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Software Review:

	
	Computer Classroom 4
	Logical Journey of the Zoombinis
	World Walker – Destination Australia

	Publisher
	2N Education - Australia
	Broderbund - USA
	Soleil - USA

	Age Level
	8-10
	7-14
	8-12

	Learning Level
	Year 4 or those with basic literacy-numeracy needs.
	Any (concepts). Can be used in group work with catch-up students.
	Early learners of Spanish or French. ESL or remedial English students.

	Subject Area
	NSW Year 4 Curriculum
	Mathematics “Non-number” Concepts
	Language(s)

Ecology, Biology

	Activities
	28 with between 3 and 6 subactivities each
	12 with 4 levels of difficulty
	Language & Science

5 

	Strength of Program
	Practice and Learning in many detailed scenarios.

Interface is bright and navigation easy to follow. Completed units are noted in an overview. User can move directly to any of the 28 activities.
	Different Math concepts from the Arithmetic “Math Blaster” 

Has something of the Lemmings (a successful game) about it.

Can be used as group activity with ESL students – both math learning and language interaction.

Variety.
	Attractive and Interesting Walkabout Activity. Beautiful watercolour art. Simple Australian Animal Encylopedia. Simple sentence making exercise (language explorer) – in user’s choice of English, French and Spanish. Pictograms a feature.

	Weakness of Program
	Rigidity of a right-wrong process. Now and again a different interpretation has a student being told they are wrong for an answer that has some logic to it.

Pattern is same in most activities. Same wise owl voice and graphic. Constant use of the mouse required.
	Difficult if student doesn’t twig to what patterns to look for.
	The “Spelunker” game is not to the standard of the Walkabout.  Difficult for some students to get the point of Food Chain solitaire.

	Recommended
	YES
	YES
	YES

	For:
	Self-motivated catch-up learners
	Middle Primary to Middle Secondary.
	Middle Primary to lower Secondary


Computer Classroom Year 4

Computer Classroom 4 is one is a series which dips into the NSW Primary syllabus. The user enters the program via a page listing all the units, with the completed units indicated.  The user can select any unit in any order.  This is a plus if the program is used as a learning resource for practising skills, particularly with a student who needs additional practice.

Mainly, the tasks are clear and the student can proceed on their own. However, as the creators point out, it is beneficial to have an older person available to help.  There are some occasions when the student might not understand the task or one or more of the choices is not understood. An example is in Unit 24, Area.  The student is asked to click on objects which are more than one square metre in area. One example is an art folio.  It is possible for a student to visualise a primary art folio to be less than one square metre in area. However the program regards an art folio as being larger than one square metre in area.  Another example which could go either way is a window.  No coaching is given.  As I write this the program continues to repeat (endlessly) the task. The only way to avoid repetition of the same spoken sentence while the student researches the answer is to turn the sound down!  This is a limitation which students may overlook as the upside is a very large collection of practice screens.  This program is a revision or reinforcement program – not a learning program.  The rigidity of the process is both a plus and a minus.

A factor mentioned in a review by Julia Humphries and Patricia Saultry in their review on the Education Department of WA site has been my experience too, that the programme is highly recommended for students with learning difficulties.  In fact the series is the most popular educational program among a group I know, of adult Aboriginal people aiming to improve their literacy and numeracy.  They appreciate the predictability and simplicity of the interface as well as the colourful graphics. 

Logical Journey of the Zoombinis

The Superkids rating for Zoombinis was two lots of 5 stars for Educational Value and Kid appeal.  The comment was that even adults can feel challenged by it.  They also mentioned something I had experienced: that it works for small groups as well as individuals so long as someone is around to explain how each obstacle can be overcome. I have seen Aboriginal Primary children with a teacher working through Zoombinis together.  There was possibly more language learning than mathematical learning.

Some activities work better than others with children.  For example the Pizzas Pass activity did not motivate students as much as the Allergic Cliffs, where success required observation of zoombini attributes.  The reason most likely being that the reasoning being practised was different from the earlier zoombini- type activities.  The new element in the Pizzas Pass was collecting evidence for which patience and observation – and maybe writing something down was required.  A guesswork style of reasoning did not work here. 

Worldwalker Adventure Australia

School House rated this software at 5 stars for learning value, music and graphics, 4 stars for Entertainment value.  

Ecology:There are three habitats (Bush, Desert and Swamp) beautifully illustrated and  inhabited with animals and birds.  No other software I have seen has the similar artwork.  Clues are given and the user photographs the required animal/bird.  Success is rewarded by batteries for the torch needed in the dark caves, where there are aboriginal paintings and bones for a skeleton puzzle.  The sound track is varied and interesting.  A pity the English Language graphic is an American flag.

Food Chain Solitaire aims at reinforcing where Australian fauna are in the food chain.  The Patience Card Game it is based on means the student has a divided focus and this is the game’s limitation.  The student may know the food chain but as happens with Patience you lose more often than you win.  In this case the game play overshadows the educational value. An additional difficulty with this activity is the difficulty of dealing with animals that have a range of prey.

The version I saw was totally viewable in English, Spanish or French.  This product would be of great support for language classes in Spanish or French.  Catch-up learners in English would also gain by doing the sentence building work in English.  Sentences are proposed using picture icons – and the student has to produce the sentence in the Language that is set at the time by dragging the words to suit the pictograms and the meaning. There are a number of 9 different scenarios (food, sport, city etc). Reinforcement can be gained at any time as words as well as sentences can be listened to.

