Teaching and learning sequence

What’ s on your mind?

Teaching as Inquiry
The main focus of this activity is for students to practise and develop their information literacy skills. To find out what students know about the inquiry process and to gain some understanding about the extent of their information literacy skills, ask students  to complete the Beginning an Inquiry activity. You can use this student voice to identify the gaps in student knowledge and to help you plan. 
Learning Task 1

We are learning to frame the inquiry

	KC Focus
	Manage self
	

	
	Relate to others – explore a range of different perspectives; work collaboratively
	√

	
	Participate and contribute – choose authentic and meaningful context
	√

	
	Think – make connections; use graphic organiser as thinking tool
	√

	
	Use language, symbols and texts
	


To develop their information literacy skills students will complete an authentic inquiry which has some link to their course work. A possible way of creating strong links with course work is to link their inquiry topic to their work around the ‘Explain significant connection(s) across texts, using supporting evidence’ standard. For example, students could be reading a variety of texts which share a thematic connection of control. 

1. Ask students to brainstorm words/ phrases which link to the concept of control. This could lead to words/ phrases such as power, laws, government, rules and regulations, self control, boundaries, discipline….

2. Use these words and phrases to guide students to areas around which they could frame an inquiry. For example:

· The drinking age in NZ

· Drug laws

· How aspects of technology may control people eg computer games; social networking;

· The driving age in NZ

It is important to ensure that the area that is chosen as the basis for inquiry must give scope to be considered from at least two different viewpoints. This will give students  the opportunity to draw conclusions and /or offer some informed advice on the issue.

Before requiring students to choose their own inquiry topic, you will need to model key parts of the inquiry process to the class using material such as that below.  The modelling process will provide the opportunity for you to teach students some important information literacy skills as well as demonstrate to students how they can plan, record and present the results of their inquiry. 

An important aspect of framing the inquiry involves building background knowledge. 
The modelled inquiry will be framed around the ideas concerning computer games. 
1) Ask students to do a PMI on computer games- What are the good points about them? What are the bad points about them?  What are some other interesting ideas about them?
2) Discuss the idea of stakeholders. Ask students to make some predictions about the possible groups/ stakeholders who may have opinions on computer games. Make a list of these stakeholders.
3) Choose three or four clips to view or articles to read.  As students view or read, ask them to add to their list of stakeholders. 
Some other activities to build background knowledge could be:
· Set up a wiki for students to contribute to a discussion on a topic such as “Computer games benefit society”.
· Hold an Irish debate 
· A cline : Ask students to decide where they stand on the statement: “Computer games are harmless”: Strongly agree/ agree/ disagree/ strongly disagree.  
Class members stand in a line in the classroom according to where they rank themselves about this statement. Each person needs to come up with at least two reasons to justify where they stand. Each person needs to use their justifications to persuade the person next to them to move further up/ down the cline.

· Discussion cards – jigsaw activity 

Students are given a discussion card. (eg parent, gamer, doctor, researcher, teacher……) They form a group with others who have the same discussion card.  The groups then discuss some arguments they could use to justify their case for or against the above statement.  They then form themselves into groups where each member of the group has a different discussion card. Each group member now needs to argue their case within the group, using some of the ideas that were talked about with the previous group. This can then lead to full class discussion.
Learning Task 2

We are learning to form an hypothesis 
	KC Focus
	Manage self
	

	
	Relate to others
	

	
	Participate and contribute 
	

	
	Think – make connections, look for patterns; think about thinking; make educated guess
	√

	
	Use language, symbols and texts
	


1. Now that students have been exposed to a range of perspectives on computer games, ask students to consider the ideas on their PMI chart and look for patterns and similarities. For example, there may be a group of ideas about computer games having a negative impact on individuals’ behaviour/ ideas about social problems caused by computer games/ benefits of computer games/ censorhip of computer games etc.  Students could draw up a table with headings such as the above and list the relevant ideas underneath. 
2. Students then form a hypothesis based on their information. For example, “There are more benefits to individuals and society from computer games than harmful effects”.
Learning task 3

We are learning to formulate effective questions to test the hypothesis.
	KC Focus
	Manage self
	

	
	Relate to others – peer discussion
	√

	
	Participate and contribute 
	

	
	Think – explore types of questions; justify
	√

	
	Use language, symbols and texts
	


Before we embark on the testing process, students need to learn some search strategies and some evaluating strategies
1. Discuss different types of questions)
2. Chop up the types of questions table and ask students to do a matching exercise. Students should compare answers with a peer and discuss any differences.
3. Ask students to formulate at least two effective questions or areas for investigation which would help us to test the hypothesis “There are more benefits to individuals and society from computer games than harmful effects”.

4. Ask students to justify their question choice ie What kind of question is it? What are the specific indicators that make it an effective question?
Learning Task 4

We are learning to use effective search strategies

	KC Focus
	Manage self
	

	
	Relate to others 
	

	
	Participate and contribute 
	

	
	Think – explore ideas about using keywords; justify
	√

	
	Use language, symbols and texts- experiment with different keywords/ phrases to see how different searches give different results
	√


1. Discuss the difference between concrete words and abstract words as search terms. Have students brainstorm and record word banks of concrete words eg  ‘computer games’, ‘video games’, ‘Grand Theft Auto’…  and a word bank of abstract word eg impact, reasons, advantages, harm, education, violence…..
2. Discuss keyword refining strategies. 
3. The  keyword refining strategies table  sets out some keyword refining strategies. Ask students to complete the table, suggesting one or more search term (a keyword/ phrase),  other than ‘computer games’,  for each of the search strategies. Ask them to try out the search and to check which search terms have given them the best information linked to their  questions.
4. Investigate, with students, the Google tools of Wonder wheel
and Timeline. How might they be useful to our inquiry?

5. Investigate, with students, the EPIC databases eg Australia/  NZ Reference Centre. Check with your library staff for details about this.  NZ schools will have their own logon details. 
Learning Task 5
We are learning to evaluate sources 
	KC Focus
	Manage self
	

	
	Relate to others – peer discussion
	√

	
	Participate and contribute 
	

	
	Think – make reasoned  judgements about sources
	√

	
	Use language, symbols and texts – explore the language used to evaluate
	√


1.  Investigate, with students, ideas about the reliability and trustworthiness 
of sources.  (While the focus here is on websites, it should be remembered that there are other useful sources such as books and Information File material which are not electronic, and it may be useful to explore these sources with students.)

 Some particular areas to focus on are 
· Whose site is it?

· Reliable domain names

· Is the writer an expert?
2. Discuss the idea of  bias. 
3. Revisit the notion of stakeholders. Ask students to check out the websites in the stakeholder table  to determine the kind of a stake each website writer /owner might have. (ie What might they be trying to achieve through their website? What might they be hoping to get out of it? What might their purpose be in writing/ constructing the website?)
4. Ask students to complete the bias table  by filling in examples of the different indicators of bias from the texts on the stakeholders table.
5. In order to familiarise students with the language of evaluation, cut up the evaluation table  and use it as a matching exercise. Have students compare answers with a peer, and to discuss differences. (Students will later use this language when they complete an evaluation exercise on their own chosen sources.)
6. For an extension exercise students could evaluate the reliability and trustworthiness of some sites such as  Bird Flu , Tree Octopus, Google Technology.    Or you could introduce students to Mashable.
Learning Task 6
We are learning to identify to test the hypothesis through  finding  information which is relevant to answering the question
	KC Focus
	Manage self- reflect on learning
	√

	
	Relate to others- collaborate on group task to reach shared understandings
	√

	
	Participate and contribute 
	

	
	Think –select relevant information; think about thinking
	√

	
	Use language, symbols and texts 
	


1. Copy the trash and treasure cards  onto cardboard and cut them up. 
2. Ask students to work in pairs or groups, separating the cards out into two piles:  treasure( ie information that answers the key question below)  and trash ( ie information which is not relevant or useful for answering the question) 
Key question 1: What are some of the benefits of computer games?

Now change the question and re-sort to answer Key question 2: What are some of the harmful effects of computer games?
3.  Discuss with students how different information is likely to answer different questions. Focus students on the implications of this knowledge for when they embark upon their own inquiry.

Learning Task 7 

We are learning to use the strategies of scanning and skimming to identify main ideas
	KC Focus
	Manage self- reflect on learning
	√



	
	Relate to others
	

	
	Participate and contribute - understand that collective knowledge helps build understanding
	√



	
	Think – determine relevance; justify    
	√

	
	Use language, symbols and texts 
	


1. Discuss and model  the reading strategy of skimming.  
2. Students can practise the skill using Skimming Interactive Quiz 1  or Skimming Interactive Quiz 2. 
3. Discuss and model the reading strategy of scanning. 
4. Students can practise this skill using   Scanning Interactive Quiz 1 or Scanning Interactive Quiz 2. 
5. Copy off a short extract from an article such as  “ Video Games : a source of benefits or addiction?” .  Give students one minute to scan the text, highlighting the particular words/ groups of words in the extract which might lead them to information which answers the question: ‘What might be some of the problems associated with computer games?’ 
7. Discuss with students which keywords/ phrases from their word banks they might be looking for which would help them to answer the Key Question: ‘What might be some of the benefits of computer games?’ eg computer games, benefits, advantages, education, teach, learn….. Record  these words/ phrases on the board.  Repeat the scanning exercise above, using a different colour highlighter. Ask students to add to class list.
8. Ask students to reflect on the success of their scanning exercises.  Which one was easier? More effective?  Why?
Learning Task 8
We are learning to record information by making notes
	KC Focus
	Manage self
	

	
	Relate to others- collaborate with peer 
	√

	
	Participate and contribute 
	

	
	Think – select relevant ideas
	√

	
	Use language, symbols and texts- develop own codes/ symbols/ shortcuts for notemaking 
	√


Once students have, first through skimming and then scanning, chosen texts to read more thoroughly for answers to their questions, they need to record their information by making relevant notes.

1. Discuss key points about notemaking  with students. 
2. View  Fact Fragment Frenzy, a simple think aloud about  notemaking. Ask  students to work in pairs to  use  the strategy modelled in the demo to record notes from a text. 

3. Discuss modelled graphic organiser ( in this case the modelled data chart)  to record relevant information which answers their questions.
4. Ask students to transfer some notes from above exercise onto own data chart for making notes.
Assessment task
We are learning to plan our own inquiry
	KC Focus
	Manage self- set goals; develop independence in learning
	√



	
	Relate to others
	

	
	Participate and contribute – choose authentic context
	√

	
	Think – use a variety of thinking tools and processes
	√

	
	Use language, symbols and texts- record findings 
	√



Assessment

1.   Refocus students on earlier work around thematic connection of control to help them choose the focus for their own inquiry.

2. Guide students through the process that has been  modelled:

· Predict  possible viewpoints/ opinions/ stakeholders  and build background knowledge
· Form a hypothesis and prepare to test hypothesis

· Evaluate sources 
· Test the hypothesis 
Learning Task 9
We are learning to reflect on the process we have followed:
	KC Focus
	Manage self- self evaluate; reflect on learning
	√

	
	Relate to others
	

	
	Participate and contribute 
	

	
	Think –think about thinking
	√

	
	Use language, symbols and texts 
	


1. Ask students to self evaluate  the process they have followed.
2. Give students back their “Beginning your inquiry” sheet .  Ask them to think about how well this matches the process they actually went through in completing their own inquiry. Use a different colour pen to add to or adapt what they wrote initially.  Or they may wish to rewrite what they have written. Some ideas they could consider are:
· What parts of the process had they left out? 

· What do they need to change? 

· What do they need to add?  

· Which parts of what they wrote were useful to keep?
Learning Task 10
We are learning to form conclusions
	KC Focus
	Manage self- reflect on learning
	√

	
	Relate to others
	

	
	Participate and contribute 
	

	
	Think –form judgements and conclusions about findings; form judgements based on evaluation of information
	√

	
	Use language, symbols and texts – present findings
	√



Discuss with students how to form conclusions  based on the results of their inquiry.
To give students practice at identifying conclusions some possible approaches are:
1.  Using the  extract  from Exemplar B ask student to highlight conclusions.  

2 .Cut up the conclusions table and use as a matching exercise for students.
3. Ask students to practise forming conclusions by completing the forming conclusions from information table.
To complete the inquiry for assessment, students should present their findings, incorporating conclusions. Findings may be presented in oral, written or visual form. If findings are presented in written form, the exemplars  can be used as models to follow.
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