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Purpose of study
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Research question

: Question:

: How effective are the learning outcomes in 5th-grade
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students using the IB ARGI approach?
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IB - ARGI The rabbit hole
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Fig. 1 The phases of an episode in an IB-ARGI in regard to inquiry phases based on Pedaste et al.
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Methodology Context

Urban & Rural

Schools in

Participants

Greece
144 students

(5th Grade)

Gender

48.3% Male O O

49.7% Female .%.




Educational Intervention

Research book

' i
4 h
Timeline Tools Teams
4 Class Periods Tablets and 4 - 5 Students

(mixed-ability)




"Roseberry in the Dark"
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Procedure
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Data collection
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Data collection —

[ Questionnaire } -”

[ Seven questions }

Electric circuits and Conductors and Series and parallel
switches Insulators connections
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