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 Content within Subject Domain
 Goals for the Learner
 Scope and Sequence that will be encountered
 Methodologies incorporated for engagement

 Lecture
 Group work
 Individualized learning or research
 Interactions/Collaboration with other students
 Gamification of the above

 Resources



 eGFI: Build a Portable Sundial
( http://teachers.egfi-k12.org/build-a-sundial/ )

 Summary
 Students in grades 6 to 8 investigate the accuracy of sundials and the 

discrepancy that lies between “real time” and “clock time.” They track 
the position of the sun during the course of a relatively short period of 
time as they make a shadow plot, a horizontal sundial, and a diptych 
sundial. (The activity may be abridged to include only one or two of 
the different sundials, instead of all three.)

 Grade Level: 6-8
 Time: 90 minutes

 Remember the GAMIFICATION question on Methodologies … this effects time

http://teachers.egfi-k12.org/build-a-sundial/


 What is the difference between 
PLAY & LEARNING?

 What is the difference between 
RECESS & the CLASSROOM?

 The difference is the 
STUDENT’s  INTENT and EXPECTATIONS

 What if a student learns something that they 
can experience during recess?

 EXPERIENTIAL LEARNING













INPUT
 Note the DOMAIN HEADING and COLOR 

of the card you have

ACTION
 MOVE into GROUPS of persons who have 

the SAME type of card like yours

INPUT GUIDED ACTION
 EACH OF YOU –

READ OUT LOUD TO THE GROUP 
what is printed on your card

INTERACT
 After each person reads their card, the GROUP needs to 

arrive at an agreement that the GROUP as a whole understands 
about the “fact” stated on the card.



 What does the HEIGHT of the Sun 
have to do with the TIME of DAY?

 Discuss with your group 
what the best answer is
( 2 minutes )

 What  GAME MECHANICS  can you think of
for students to learn this content?
(everyone)



 How do you tell WHERE YOU ARE 
on the EARTH, and what INSTRUMENTS 
& GLOBAL MARKERS are available 
for you to describe this accurately?

 Discuss with your group what 
the best answer is
( 6 minutes )

 What  GAME MECHANICS can you think of
for students to learn this content?
(everyone)



 What does the TILT of EARTH’S AXIS 
have to do with the CHANGING SEASONS?

 Discuss with your group &/or 
other groups what the best answer is
( 8 minutes )

 What  GAME MECHANICS can you think of
for students to learn this content?
(everyone)





 How can you EXPLAIN the pattern of the 
SUN displayed in the CASTAWAY movie?
(everyone)

 Discuss with your group &/or 
other groups what the best answer is
( 8 minutes )

 What  GAME MECHANICS can you think of
for students to learn this content?
(everyone)
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