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Teacher information:

When scientist study the world, they often try to understand how things are the same and different. Sometimes things “go together” one way, but if you start thinking about them differently they can “go together” in an entirely new way. For example, some people might say that all kindergarten students “go together” because they are all in kindergarten, but some people might say that certain kindergarten students “go with” certain first-grade students because they all like to play baseball, or they all like the same kind of books. (If you can, use some specific examples from your classroom or school of how students “go together” in different ways, depending on what characteristics you pay attention to.)
Playing “Who/What Fits My Rule”

Tell the students:

Because there are so many different ways things can go together, you are going to have to be very careful observers and pay attention to a lot of different characteristics of things. You will be trying to figure out how things go together when we play a game called “Who/What Fits My Rule.”

Teacher Note

“Who/What Fits My Rule” is a classification guessing game in which players try to figure out the common characteristics, or attribute of a set of objects. To play the game, the rule-maker (who may be you, a student, or a group of students) decides on a secret Mystery Rule for classifying a particular group of things. For example, classification rules for people might be everyone who is WEARING BLUE, or everyone who has BLONDE HAIR.

The rule-maker starts the game by giving some examples of people who fit the rule—for example, by having two students who are wearing blue stand up. The guessers then try to find other individuals who might fit the rule: “Can Tiffany fit your rule?”

With each guess, the individual named is added either to the group that does fit or to the group that does not fit the rule. Both groups must be clearly visible to the guessers so they can make use of all the evidence---both what does and does not fit—as they try to figure out what the rule might be.

Two guidelines are particularly important to stress during play:

“Wrong” guesses are clues that are just as important as “right” guesses. This provides a wonderful opportunity to enable students to see that errors are not just mistakes, but can also be important sources of information and valuable learning tools.
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