. Encourage them to add their own drawings and write words or phrases that represent friendship.
      

      	
        Once the collages are complete, have each child or group present their collage to the class and explain why they chose the images and words they included.
      

      

      

      
        
        Discussion Points:

      

      

      
        
          	
        What activities did you include that show friendship?
      

      	
        How can spending time with friends make you feel?
      

      	
        Why is it important to value friends over toys?
      

      

      

      
        
        Learning Outcomes:

      

      

      
        
          	
        Recognizing the value of friendship.
      

      	
        Developing creativity and teamwork skills.
      

      	
        Enhancing verbal expression through presentation.
      

      

      

      
        
        Variability and Extension: Create themed collages for different aspects of friendship, such as "Helping Friends" or "Having Fun Together." Integrate a story-sharing session where children share personal experiences of friendship.

      

        

      
        Work in pairs or small groups to create the collages together. Have each child create a mini-collage if the group is very small.

      

      

      
        
        Conclusion: Reflect on the importance of friendship and how spending time with friends can be more fulfilling than playing with new toys. Display the collages in the classroom as a reminder of the value of friendships.

      

      

      

      ACTIVITY 2: TOY VS. FRIEND DEBATE

      
        
        Objective: To help children understand the value of prioritizing friendships over material possessions through a structured debate.

      

      

      
        
        Materials Needed: Large sheets of paper, markers, and a timer.

      

      

      
        
        Setup:

      

      

      
        
          	
        Divide the students into two groups: one group will argue for the importance of friends, and the other group will argue for the importance of toys.
      

      	
        Give each group a large sheet of paper and markers to write down their key points.
      

      

      

      
        
        Instructions:

      

      

      
        
          	
        Explain the debate topic: "What is more important: friends or toys?"
      

      	
        Give each group 10 minutes to come up with their arguments and write them down on their paper. Encourage them to think about their own experiences and why friends or toys are important to them.
      

      	
        Have each group present their arguments to the class. Use a timer to give each group a set amount of time to speak (e.g., 2 minutes per group).
      

      	
        After both groups have presented, facilitate a discussion where students can share their thoughts and reflect on the arguments presented.
      

      

      

      
        
        Discussion Points:

      

      

      
        
          	
        What were some of the key points made by each group?
      

      	
        How can we balance enjoying our toys and spending time with our friends?
      

      	
        Can toys/robots ever replace the value of a good friend?
      

      

      

      
        
        Learning Outcomes:

      

      

      
        
          	
        Developing critical thinking and public speaking skills.
      

      	
        Understanding the importance of prioritizing relationships over material possessions.
      

      	
        Enhancing empathy by considering different perspectives.
      

      

      

      
        
        Variability and Extension: Switch roles and have the groups argue the opposite side to understand both perspectives. Introduce a third group to argue for a balanced approach, where both friends and toys have their place.

      

        

      
        Have each student prepare their own arguments and present them individually if the group is very small.

        Alternatively, combine small groups into one debate with each child contributing to the discussion.

      

      

      
        
        Conclusion: Summarize the key points discussed and emphasize the importance of maintaining strong friendships while enjoying material possessions in moderation. Encourage students to think about how they can prioritize their friends in their daily lives.

      

      

    

  


  
    
      
        
          
          

          
            BISONS

          

          CHAPTER 3
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      In Chapter 3 - Bisons, Bindi experiences a virtual reality (VR) simulation where she faces a herd of stampeding bison. The scene is incredibly realistic and terrifying, mirroring one of her nightmares. Bindi feels intense fear and helplessness as the bison charge towards her, causing her to fall into a ravine. The chapter illustrates the captivating and immersive nature of VR technology and its potential to evoke strong emotional responses.

      

      
        
        Questions and activities

      

      

      
        
        1	How did Bindi feel when she saw the stampeding bison in the virtual reality game? This question helps young learners empathize with Bindi’s experience and understand the emotional impact that immersive VR technology can have on users.

      

      

      
        
        2	What are some things you can do if a virtual reality game starts to feel too real or scary? This question encourages children to think about strategies for managing their emotions and reactions when engaging with VR technology, promoting a sense of control and safety.

      

      

      ACTIVITY 1: IMAGINATION ADVENTURE

      
        
        Objective: To help children use their imagination to create an adventure story, promoting creativity and understanding of how immersive experiences can be without technology.

      

      

      
        
        Materials Needed: Blank paper or notebooks, pencils or pens, and coloring materials (optional)

      

      

      
        
        Setup: Provide each child with paper or a notebook and writing materials.

      

      

      
        
        Instructions:

      

      

      
        
          	
        Explain that the children will create their own adventure stories using their imagination, just like Bindi experienced an adventure in the VR game.
      

      	
        Ask the children to think of an exciting adventure they would like to experience. Have them write a story about it, including details about the setting, characters, and what happens during the adventure.
      

      	
        Encourage the children to draw pictures to go along with their stories, making their adventures come to life on paper.
      

      	
        Once the stories are complete, have each child share their adventure with the class.
      

      

      

      
        
        Discussion Points:

      

      

      
        
          	
        How did it feel to create your own adventure?
      

      	
        What was the most exciting part of your story?
      

      	
        How is using your imagination different from playing a VR game?
      

      

      

      
        
        Learning Outcomes:

      

      

      
        
          	
        Enhancing creativity and storytelling skills.
      

      	
        Developing written and verbal communication abilities.
      

      	
        Understanding the power of imagination.
      

      

      

      
        
        Variability and Extension: Create a class book of adventure stories by compiling all the children’s work. Introduce different genres of adventures, such as fantasy, mystery, or space exploration.

      

        

      
        Work in pairs or small groups to create collaborative adventure stories. Have each group present their story together.

      

      

      
        
        Conclusion: Discuss the importance of imagination and how it can create vivid experiences without the need for technology. Encourage children to continue creating stories and adventures on their own.

      

      

      
        
          
            [image: ]
          

        

        * * *

      

      

      ACTIVITY 2: FANTASY VS. REALITY SHOWDOWN

      
        
        Objective: To help young learners understand that much entertainment media, such as movies, video games, and books, often uses fantastical and scary scenarios to evoke strong emotions, and to distinguish between fantasy and reality.

      

      

      
        
        Materials Needed:

      

      

      
        
          	
        Large sheets of paper or poster boards
      

      	
        Markers or crayons
      

      	
        Magazines, printed images, or pre-drawn illustrations of both fantastical and real-life scenarios
      

      	
        Scissors
      

      	
        Glue sticks
      

      

      

      
        
        Setup: Provide each child or group of children with a large sheet of paper or a poster board, markers, crayons, magazines, printed images, scissors, and glue sticks.

      

      

      
        
        Instructions:

      

      

      
        
          	
        Explain to the children that entertainment media often uses fantastical and sometimes scary scenarios to create strong emotions, but these scenarios are different from real life. Today, they will create a collage to show the difference between fantasy and reality.
      

      	
        Ask the children to look through magazines or provided images and cut out pictures that represent fantastical scenarios (e.g., dragons, superheroes, haunted houses) and real-life scenarios (e.g., family dinners, playing at the park).
      

      	
        Divide the poster board into two sections labeled "Fantasy" and "Reality." Have the children glue the fantastical images on one side and the real-life images on the other. Encourage them to add drawings and words that describe how each scenario might make them feel.
      

      	
        Once the collages are complete, gather the children and discuss the differences between the images in the fantasy and reality sections.
      

      

      

      
        
        Discussion Points:

      

      

      
        
          	
        What are some of the differences between the fantasy and reality images?
      

      	
        How do the fantastical scenarios make you feel compared to the real-life scenarios?
      

      	
        Why do you think entertainment media uses fantastical and scary scenarios?
      

      

      

      
        
        Learning Outcomes:

      

      

      
        
          	
        Recognizing the difference between fantasy and reality.
      

      	
        Understanding how media uses fantastical scenarios to evoke emotions.
      

      	
        Enhancing critical thinking and visual literacy.
      

      

      

      
        
        Variability and Extension: Create themed collages for different types of media (e.g., movies, video games, books). Integrate a storytelling session where children share their thoughts on a fantastical story and a real-life story.

      

        

      
        Work in pairs or small groups to create the collages together. Have each child create a mini-collage if the group is very small.

      

      

      
        
        Conclusion: Reflect on how recognizing the difference between fantasy and reality can help children understand and manage their emotions when consuming entertainment media. Encourage them to enjoy fantastical stories while remembering that they are not real and to appreciate the joy and comfort found in real-life experiences. Display the collages in the classroom as a visual reminder of this important lesson.

      

      

    

  


  
    
      
        
          
          

          
            WARNED

          

          CHAPTER 4
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      In Chapter 4 – Warned, the story highlights the responsibilities and risks of using technology. During a birthday party, Maddy introduces her friends to a new virtual reality console called DreamWalker. As the kids explore it, Bindi has a terrifyingly realistic experience that nearly causes physical harm. Maddy’s mother intervenes, reminding them to look out for one another when using immersive technology. The incident becomes a pivotal moment, showing the potential dangers of VR if not carefully monitored and the importance of community support in ensuring safety.
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