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The Crystal Rainforest 2000

Software Title:


The Crystal Rainforest 2000

Evaluator:


Caroline Rimmer

Distributor:


Edit Microsystems

Subject/learning area(s):
Maths, ICT

Grade:



Grade 4 - 6
Age of learners:

10 – 12 years 

Special needs categories:
None
Ideal duration of use:

40 minutes once a week for about 1 term.

Technology required:

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

Focus and Purpose

The main focus of this programme is to introduce the learner to control and using the Logo method of programming. It supports numeracy and ICT, but can also be linked to areas such as environmental studies as the adventure is all about environmental threats.

Installation

The software was quick and easy to install, with good instructions for uninstalling. I did not detect any conflict with any other software.

Content and Curriculum Relevance

The suggested age range for this software is 8 – 11 years old. However, there were parts of the game my 13 year old son, and even I, found difficult. I believe, for the context of this evaluation, the game would be better suited to learners between 10 and 13 years of age. For learners whose first additional language is English, these ages could be older. I would not recommend it for learners with English as their second additional language.

The software is entirely mouse driven, and so would be easy for learners with a limited knowledge of computers to master. It does assume prior knowledge of angles and estimation, a certain ability to solve problems using maths, and a theoretical if not practical knowledge of programming. However, the game can still be played even if these assumptions are not fulfilled, it will just take longer for the learner to be able to continue through to the end.

This software can be used to reinforce work done on angles, distance, estimation and problem solving using maths. It touches on most areas of the numeracy curriculum for this age group. For example, at one stage in the game, the learner is required to build a bridge using two-dimensional shapes. In another instance, the learner needs to estimate angles and distance in order to solve the problem. This software could also be used to open discussions on conservation and the effect man has on his environment. It will also encourage the learner to develop ICT skills that will enable him/her to create, test, edit and store a sequence of instructions for control. Cross-curricular links can be formed in that the learner needs to use money wisely, the theme could be used to do creative writing, listening and reading skills are reinforced and the theme could be used to start discussion about environmental problems and solutions.

Design Navigation and Ease of Use

The adventure, the graphics and the navigation of this software are very good. However, I felt it did not have enough help or support for the player. In many parts of the adventure, it took a long time to figure out what was required before I could go on. This was extremely frustrating. In order to exit the game before it was completed, the learner needs to use CTRL-M. The software does allow the learner to enter the game at a particular stage by using the SETUP function and choosing a point at which the learner wishes to start. The game ends with the learner having to programme the software to draw a diagram using the Logo form of programming. Although it would be an advantage to have a prior knowledge of Logo, it is not a prerequisite. I do not see a place for this type of programme in the African context.

Computer Literacy or Competence

This programme could be used to introduce the learner to the uses of the computer. It has limited requirements as far as skills are concerned, as the learner needs only to know how to work the mouse. Skills such as care for the input devices, ( the keyboard and the mouse ), and the uses and care for the peripheral devices ( the printer, the screen and the CD-ROM drives ) can then be introduced and built upon.  The programme can be used by individuals and by pairs alike, thereby encouraging the learners to work together. It also develops the skills required to identify and solve problems using ICT and to design and programme a sequence of instructions for control.

Special Needs

Some of the tasks are quite difficult and I do not see a real place for this programme in special needs education.

Managing Assessment and Feedback

This is a game that reinforces concepts already learned, and the fact that the learner has finished the game indicates to the teacher that the learner has mastered these concepts sufficiently to end the game. The game has two levels of difficulty, and changes the results and problems faced each time a new game is started. This would enable the learner to use this software on more than one occasion and not be able to predict the outcomes. There is no log that is kept of the learner’s progress or problem areas.

Conclusion

This software features good graphics, interesting animation, sound effects, and full narration and challenges the learner to improve on many different skills. However, the level of frustration I experienced while working with this programme leads me to believe it would not be relevant in the African classroom.







