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Mental Maths Year 5

Software title:


Mental Maths Year 5

Evaluator:


Caroline Rimmer

Distributor:


Direqlearn and Edit Microsystems

Subject/learning area(s):
Maths

Grade:



Grade 3 - 5
Age of learners:

9 – 11 years 

Special needs categories:
Suitable for slower learners
Ideal duration of use:

10 minutes

Technology required:

Microsoft Windows 95, Pentium 166 MHz, 32 MB RAM, printer.

Focus and Purpose

The focus here is numeracy skills, in particular reinforcing strategies for doing mental maths. The programme could be used to introduce the strategies, as the instructions are very clear and can be repeated if needed, or as reinforcement of the strategies as the instructions can also be skipped over.

Installation

The software took less than one minute to install, and could be used immediately. The instructions were very easy to follow, and I did not find any conflicts with other software. 

It was just as quick and easy to uninstall the software.

Content and Curriculum Relevance

This software uses athletic events to help sharpen the learner’s mental maths skills. It uses events such as rowing, javelin, swimming and archery in which the learner must complete the maths sums as quickly as possible. The quicker he/she answers the higher his/her score. There are three levels of difficulty, and many different mental calculation strategies the learner can use. The animation is fun and interesting, and will hold the learner’s attention. The instructions are done verbally and visually, and are set out very clearly.

This software can be used in grades 3 to 5, or for learners from 9 to 11 years of age. The three different levels of difficulty cater for faster or slower learners in each age group. The learner will need to know how to use the number pad and ENTER/RETURN key on the keyboard, as well as how to use the mouse. As these skills are very easy to master, this package is ideal for first-time computer learners. As the instructions are very clear, with an option for the learner to repeat the instruction, this software would be very useful in classrooms where English is the home language, or as a first or second language. It fits in well with the objectives of Learning Outcomes 1 and 2, in that it encourages the learner to "…count, estimate, calculate…with competence and confidence in solving problems” and “…to solve problems using algebraic language and skills.” The learners can work individually, or can form a team/group in which to compete against another team/group.

Design Navigation and Ease of Use

The support given to the learner throughout this software is very good. There are options to repeat instructions, or to stop the event at any stage. The instructions are clear and show how the strategies work. The concept of the learner competing against the clock is fun, and personal improvements can be monitored. The animation is excellent, and the correction routines are not intimidating. I think the learners will find this software very easy to use.

For the teacher, the software supplies comprehensive records of the learner’s progress, and allows the teacher to select the strategies the learners are to practice. The time limit can also be set. This allows the software to be used throughout the school year as and when the learners cover the concepts. With the clear instructions from the coaches before each event, the software can be used not only to practice the strategies, but also to teach them. These instructions can be skipped over if not needed.

At the end of the events, there is the option to print out certificates for the learners according to their results. This is always an added incentive to learners!

Overall, this is an easy package for teachers and learners alike to use.

Computer Literacy or Competence

This software will encourage skills such as being able to use a graphic user interface such as Windows, being able to care for input devices ( keyboard and mouse ) and standard peripherals ( printer, CD-ROM drive ) and being able to use ICT to improve certain skills. The learner will also be encouraged to work with others in the classroom environment and to become aware of how ICT can improve his/her skills. The learner will also be able to understand that ICT can be used to reinforce and practice skills.

Special Needs

The options for repeating instructions, lengthening the time required, and setting the levels of difficulty will really encourage slower learners to use this software. The teacher can easily monitor problem areas, and the learner can receive recognition of his/her progress with the presentation of a certificate.

Managing Assessment and Feedback.

The software provides a comprehensive method of recording learners’ progress and areas of difficulty. The three levels of difficulty within the activities allow for the learner to progress at his/her own pace. The teacher is able to print out reports and so keep a hard copy of the results. The teacher is also able to protect the records with a password if need be.

Conclusion

This package was very easy to use both from a learner’s point of view and from a teacher’s point of view. The degrees of difficulty and the option to choose which skills are to be taught and practiced make it useful all year round. The athletic activities will appeal to learners from most cultures, and the language used makes the instructions easy to follow. The learner is able to pace him/herself, and competing against the clock makes for an exciting challenge. The teacher is able to track the progress of each learner, and can even use the team challenge method to encourage the learners to improve. 

Overall, an easy to use package that will stimulate the learner.







