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Lesson 2 of 5: Thinking about science.

Aim of the lesson

For the students to:

· Understand in practical terms the difference between induction and deduction
· Appreciate that science involves both inductive and deductive thinking

Differentiation / Extension

Extension: The more able students could develop different games to apply the principles of deduction and induction further.

Assessment

Informal: notes/comments made in discussions following playing the game.

Duration 1 Hour

Timings

Starter
5 minutes – introducing the games.

Main Activity 
45 minutes - playing the two games, Eleusis and Twenty Questions.

Plenary
10 minutes – summary and notes.

Intended Age 16 - 18

Previous Knowledge needed by teacher

Teachers must be familiar with the rules of the games Student Resource Sheet 2: Thinking about science and have read and understood Teacher Resource Sheet 6: Teacher’s Notes Also Lesson Synopsis has some useful notes about the game.

Previous Knowledge needed by students

Critical Thinking Skills.

Background Reading

· J Polkinghorne – from Science and Christian Belief, SPCK 1994

· Teacher Resource Sheet 6: Teacher’s Notes
Resources

· Student Resource Sheet 2: Thinking about science
· Enough packs of cards to divide the class up into groups of 4 – 5.

Introduction / Starter activity

A brief introduction should emphasise that although this lesson is meant to be enjoyable, it does have a serous aspect to it and the students should be prepared to make short notes that will help them with later lessons and homework.

Main Activities

Hand out: Student Resource Sheet 2: Thinking about science
Eleusis {20 mins for several rounds} Divide the class up into Eleusis groups (approximately 4 - 5 people in each) and nominate the first rule maker in each group. Provide them with a deck of cards each.  Activity 1 gives some examples of rules that might be used and a set of instructions on how to play the game.  A round of Eleusis can take up to 5 mins, so it should take about 20 mins to give each person a chance to make up a rule. You may wish to stop the game before then, if the class seems to be tiring of the exercise.  Be sure to have enough time to at least itemise the ideas that can be drawn from the game.

20 questions {10 minutes for two rounds} Next, move to a round of twenty questions. Select one person from the class and send them outside while the rest select an object in the room that is reasonably obvious.  Remind the class of the rules. After one game select someone from the class who is reasonably flexible and send them out. Now agree with the class that you will not decide on an object, but answer each question randomly – the only proviso being that the answers have to be consistent with one another. This round will be harder and you may have to adjudicate on the consistency of answers. In the end, it should be possible for the group and the questioner to come to some agreement about what the object is! You may want to spend about 10 minutes on this.

Plenary

Review, summary Summarise some aspects of the lesson by pointing out the obvious comparisons that can be drawn between science and the games.  Stress the roles of induction and deduction and give them some guidance as to what the difference between these is. This will be built up in the next lesson. Students should take down a few notes about the process they have gone through.
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