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Abstract

In this paper, we present the design and application of a teaching scenario appropriate for 10-12 years old pupils in primary school. The design of the instructional material supporting this scenario has been based on the study of the history of astronomy and especially on:

a) The various theories concerning the movement of Earth, our solar system and the universe (for example the theories of Aristotle, Aristarchus, Ptolemy, Copernicus, Brahe, Galileo, Kepler).

b) Key-stories highlighting the evolutionary character of scientific knowledge as well as the cultural interrelations of science and society.

The design of the teaching scenario has focused on the participation of pupils in gradually evolving discourses and practices encouraging an appreciation of aspects of the nature of science. During the developed teaching sequence pupils study selected science events concerning the geocentric - heliocentric debate and discuss about the nature of science (e.g. the role of observation and hypothesis, the use of evidence, the creation and modification of models).

A variety of narratives support the developed teaching activities of our educational scenario such as movies, animations, discussions. However, in this case, pupils are asked to produce their own narratives: animation movies concerning the geocentric – heliocentric debate inspired by the history of science, as the animation technique presents strong expressional dynamics and currently has many applications in the field of educational multimedia. During this procedure pupils chose the narrative technique and the way that they will present their thoughts on the geocentric - heliocentric debate in a movie and prepare the relative texts (monologues and/or dialogues). Furthermore, they use appropriate prototypes, write the synopsis of their movies, create story boards and flip books, and finally, create their animation movies.
