Content Standards:
Gréde 3 Math
Number Sense
Mathematical Reasoning
Grade 4 Math
Number Sense
Measurement and Geometry
Mathematical Reasoning
Grade 5 Math
Number Sense
Measurement and Geometry
Statiétics, Data Analysis, and Probability
Mathematical Reasoning
Grade 6 Math
Number Sense
Algebra and Functions
Statistics, Data Analysis, and Probability
Mathematical Reasoning
Comments:
This program is the intermediate program built on the
same format as Zoo Zillions and Carnival Countdown. The
activities are average as far as thinking skills, and the

students did not particularly-like it.
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Title: Reading Blaster Vocabulary
Publisher: Knowledge Adventure
Grade Level: 3-6

Kid Rating: 9.4

Kids that rated this gave an average rating of:

Time on Task Rating: 5

Table 39. Bloom’s Taxonomy Table

Knowledge

Comprehension

Application

Analysis

LR R R Rl Pl o

Synthesis

Evaluation

Content Standards:

Grade 3 Language Arts

Reading- Vocabulary and Concept Development

!
Grade 4 Language Arts

Reading—- Vocabulary and Concept Development

Written and Oral Conventions- Spelling

Grade 5 Language Arts

Reading- Vocabulary and Concept Development

Written and Oral Conventions- Spelling

Grade 6 Language Arts

Reading- Vocabulary and Concept Development
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Written and Oral Conventions—- Spelling
Comments:

This program includes some terrific opportunities for
vocabulary building, as students are involved in solving a
mystery. Clues ére given as activities are completed, and
they are then used to solve the mystery at the end. The
mystery changes with each game, so the students can play
numerous times and still be challenged.

Title: Carmen San Diego Math Detective

Publisher: The Learning Company

Grade Level: 3-6

Kid Rating: 6

Kids that rated this gave an average rating of: 6.4

Time on Task Rating: 4

Table 40. Bloom’s Taxonomy Table

Knowledge X
Comprehension | X
Application X
Analysis
Synthesis X
Evaluation

Content Standards:
Grade 3 Math

Number Sense
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Aigebra and Functions

Mathematical Reasoning
Grade 4 Math

Number Sense

Algebra and Functions

Statistics, Data Analysis, and Probability

Mathematical Reasoning
Grade 5 Math

Number Sense

Statistics, Data Analysis, and Probability

Mathematical Reasoning
Grade 6 Math

Number Sense

Mathematiéal Reasoning
Comments:

After using the other Carmen Sandiego programs, this
one was a bit of a disappointment. The activities were
repetitive and students got bored with the drawn out
nature of it. Students also found some of the directions
confusing.

Title: How Do You Spell Adventure?
Publisher: Sanctuary Woods

Grade Level: 3-6
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Kid Rating: 6.8
Kids that rated this gave an average rating of: 5.9

Time on Task Rating: 4

Table 41. Bloom’s Taxonomy Table

Knowledge X
Comprehension | X
Application X
Analysis
Synthesis
Evaluation

Content Standards:
Grade 3 Language Arts

Reading- Decoding and Word Recognition, Vocabulary
and Concept Development

Written and Oral Conventions- Spelling
Grade 4 Language Arts

Reading- Vocabulary and Concept Development

Writing- Research and Technology

Written and Oral Conventions- Spelling
Grade 5 Language Arts

Reading- Vocabulary and Concept Development

Written and Oral Conventions- Spelling
Grade 6 Language Arts

Reading~ Vocabulary and Concept Development
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Written and Oral Conventions— Spelling
Comments:

This program involves students in an Indiana Jones
type adventure while they practice spelling and vocabulary
skills. Unlike the other spelling programs reviewed, it
involves more than just knowledge-based activities.
Maneuvering the character is a bit tricky in some
situations, which was a bit frustrating for some students.
Title: The Factory
Publisher: Sunburst
Grade Level: 3—6
Kid Rating: 8.5
Kids that rated this gave an average rating bf:' 6.5

Time on Task Rating: 5

Table 42, Bloom’s Taxonomy Table

Knowledge

Comprehension

"Application

Analysis X

Synthesis X

Evaluation

Content Standards:

Grade 3 Math
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Measurement and Geometry
Statistics, Data Analysis, and Probability
Grade 4 Math

Measurement and Geometry

Mathematical Reasoning
Grade 5 Math

Mathematical Reasoning
Grade 6 Math

Mathematical Reasoning
Comments:

There are some excellent gecmetry activities on this
program that students may never experience anywhere else.
Since the whole game is based in a factory where students
research, build, ship, and deliver items, most activities
involve synthesis, which is uncommon among the games
reviewed here.

Title: Cluefinders Reading Adventures

Publisher: The Learning Company

Grade Level: 3-6

Kid Rating: 4

Kids that rated this gave an average rating of: 6.4

Time on Task Rating: 5
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Table 43. Bloom’s Taxonomy Table

Knowledge

Comprehension

Application

Analysis

PR DG <[

Synthesis

Evaluation

Content Standards:
Grade 3 Language Arts
Reading—- Vocabulary and Concept Development,
Comprehensioﬁ and Analysis of Grade—Lével—Appropriate Text
Written and Oral Conventioné~ Sentence étructu£é,
Grammar, Spelling
Grade 4 Language Arts
Reading- Vocabulary and Concept Development,
Comprehension and Analysis of Grade-Level-Appropriate Text
Written and Oral Conventions- Sentence Structure,
Grammar, Spelling
Grade 5 Language Arts
Reading- Vocabulary and Concept Development,
Compfehension and Analysis of GradefLével—Appropriate Text
Written and Oral Conventions- Sentence Structure,
Grammar, Spelling

Grade 6 Language Arts
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Reading- Vocabulary and Concept Development,
Comprehension and Analysis of Grade-Level-Appropriate Text
Written and Oral Conventions- Grammar, Spelling

Comments:

. Unlike the Cluefinders 4 Gréde Adventures, this
program was just too repetitive for students to find it
enjoyable. The activities wéere great ones, but students
just got tired of doing them over and over in order to
move on to the next level.

Title: Grammar Games

Publisher: Knowledge Adventure

Grade Level: 3-6

Kid Rating: 7.5

Kids that rated this gave an average rating of: 7.6

Time on Task Rating: 4

Table 44. Bloom’s Taxonomy Table

Knowledge
Comprehension | X
Application X
Analysis X
Synthesis
Evaluation

Content Standards:

Grade 3 Language Arts
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Writing- Evaluation and Revision

Written and Oral Conventions¥ Sentence Structure,
Grammar, Punctuation, Capitalization, Spelling
Grade 4 Language Arts

Writing- Evaluation and Revision

Written and Oral Conventions- Sentence Structure,
Grammar, Punctuation, Capitalization, Spelling
Grade 5 Language Arts

Writing- Evaluation and Revision

Written and Oral Conventions- Sentence Structure,
Grammar, Punctuation, Capitalization, Spelling
Grade 6 Language Arts

Written and Oral Conventions- Sentence Structure,
Grammar, Punctuation, Capitalization, Spelling
Comments:

This game contains.some great activities in a
rainforest setting, with small rewards for students along
the way. Students were a bit frustrated with the
maneuverability of a toucan needed for one activity, so
their ratings were oqu average.

Title: Mighty Math Number Heroes
Publisher: Edmark

Grade Level: 3-6
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Kid Rating: 8.3
Kids that rated this gave an average rating of:

Time on Task Rating: 5

Table 45. Bloom’s Taxonomy Table

Knowledge

Comprehension

Application

Analysis

D[P

Synthesis

Evaluation

Content Standards:
Grade 3 Math
Number Sense
Algebra and Functions
Measurement and Geometry
Statistics, Data Analysis, and Probability
Mathematical Reasoning
Grade 4 Math
Algebra and Functions
Number Sense
Measurement and Geometry
Mathematical Reasoning
Grade 5 Math

Algebra and Functions
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Measurement and Geometry

Mathematical Reasoning
Grade 6 Math

Algebra and Functions

Measurement and Geometry

Mathematical Réasoning
Comments:

This is another program in the Mighty Math series, so
it has many of the same qualities as the others. The
movable task bar is still present, and activities are all
standards~based. The programs in this series all include a
feature where students can switch to an explore mode and
create problems of their own. Although this section was
somewhat confusing for students, they tended to just
switch back if they got there and continue with the other
portion of the program.

Title: Trans-Con

Publisher: Lionel Trains

‘Grade Level: 3-6

Kid Rating: 8.2

Kids that rated this gave an average rating of: 7.5

On Task Rating: 4
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Table 46. Bloom’s Taxonomy Table

Knowledge

Comprehension | X

Application

Analysis X . >
Synthesis 1 X

Evaluation X

Content Standards:
Grade 3 Language Arts

Reading- Comprehension and Analysis of Grade-Level-
Appropriate Text, Narrative Analysis of Grade-Level-
Appropriate Text

Listening and Speaking Strategies- Analysis and
Evaluation of Oral and Media‘Communications
Grade 4 Language Arts
Reading- Comprehension and Analysis of Grade-Level-
Appropriate Text, Na;rative Analysis of Grade-Level-
Appropriate Text
Grade 5 Language Arts

s

Reading- Comprehension and Analysis of Grade-Level-
Appropriate Text, Narrative Analysis of Grade-Level-
Appropriate Text

Listening and Speaking Strategies— Analysis and

Evaluation of Oral and Media Communications
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Grade © Language Arts .

Reading- Comprehension and Analysis of Grade-Level-
Appropriate Text, Narrative Analysis of Grade-Level-
Appropriate Text
Comments:

This program is incredibly difficult to use, but the
activities are excellent and the information included is
interesting. The characters>areAvery difficult to move,
and the directions in some sections are poor. The program
dées offer some‘evaluation activities, which were
incredibly rare amongst the programs reviewed.

Title: Logical Journey of the Zoombinis
Publisher: Broderbund

Grade Level: 3-6

Kid Rating: 9.2

Kids that rated this gave an average rating of: 6.6

Time on Task Rating: 5

Table 47. Bloom’s Taxonomy Table

Knowledge
Comprehension
Application
Analysis X .
Synthesis X
Evaluation
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Content Standards:

Grade 3 Math

Measurement and Geometry

Statistics, Data Analysis,'and Probability

Mathematical Reasoning

Grade 4 Math

Measurement and Geometry

Statistics, Data Analysis, and Probability

Mathematical Reasoning

Grade 5 Math

Measurement and Geometry

Mathematical Reasoning

Grade 6 Math

Statistics, Data Analysis, and Probability

Mathematical Reasoning

Comments:

This program had the highest number of critical

thinking
Students
There is

pleasure

activities of any program reviewed here.
are constantly thinking, and never off task.
little repetition in activities, much to the

of the students. Because it has more than one

level, this program works well for many grade levels.

There are not really any negative points of the program,
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as the directions are excellent and the activities are
exceptional.

Title: Field Trip to the Rainforest

Publisher: Sunburst

Grade Level: 4-6

Kid Rating: .6

Kids that rated this gave an average rating of: 5.9

Time on Task Rating: 3

Table 48. Bloom’s Taxonomy Table

Knowledge X

Comprehension

Application

Analysis

Synthesis

Evaluation

Content Standards:
Grade 4 Language Arts
Writing- Research and Technology
Listening and Speaking- Comprehension
Grade 5 Language Arts
Listening and Speaking- Comprehension
Grade 6 Language Arts

Writing- Research and Technology
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Comments:

This program was definitely not a favorite of the

students. The name leads one to believe he will get to

interact with animals in the rainforest, yet it is really

just a reference source for rainforest information. The

only activity is one where students answer guestions based

on what they have learned from listening to information

about the rainforest in other parts of the program.

Title: Operation Neptune
Publisher: The Learning Company
Grade Level: 4-6

Kid Rating: 7.5

Kids that rated this gave an average rating of:

Time on Task Rating: 5

Table 49. Bloom’s Taxonomy Table

Knowledge

Comprehension

Application X

Analysis X

Synthesis

Evaluation

Content Standards:

Grade 4 Math

Number Sense
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Algebra and Functions

Measurement and Geometry

Statistics, Data Analysis, and Pfobébility

Mathematical Reasoning
Grade 5 Math

Number Sense

Algebra and Functions

Statistics, Data Analysis, and Probability

Mathematical Reasoning
Grade 6 Math

Algebra and Functions

Statistics, Data Analysis, and Probability

Mathematical Reasoning
Comments:

This program includes a wide wvariety of excellent
problem sclving situations. The problems are based on
real problems that might arise if one were on a boa£ or in
a submarine, which students are during the program.
Students work with latitude and longitude, miles per hour,
and various types of graphs.

Title: Where in the USA is Carmen Sandiego?

Publisher: The Learning Company

. Grade Level: 4-6
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Kid Rating: 8.5
Kids that rated this gave an average rating of: 6.7

Time on Task Rating: 5

Table 50. Bloom’s Taxonomy Table

Knowledge
Comprehension
Application X
Analysis
Synthesis X
Evaluation X

Content Standards:
Grade 4 Language Arts . /
Reading- Comprehension and Analysis of Grade-Level-
Appropriate Tex£
Writing- Research and Technology
Grade 5 Language Arts )
Reading- Comprehensibn and Analysis of Grade-Level-
Appropriate Text
Grade 6 Language Arts
Reading- Comprehension and Analysis of Grade-Level-

Appropriate Text

Writing- Research and Technology
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Comments:

| This program was popular among the students once they
figured out how to use it. The directions were tricky,

- and students needeﬁ a lot of help witﬁ them. Students
also found the questions about the states to be_difficult.
A nearby U.S. map was almost a necessity when using this
program.

Title: Puzzle Tanks

Publisher; Sunburst

Grade Level: 4-6

Kid Rating: 5.5

Kids that rated this gave an average rating of: 6.5

Time on Task Rating: 5

Table 51. Bloom’s Taxonomy Table

Knowledge

Comprehension

Application

Analysis X

Synthesis X

Evaluation

Content Standards:
Grade 4 Math
Number Sense

Mathematical Reasoning
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Grade 5 Math

Mathematical Reasoning
Grade 6 Math

Mathematical Reasoning
Comments:

Although this game does involve the use of highef
level thinking skills, it really only has one activity.
Students found the activity almost too difficult and were
ready to move on to something else quickly.

Title: Where in the World is Carmen Sandiego?
Publisher: The Learning Company

Grade Level: 4-6

.Kid Rating: 9

Kids that rated this gave an average rating of: 6.8

Time on Task Rating: 5

Table 52. Bloom’s Taxonomy Table

Knowledge

Comprehension

Application X

Analysis

Synthesis X

Evaluation X .

Content Standards:

Grade 4 Language Arts
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Reading- Comprehension and Analysis of Grade-Level-
Appropriate Text ‘

Writing— Research and Technology
Grade 5 Language Arts

Reading- Comprehension and Analysis of Grade-Level-
Appropriate Text
Grade 6 Language Arts

Reading- Comprehension and Analysis of Grade-Level-
Appropriate Text

Writing—- Research and Technology
Comments:

One feature makes this program much better than
“Where in the USA is Carmen Sandiego?” This program has
the added feature of a database students can search if
they do not know the answer to the question. This
feature, along with better directions than the other
program, makes the program much more effective as a tool
in elementary classrooms.

Title: Sim Safari
Publisher: Maxis
Grade Level: 4-6
Kid Rating: 8.7

Kids that rated this gave an average rating of: 7.6
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Time on Task Rating: 4

Table 53. Bloom’s Taxonomy Table

Knowledge

Comprehension

Application

Analysis

Synthesis

X PR

Evaluation

Content Standards:
Grade 4 Language Arts
Reading—- Comprehension and Analysis of Grade-Level-
Appropriate Text
Grade 4 Math
Number Sense
Statistics, Data Analysis, and Probability
Mathematical Reasoning
Grade 5 Langﬁage Arts
Reading- Comprehension and Analysis of Grade-level-
Appropriate Text
Grade 5 Math
Statistics, Data Analysis, and Probability

Mathematical Reasoning

103



Grade 6 Language Arts
Reading- Cpmprehension and Analysis of Grade—Level—
Appropriate Text
Grade 6 Math
Statistics, Data Analysis, and Probability
Mathematical Reasoning g
Comments:

This program was chosen for use in this program over
the othér Sim programs because of its quality directions.
Some of the Sim programs have such poor directions that
even an adult has difficulty using them withgﬁt a manual
present. Sim Safari, howevér, has easy to follow

'directions provided in the game. The students rated it
highly and were constantly engaged in higher—level
thinking while using it.

Title: Carmen Sandie€go Think Quick

Publisher: The Learning Company

Grade Level: 4-6

gid Rating: 9.5

Kids that rated this gave an average rating of: 7;6

Time on Task Rating: 3
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Table 54. Bloom’s Taxonomy Table

Knowledge X
Comprehension | X
Application
Analysis X
Synthesis X
Evaluation

Content Standards:
Grade' 4 Language Arts

Writing- Research and Technology

Listening and Speaking- Comprehension
Grade 5 Language Arts

Listening and Speaking- Comprehension
Grade 6 Language Arts

Writing- Research and Technology
Comments:

This program was popular with older students, who
liked the combination of the quest scenario mixed with an
almost game show like feel. Many of the activities are
knowledge based though, and students can engage in a
number of fun, arcade-like games along their quest.
Title: Grammar For the Real World
Publisher: Knowledge Adventure

Grade Level: 4-6
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Kid Rating: 9.7
Kids that rated this gave an average rating of: 7.6

Time on Task Rating: 4

Table 55. Bloom’s Taxonomy Table

Knowledge

Comprehension

Application

Analysis

PR E AR et

Synthesis

Evaluation

Content Standards:
Grade 4 Language Arts
Reéding— Vocabulary and Concept Development
Writing- Evaluation and Revision
Written and Oral Conventions- Sentence Structure,
Grammar, Punctuation, Capitalization, Spelling
Grade 5 Language Arts-
Writing—- Ewaluation and Revision
Written and Oral Conventions—- Sentence Structure,
Grammar, Punctuation, Capitalization, Spelling
Grade 6 Language Arts
Written and Oral Conventions—- Sentence Structure,

Grammar, Punctuation, Capitalization, Spelling
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Comments:

The name says it all for this game. Students are
involved in lifelike situations as they proofread letters,
edit newscasts, and help with advertising in this program.
Students take on jobs in the entertainment industry and,
upon mastery of the job, get to add them to a resume. As
the resume is filled, students get to do extra fun jobs
and work toward the ultimate goal of Crgating a film. The
students loved the characters and were véry engaged in the
activities.

Title: Building Perspectives

Publisher: Sunburst

Grade Level: 4-6

Kid Rating: 4.7

Kids that rated this gave an average rating of: 7.6

Time on Task Rating: 5

Table 56. Bloom’s Taxonomy Table

Knowledge

Comprehension

Application

Analysis X

Synthesis X

Evaluation
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Content Standards:
Gra&e 4 Math
Mathematical Reasoning
Grade 5 Math
Mathematical Reasoning
Grade 6 Math
Mathematical Reasoning

Comments:

This program was very challenging for the students.

They were involved in some higher-level thinking as they

tried to solve the problems. Unfortunately, the game

offered little wvariety, so students were not excited about

using it for long.
Title: Explorers of the New World
Publisher: The Learning Company

Grade Level: 5-6

Kid Rating: 2

Kids that rated this gave an average rating of:

Time on Task Rating: 2
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Table 57. Bloom’s Taxonomy Table

Knowledge

Comprehension

Application

Analysis

Synthesis '

Evaluation

Content Standards:

This program does not include any activities cher
than listening, so students are not directly working with
a standard unless the program is used as part of a
researqh project or report.

Comments:

This prograﬁ would only be useful if it was uséd as a
reference program within a research project. It involves
only l;stening to information about the world’s explorers.
Title: ﬁoad Adventures USA
Publisher: The Leérning Company
Grade Level: 5-6
Kid Rating: 6.5
Kids that rated this gave an average rating of: 6.8

Time on Task Rating: 3
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Table 58. Bloom’s Taxonomy Table

Knowledge
Comprehension | X
Application X
Analysis X
Synthesis
Evaluation

Content Standards:
Grade 4 Language Arts

Reading- Comprehension and Analysis of Grade-Level-
Appropriate Text

Writing—- Research and Technology
Grade 4 Math

Number Sense

Mathematical Reasoning
Grade 5 Language Arts

Reading- Comprehension and Analysis of Grade-Level-
Appropriate Text
Grade 5 Math

Mathematical Reasoning
Grade 6 Language Arts

Reading~ Comprehension and Analysis of Grade-Level-
Appropriate Text

Writing— Research and Technology
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Grade 6 Math

Mathematical Reasoning
Comments:

Like “Where in the U.S.A is Carmen Sandiego?”, this
program was difficult for students who did not have much
U.S geography background. The activities involve higher-
level thinking, but the directions are confusing and the
questions are simply too hard for elementary school
studentsi
Title: Math Blaster Geometry
Publisher: Knowledge Adventure
Grade Level: 6
Kid Rating: 9.4
Kids that rated this gave an average rating of: 7.6

Time on Task Rating: 4

Table 59. Bloom’s Taxonomy Table

Knowledge
Comprehension
Application X
Analysis X
Synthesis X
Evaluation
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Content Standards:
Grade Six Math

Measurement and Geometry

Mathematical Reasoning
Comments:

Although a bit too difficult for elementary students,
this program offers excellent.geometry activities for
middle or even high school students. The students liked
it despite its difficulty, and they did learn a great deal

from using it.

Software Recommendations

Many of the programs that were reviewed in this study
were of high quality, and nearly all of them would be good
programs for use at home. This study focused on school
use though, and in this case ten programs in particular
stood out. These ten programs include numerous excellent
activities requiring higher level thinking skills, keep
students on task, and also received high marks from the
students. These programs also include excellent
directions, so that students can remain engaged in the
prograﬁ without a great deal of supervision. In general,

these ten programs can provide students with a meaningful
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learning experience without the need for teacher
intervention, so they could be used in a classroom as a
learning center while the teacher works with small groups.
Because of this, these programs are highly recommended for
elementary school classroom use. The programs are listed
here in the order in which they appeared in the list
included above.
Clifford’s Reading

This program is ideal for kindergarten and first
grade students who are just beginning to work with
consonant and vowel sounds. Students work on phonics
activities with Clifford and Emily while moving throughout
a town. At each activity, a new character gives
directions and then gives the student a ticket once the
activity is completed. While some activities require
lower-level thinking skills such as matching sounds to
letters, others require higher-level thinking skills such
as building words. After the students collect six
tickets, they get to turn them in to play a fun game.
Once the tickets are used, the student must complete more

reading activities.
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Carnival Countdown |

One of thé exceptional feaﬁures of this'program is
that students remain on-task at all times. They can
choose from five activities, but all acﬁivities are
standards-based and most require the use of higher-level
thinking. This program~is appropriéte for a wide range of
ability levels, as some activities have twenty-six levels.
A task bar is present for each activity, and students can
click on it to adjust the ability level. If students
never change the level, the ability level will increase as
they succeed. This program often comes in a dual/CD
package named “Mighty Math K-2”. When the program is
purchased this way, it comes with the “Zoo Zillioﬁs”
program, which is also excellent.
Reader Rabbitfs Pérsonalized Math Ages 6-9

One unique feature of this program is that all
activities are not accessible to the students at all
times. Four or five math activities are on the map at a
'time. Students may choose any of the activities, but<once
the activity is mastered, it will disappear for a time and
a new activity will appear. This forces students to work

on all areas, as opposed to just their favorite areas or

strong points. This program, like many of the newer
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Learning Company products, comes with a second disk called
the Personalized Learning Center. The teacher can load
this disk on, and it allows her to keep track of student
progress. When students first begin the program, they can
take a test that assesses their math skills and sets each
activity level to match their needs. The student or
teacher can also manually set the level of each activity.
Cluefinders 4™ Grade Adventures

This program is one of a series of Cluefinders
programs that focus on language arts, math, and social
studies skills for specific grade levels. Students must
complete activities using these skills, and they are then
rewarded with clues that help them get to the next level.
Instead of being a skill drill type game in which students
repeat activities and merely.try to earn a ceftificate or
tokens for fun games, this program has students use skills
along the way to an ultimate'goallbf rescuing their friend
and saving the world from evil. Students have to repeat
each activity enough times to master it, but not so many
times that they are bored. Although this.program was the
only one of the series that was reviewed for the study, it

is quite possible that the 3™, 5™ and 6" grade
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Cluefinders programs are also excellent and worth trying
in the classroom.
Reading Blaster Vocabulary

Many of the upper grade language arts programs focus
on lower—level‘thinking skills, but this one really
engages students in some higher-level thinking while
helping them practice and build language skills. The
setting for this game is a mgnsion, and students move
among the rooms completing activities. When an activity
is completed, the student is given a clue to solve a
“whodunit” mystery. After all activities are completed,
the mystery can be solved. The game can be played
numerous times because the clues and suspects change each
time. There are a wide variety of activities; some that
involve knowledge skills such as matching words and
defiqitions, and others that involve synthesis skills such
as building words. All time is spent on task, making this
an enjoyable game for students and also an excellent
learning tool.
The Factory

This program stands out from the other favorites
listed here in that the students do not interact with any

characters while using the program. This was the only
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program among those reviewed that managed to do this and

still keep the student reviewers engaged. The students,

one of whom was quite difficult to keep on task, éctually
had to be pried away from it.

This program focuses entirely on synthesis and
analysis skills, so students are not only working on a
content standard at all times, they are also engaged in
higher-level thinking. The activities involve so much
higher-level thinking that e%en an adult could be
challenged at the highest level. The program
automatically starts on the easiest level, but it is very
easy for students to change the level to match their
ability. Unlike other programs, students seemed to be
motivated to try this program at a level that was more
difficult for them instead of just keeping it at a level
that was easy.

Logical Journey of the Zoombinis

Any teacher tired of hearing about Pokemon might find
this a welcome addition to the classroom, as it tends to
start a frenzy of excitement over its characters. More
students reviewed this program than any other because

students would watch others try it and beg to use it. The
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characters are enticing, the directions are incredibly
clear, and the activities are engaging.

To start the program, the students are asked to
create sixteen Zoombinis using different eyes, noses,
hair, and feet. They then travel with these Zoombinis,
trying to help them make it from an island to their new
home. Along the way the students must complete activities
that allow the Zoombinis to pass through and complete
their journey. If students make too many mistakes trying
to figure out the task some Zoombinis are lost. Along the
journey there are points that require sixteen Zoombinis to
pass, so if students make too many mistakes they must
return to the island, make more Zoombinis, and repeat the
initial activities.

Once the students complete all activities, the
Zoombinis reach their destination and can start building
homes. The students can then‘bring more Zoombinis from
the island by completing the activities at a harder level.
At all levels students are using analysis and synthesis
skills, and no time is spent off task.

Where in the World is Carmen Sandiego?
This program not only keeps students involved in

higher-level thinking activities, it also provides them
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with an insight into many places and cultures throughout
the world. Although:students interact with many animated
characters in the program, they can also.access real-life
videos from any of the countries they might visit during
the game. |

At the beginning of this érogram, the students are
sent on a mission tb/catch a thief. They set out on an
adventure to many different éountries, where éhey are
given clues as to the thief’s whereabouts and identity.
They use this information to decide where to travel next
and to obtain a search warrant for the criminal. TIf a
clue about a country is given that the students do not
ﬁnderstand, they can enter information into a database
search engine which will help them gather more related
informatién. For instance, if a clue is given that the
criminal is heading to Venice, students can enter Venice
into the database search and they will be shown all areas
in thch the word Venice appears.

This program is exceptional because it combines three
important aspects of education. It keeps students
involved in critical thinking; it imﬁérses students into
different cultures; it provides opportunities to learn

basic research skills.

119



Sim Safari

Although the Sim games are popular for home use, this
one is also excellent for school use because of its
excellent directions, exceptional synthesis activities,
and popularity among students.

Many of the Sim games require a user’s guide to
figure out, but Sim Safari offers clear directions
throughout the program. This makes it possible for
students to use it without requiring an excessive amount
of help from an adult. Guides are provided in each
section of the game to give not only directions, but also
advice.

The program includes three sections - the safari, the
lodging area, and the village. In the safari area
students must add plants, animals, and water to keep the
park in balance. A field book is available for reference
about food chains, and an ecologist is also available to
give advice about the survival of the plants and animals.
In the lodging area studénts must build sleeping and
dining areas, pools, and roads. They must also keep
vehicles on hand to take guests into the safari. The

students travel to the village to hire locals to work in
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the lodging area and park. A business manager is
available to give hiring and building advice.

Overall this program provides a real-life experience
in ecology and business while keeping students on task and
thinking.

Grammar for the Real World

This was another of the few programs that combines
language arts skills and higher-level thinking. It also
gives students a view of how grammar skills might be used
in the real world.

Students take on various jobs in an entertainment
business scenario while using this program. Each job
requires them to use their grammar skills to complete jobs
"such as editing and creating advertisements. As a job is
successfully completed, it is added to the student’s
resume. After a certain number of jobs are added to the
resume, the student is rewarded with an arcade-type game
in which she dodges cars to gathér donuts for the bosses.
After all jobs are complefed the studént gets to pfoduce
her own movie. |

The students who reviewed this program found it

challenging, yet entertaining. This is a good sign that
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1t provides a fun scenario while still engaging students

in standards-based and higher-level thinking activities.
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CHAPTER FOUR

CONCLUSIONS

This project proyides teachers and administrators
with a list of Quality elementary software programs.
Because of the focus on higher-level thinking and content
standards in today’s schools, programs were chosen to be
on this list if they kept students engaged in activities
focusing on either or both of these areas. Teachers and
administrators are now held accountable for teaching all
content standards, and software that can help do this is
useful.

Although only ten programs were chosen to be on the
list at the end of chapter three, this does not rule out
any of the other progfams that were reviewed. For this
reason, grade level, Bloom’s taxonomy, content standard,
and student appeal information is provided for each
program that was reviewed. This allows teachers and
administrators to review the information for any of these
programs that they may own and decide how to most
appropriately use these programs. In order to make this

easier, Appendix A lists all programs that were reviewed
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in alphabetical order SO thét the information on them can
easily be found within this project.

The list of programs reviewed is by no means é
complete list, but is instead a small sémple of what is
available. A échool tﬁat already owns software will most
likely not find all of its school owned programs reviewed
here, but can instead use the information here as a guide
when purchasing new software. prefully, the information
provided here will help teachers use software more

méaningfully in their classrooms and'inspire them to

choose software that will best fit their needs.

Recoﬁmendafions for Future Research

Because new software will continuously become
available, the need for software research and testing will
be ongoing. The thought of choosing softﬁare can be a
daunting task for a teacher or administrator already
burdened with numerous responsibilities. To keep testing
and research time down, one might begin by narrowing the
search to software design by certain companies.

Those looking for good software can focus on a few
companies that have provided good soffware in the past.

Although specific software titles are previously listed,
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one could also look further to see that many of these
titles came from the same companies. Of the ten titles
listed, thrge came from The Learning Company and one came
from Brédgrbund, a division of The Learning Company.
Another company with more than one title listed above is
Knowledge Adventure. These companies would be a good
starting point for an educator looking for software, as
the quality of fheir programs seems to indicate that they
may design their programs for school use.

Overall, the findings in this study reveal the wide
range of activities and skill levels included in K-6
software. It is important for teachers and administrators
to acknowledge this fact and attempt to research software
and choose titles that will best fit their instructional

o

needs.
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APPENDIX A:

LIST OF SOFTWARE IN ALPHABETICAL ORDER
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LIST OF SOFTWARE IN ALPHABETICAL ORDER

Title Grade | Page
Level | Number
Arthur’s Second Grade 1-3 56
Big Thinkers 1°% Grade K-1 35
Building Perspective 4-6 107
Carmen San Diego Math Detective 3-6 83
Carmen San Diego Think Quick 4-6 104
Clifford Reading K-1 32
Clifford’s Thinking Adventures K-1 31
Cluefinders 4™ Grade Adventures 3-4 78
Cluefinders Reading Adventures 3-6 87
Danny and the Dinosaur K-2 41
Explorers of the New World 5-6 108
The Factory 3-6 86
Field Trip to the Rainforest 4-6 96
Franklin’s Math K-1 30
Free Willy 1-3 52
Get Ready for School Charlie Brown 1-3 54
Grammar for the Real World 4-6 105
Grammar Games 3-6 89
Grammar Rock 1-5 62
How Do You Spell Adventure-? 3-6 84
I Spy K-2 45
James Discovers Math K-1 29
Jump Start Second Grade Math 2-3 68
Just Grandma and Me K-2 43
Kid Phonics 1-3 53
Let’s Go Read 1 K-1 34
Let’s Go Read 2 K-2 44
Logical Journey of the Zoombinis 3-6 94
Madeline Thinking Games K-2 40
Magic School Bus Explores the Earth 2=4 77
Magic School Bus Explores the Ocean 1-3 58
Magic School Bus Lands on Mars 1-3 51
Math Blaster 6-9 1-3 61
Math Blaster Geometry 6 111
Math Munchers 2-6 66
Mighty Math Calculating Crew 3-6 80
Mighty Math Carnival Countdown K-2 38
Mighty Math Number Heroes 3-6 90
Mighty Math Zoo Zillions K-2 36
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Mission THINK 2~5 74
Money Town , K-3 48
Operation Neptune 4-6 97
Phonics Alive 3 2-6 75
Puzzle Tanks v 4-6 100
Reader Rabbit Personalized Math Ages 6-9 1-3 49
Reading Blaster Vocabulary 3-6 81
Road Adventures USA 5-6 109
Sim Safari 4-6 102
Snoopy Campfire Stories K-2 46
Spellbound K-5 72
Spell It Deluxe 1-6 63
Strategy Challenges 2-5 73
Super Solvers Outnumbered 2-4 71
Thinkin’ Things Sky Island Mysteries 2—-4 69
Trans-Con 3-6 92
Treasure Math Storm 1-3 59
Where in the USA is Carmen San Diego? 4-6 98
Where in the World is Carmen San Diego? 5-6 101
Word Munchers 1-6 65
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