[image: image1.png]- 3 A
z The Educators' Network .
. e o |




[image: image2.png]CHOOSING AND EVALUATING EDUCATIONAL SOFIWARE ~ |




Mission:  Control, Rain Forest 2 

Software Title: 


Mission:  Control, Rain Forest 2 

Evaluator:  


Pam Miller
Distributor:  


Edit Microsystems

Subject/learning areas:
Language, Maths, Biology, Technology

Topic: 



Problem solving - talking, discussing and solving problems

Grade:  


6,7, 8 and 9
Age of learners:  

11-15
Special needs categories: 
 Visually impaired child

Ideal duration of use:  

Needs at least 30 minutes per session

Technology required:  
Pentium 233 MHz processor, 32 MB RAM, CD-ROM drive, Microsoft Windows 95 or later, 16 Bit colour and soundcard OR Apple Mac Power PC 233 MHz, 64 MB RAM, CD-ROM drive, OS 8.0, 16 Bit-colour, plus good sound facilities
Focus and Purpose 

The aim of Mission: Control, Rain Forest 2 is to teach computer modelling.  The purpose of the program is to make learners look at situations and try out various alternatives to reach a successful solution.

Mission: Control, Rain Forest 2 is a computer modelling software application.  A computer-modelling program is one, which looks at a real-life situation on a computer, to see how it looks and works in real life.  It can look at a situation any number of times, leaves no mess, is very adaptable, and if you make mistakes no one gets hurt.  When using computer-modelling programs in the classroom it allows learners to try out ideas, put them into action, observe the consequences, and then adapt their ideas in the light of these observations.  

I would use this program during a cross curricular period in the school day in order to make them learn thinking and problem solving in a fun way.

Installation

When the CD Mission: Control, Rain Forest 2 was put into the CD ROM drive it required that I go to Start > Run > select D drive > select the exe file.  From then onwards the installation went well.  Once installed I had to go to the program's Start button > Programs > then click on Sherston > then click on Mission: Control, Rain Forest 2. 

Content and curriculum relevance

The opening screen showed lush vegetation, requiring that I enter my name.  After logging in one is faced with a problem to resolve, the problem being saving the last remaining rain forest on the far away planet of Oglo.  There are no links to instructions for learners, just for a teacher.  Once the adventure for the learners has begun, there appears to be no way of quitting or finding any help.  The menu could only be obtained by using Control M, something I only found out after a long stressful struggle.  If the instructions for the teacher had been read, the way to find the menu or to quit would have been known.

The software can be used in Language, Maths, Biology and Technology.  In Language the outcome of the lesson would be learners better able to share with others and develop a strategy to solve a problem.  This software would be best used in Grades 6 through to 9.  

Knowledge of a keyboard and mouse are needed as well as fast mouse skills.  On screen experience is necessary to decipher screen conventions such a knowing that a 'hand' shown in the area of the mouse means that one can click on a hyperlink in the image map.

There is no specific relevance to the African context and classroom.  I do not think the average rural child would understand the program unless they had good guidance.  The program is good in that it develops creative higher level thinking skills, but guidance is needed to help the child and teacher.

The software encourages the following critical outcomes:  

· Identify and solve problems and make decisions using critical and creative thinking

· Work effectively with others as members of a team, group, organisation and community
· Organise and manage themselves and their activities responsibly and effectively

· Collect, analyse, organise and critically evaluate information

· Communicate effectively using visual, symbolic and/or language skills in various modes

· Use science and technology effectively and critically, showing responsibility towards the environment and the health of others

The software encourages the following developmental outcomes:  

· Reflect on and explore a variety of strategies to learn more effectively

· Be culturally and aesthetically sensitive across a range of social contexts

The software cannot be used to generate and or adapt relevant content.

Design, Navigation and Ease of use

Help functions are not adequately supported.  The navigation is not self-explanatory to a novice.  To an experienced user the game is probably self-explanatory.  It was not clear to me.  I did not find it easy to use but young people enjoy the game so my helplessness is probably age related.

Computer Literacy or Competence

The software encourages and develops the following ICT outcomes:  

· Use and maintain ICT in an appropriate, effective and efficient manner - Use standard peripherals such as a CD-ROM drive, and use input devices such as a keyboard and mouse.

· Collaborate with others when using ICT - Confidently and positively collaborating with peers in a class environment.

· Solve problems using ICT - Selection of this software as a tool to learn modelling can be regarded as a good strategy.

Special Needs

The graphical user interface and graphics assist special needs learners.

Managing Assessment and feedback

The learners' progress is tracked in the Teachers Options and Student Records.  There are different Levels and Modes one can work at to cater for differentiation

Conclusion

Mission Control is highly regarded by young people who spend ages discussing ways of solving the problem at hand.  Perhaps there was a user guide that I did not receive from the vendor when I evaluated the program.  I have seen 12-15 year old learners engrossed in games which do not enthral me.  I think the problem is with me and not the software.  I suggest that any teacher using it with a class, explore the software first.  







