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The Model Shop 

Software Title:  

The Model Shop (Sherston Software)

Evaluator:  


Pam Miller
Distributor:  


Edit Microsystems

Subject/learning areas:  
Language, Maths, Entrepreneurship, Home Economics, Biology, Technology
Topic: 



Problem solving - talking, discussing and solving problems

Grade: 



3-9
Age of learners: 
7 to 14 (the software says 7-11 but if the learners have not been exposed to computer modelling before it is most suitable for high school)

Special needs categories:  
Visually impaired child
Ideal duration of use:  

30 minutes, often

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 the Model Shop is to get the learners to think and attempt to solve real-life problems in a simulated safe environment.  The program can be used in Language, Maths, Entrepreneurship, Home Economics, Biology or Technology classes to explore an idea, e.g. it is cheaper and quicker to cost a sandwich filling in a spreadsheet than buying all the ingredients and making each sandwich.

Installation

The Model Shop installed easily and quickly from the CD, with clear instructions.  The software is suitable to run on a stand-alone computer or on a network.  The Model Shop is suitable for running on a PC or Mac.  If there were problems help could be obtained from their web site.

Content and curriculum relevance

The Model Shop 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.  

The Model Shop computer modelling program can be used in Language, Maths, Entrepreneurship, Home Economics, Biology or Technology classes, getting the learners to discuss, plan, put forward solutions to problems, then enact the solutions on the computer until they solve the problem.  The Model Shop is not limited to any specific learning area and is a precursor to cross-curriculum activities.  The software can be used in two different modes:  adventure and activity.  In adventure mode the learners acquire an understanding of modelling as part of a full, motivating adventure set in a Simulation Street.  Tasks are presented sequentially as the adventure unfolds.  Activity mode enables learners to complete the tasks and challenges as separate activities, rather than as part of a whole adventure.  

The software suggests that this package be used with ages 7-11.  If the learners have been exposed to such software before those ages may be correct.  I think the suggested ages are wrong as I had difficulty solving the problems even on Level 1!   I think that with experience of such programs, thinking of consequences, thinking of what would happen if …, the age level of the users would drop to that suggested by the developers.  The software has references to the British environment but is suitable for most classes.  I suggest that all users should start on Level 1, no matter what their age.    The speed of the program is slow, although it moves at the speed of the user's click of the mouse.  The program is most suitable to a rural African learner as well as an urban learner.

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

· Collect, analyse, organise and critically evaluate information

· Demonstrate an understanding of the world as a set of related systems by recognising that problem solving contexts do not exist in isolation

The software encourages the following developmental outcomes:  

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

The software comes with a resource sheets in pdf format on the CD.  These can be viewed and the questions used in the classroom to extend the program.  These questions can be adapted to local situations but the software cannot be adapted or altered.  The only very British feature is the use of pounds currency in two activities but the currency can be ignored if one is looking at the concept.

Design, Navigation and Ease of use

Support is provided in the form of on screen help moving between Explore and Task mode.  The navigation is self-explanatory.  It was easy to use but I had difficulty doing the tasks because my brain is not as flexible as that of a youngster.  I suggest that any teacher using it with a class, explore it first.  After exploring and changing mental gear, it was easy and affirming when the problems were solved.

Computer Literacy or Competence

The software encourages the following ICT critical 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.

· Process data using ICT - Use a spreadsheet in two of the activities to process numerical data.

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

Special Needs

The use of colour, graphics and animation assist in meeting the needs to special needs learners.

Managing Assessment and feedback

Student records are tracked for the six different activities and the different levels.  The records can be printed.   The teacher has the option to set which activity the learners will do and the mode, adventure or activity.

Conclusion

This computer modelling software program is suitable for primary and high schools to stimulate discussion and problem solving.  Highly recommended.







