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Introduction, theoretical background

Inferential statistics in not part of the secondary school curriculum in Hungary. The current plans to reform the national curriculum include the introduction of basic inferential statistics. A working group of the Hungarian Academy of Sciences, of which these authors are members, is exploring possibilities and designing tasks and feasible learning paths. Descriptive statisticsthough mainly from a didactical rather than a mathematical point of view -is taught in teachers' education since the early 2000s, while teachers learn basic probability at the university since 1959. Because of this lack in teachers' background, the aim of the project is to design an acceptable way of introducing inferential statistics in high-school curricula both for students and their teachers. This paper is linked to the project "Complex Mathematics Education". Our work is based on the ideas about teaching probability and statistics of T. Varga and T. Nemetz. We have designed several experiments and tested them by one of the authors (Jánvári) in Szerb Antal Secondary School (grade 11, 17 year-old students). The experiments are determined by their fit into our theoretical views on modelling probability and to the approach of teaching classical and Bayesian statistics together developing the concepts in parallel [START_REF] Vancsó | Parallel discussion of classical and Bayesian ways as an introduction to statistical inference[END_REF][START_REF] Vancsó | How visualisation using software helps understanding classical and Bayesian statistics[END_REF]. In these studies, teacher's and students' beliefs and skills were developed by a "parallel course", which helped to understand classical and Bayesian ideas. While the informal approaches to teaching inference in [START_REF] Garfield | Learning to reason about statistical inference[END_REF] focus on simplifying statistical inference by re-randomisation and Bootstrap, we try to make inference more understandable by integrating the Bayesian view. This is in line with [START_REF] Borovcnik | Informal inference -Some thoughts to reconsider[END_REF], who describes shortcomings of informal inference. It also fits to an analysis of statistical inference from the statistician's perspective by Vic Barnett, which is summarised in a comparative educational study of statistical inference by [START_REF] Borovcnik | A comparative educational study of statistical inference[END_REF].

Conclusion and results

Our first experiment is rolling dice judging whether the die used is well-balanced or loaded by a probability statement. Though this method was introduced in earlier papers (e.g., [START_REF] Lawton | An exercise for illustrating the logic of hypothesis testing[END_REF][START_REF] Dambolena | An intuitive introduction to hypothesis testing[END_REF], our approach places greater emphasis on the hands-on inclass experiment. It is used to introduce hypothesis testing. In this case, the Bayesian way is technically too complicated but becomes manageable through the use of software. The second example is a reaction test using a stopwatch. This interactive game among students unfolds connections between different school subjects such as physics, biology, and mathematics. Furthermore, it is also suitable to discuss about discrete and continuous quantities. It is our goal to use more games in teaching, which is motivating for students and provides an excellent opportunity to discuss basic notions and misconceptions in probability and statistics. Also, application of modern ICT tools in itself can be interesting and challenging for secondary-school students. Moreover, the gamification element (see [START_REF] Papp | Gamification effects on motivation and learning: application to primary and college students[END_REF] can increase their involvement and consequently their motivation and understanding of the scientific material. This paper was supported by the Hungarian Academy of Sciences' "The Complex Mathematics Education Project".