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Are you an alien?

Dario Vaz, Portugal

Section A: For the teacher ------------------------------------------------------------------------
A1: Educational context
Time frame: 45 minutes
Setting: 7th grade class of Physics and Chemistry
School resources: Computer and multimedia projector
Curriculum mapping: Solar System, Universe
A2: Rationale
Why you propose the scenario: Because the students have previous knowledge about these topics and so i will try to use that in order to engage student to this usually attractive theme, before my instruction. 
What problem you address: What exists beyond the sky? How it ‘works’? It was always like that? How do we know such kind of thinks? Do we know everything about the universe? Can you imagine what could we discover there in the future?
What your (i.e. teacher’s) goals are: 

Diagnosis the students state of knowledge about that theme, which will help in the planning and preparation of the subject.

Developing creative thinking on students by creating questions or situations and imagine what kind of answers colleagues will give. The questions and answers could have many different formats (images, sounds, gestures, graphics, drawings,…).

Learning by playing.

Starting a student and teacher connection by email as they will need to send me the questions and answers (and because of that, develop some digital skills).

Section B: For the student --------------------------------------------------------------------------
B1: Beginning (Design purpose: setting the stage and defining student’s goals)
· Situation: context of action – alien world, the universe
· Goal definition: role, question or problem, assignment – win a question challenge
· Minimal set of initial knowledge (to set the stage for goal definition) – Not necessary, but usually the student have many ideas about this topic.
B2: Middle (Design purpose: providing means, structure, and support for students to be autonomous but substantially engaged)
· Activities: Build questions and possible answers (or not)  Send them by email to the teacher  Correct them if needed  Play the game in class group 
· Materials and tools: computer, sheets of paper, pen

· Embedded (focal) content: The universe and the solar system
· Content resources: school book and internet

· Rules: 

Individually, prepare 3 questions or situations with 3 answer options (or not) for each one, using a computer text editor, at home. 

Email them to the teacher in order to validate or suggest alterations in time. 

In the day game, the class will be slit in 6 teams, witch will be seated together in circles

Then the game will start by presenting questions on the screen. The student who constructed that particular question should read it loudly to the colleagues and shouldn’t participate in the answer. The students will have 30 seconds to write the answer in the sheet paper. When time is over, they should show what they have written and the class and the teacher punctuate the answers. The game continue in the same line. At the end, we will discover the alien team and one of each group should chose a member to say some words about the game and the achievements they did. 

· Division of labor: In order to cover different topics for the questions or situations, the teacher will divide them between students. 
· Timeframe (overall duration, frequency etc.): 

Preparation of the questions or situations: during the first 2 weeks of school year.

Duration of the game: 45 min.
· Learning supports (coaching, scaffolding, benchmark lessons, ad hoc lectures, etc): school book and internet
B3: End (Design purpose: providing closure to the activity)
· Attainment of goal: the team which will have more correct answers will win the contest.
· Final product (if any): Group of questions or situations with 3 answer options for each one
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