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PREFACE

The purpose of this notebook is to assist educators who are designing and implementing
inservice education programs to facilitate the effective use of Computer-Integrated Instruction (ClII,
in schools. CII involves the use of the computer as a problem solving tool. CII includes the use of
applications such as databases, graphics, spreadsheets, telecommu:.ications, and word processors,
these are generic applications in the sense that they can be used in many different subject areas and
grade levels. CII also includes use of special purpose software designed to help solve the problems
occurring in specific courses or disciplines.

This Notebook was prepared by the staff of NSF Project TEI 8550588, which received three
years of funding beginning September 1985. It is one of four notebooks to be prepared that
include:

CI3 Notebook for Elementary School

CI3 Notebook for Secondary School Mathematics
CI3 Notebook for Secondary School Science

CI3 Notebook for Secondary Schoo! Social Science

The problem addressed by this NSF Research and Developinent Project is the disparity
between the overall capabilities and potentials of CII and the current implementation k vels of CII in
our schonls. There ic strong support from computer-knowledgeable educational lead zrs for
increased use of CII

Growth in appropriate use of CII depends on schools having:

1. Access to appropriate hardware.

2. Access to appropriate suit vare.

3. Access to appropriate curr:culum and instructional support materials.

4. Appropriately trained teachers and school administrators who support increased use of CIL.

The cost of compu...r hardware continues to decline even as its capabilities continue to increase.
The amount of computer hardware available for instructional purposes is now sufficient to have 4
significant impact on schools. Moreover, hardware availability is continues to grow very rapidly.
This project assumes that the problem of hardware access will gradually diminish, thus, this proje.t
dc.s not focus on the hardware problem.

The quantity of educational software is continuing to grow, while the average quality continues
to improve. A 1986 estimate suggested that there were about 10,000 educationally oriented,
software programs for microcomputers commercially available. The Educational So/tware Selecior,
published by EPIE, lists nearly 8,000 ttles. The amount and quality of CII software now av..lable
is adequate to support extensive use of CII in schools and 10 have a major impact on school
curriculum. The educational market is large enough to support a viable, competitive industry with
many companies participating.

This project does not focus on the overall problem of educational software. However, each
Notet 0k contains information about a number of pieces of educational scftware. To the sxtent
possible, the focus is on currently available generic CII software. In cases where more specific
pieces of TII software are discussed, they were selected because they are readily available, and uare
apt to rernain so for some years to come, and because they fit the specific instructional needs of the
authors of these notebooks.

Instructional support materials include textbooks, workbooks, and reference materials, films,
filmstrips, and video tapes; and course goals, course outlines, and teacher support materials.
Although there is a substantial amount of instructional support material for learning/teaching ubout
compuier ieaching computer literacy, computer programming, and computer scicnce), the amount
of instructional support materials for CII s still quite limited. This project includes the development
of a modest amount of CII teacher support materials; a number of sample lesson plans have been
developed and are included in the notebooks, for example.
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It is not, however, a major goal of this project to develop CIT instructional support materials.

The NSF Research and Development project focuses on the development of effective methods
for the inservice education of educators interested in CII.  The materials contained in the notebooks
are intended for computer education leaders who are designing and implementing CII inservice
education workshops and courses. Each notebook contains a detail=d outline of an eight session
workshop along with support materials. A number of "Copy Me" pages are included for
dissemination in an inservice workshop or course.

It is recognized that designers and deliverers of inservice education vary widely in their
experience, computer background, and academic area of specialization. With this in mind, two
general methods are envisioned for using the materials in these notebooks. First, an inservice
provider might rely heavily on a particular notebook, following it closely in giving a sequence of
workshops or a course. Second, an inservice provider might use these notebook materials to get
ideas and to serve as resources in designing and presenting CII instruction to educators. In either
case it is expected th.. e inservice provider will benefit from use of the notebook materials and
will learn some new ideas about effective inservice and CIIL.

This Notebook presents a particular philosophy of inservice education. It is a process-oriented
philosophy, as distinguished from a content oriented philosophy. Thus, an inservice education
program based on this Notebook will look quite different from the traditional computer-oriented
nservices that have been widely presented in recent years. The resulting inservices are fun to lead
and fun to participate in. They are an effective way to encourage the increasec and appropriate use
of computer-integrated instruction in schools.

13 Notebook + 0.3 Preface » Page?2




How to Read and Use This Notebook

The purchaser of = single copy of this Notebook receives a print copy and a copy in MacW'rite
format on 800K Macintosh disks, and a single user site license.

/]

The single user site license gives the one person who is designated
as the "Primary User" of the site license the right to make copies of all
of the materials in this book for classes he or she teaches. If the single
user site license is purchased by a school or school district, the intent
is that one person be designated as the "Primary User." If several
people are to teach using this book, a multiuser site license should be
purchased. The right te copy materials from the book does not transfer
to participants in classes taught by the "Primary User."

Information about purchasing a multiuser site license can be obtained from the publisher, the
International Council for Computers in Education, 1787 Agate Street, Eugene, Oregon 97403.

The disk copy is orgaaized into folders, sub folders, and individual files in a systematic and
relatively logical fashion. At the bottom of each page of \“e print copy there is information that will
help you locate the appropriate file on disk. The typical footer consists of three parts:

Brief title of the book: CI3 Notebook
File name: This is explained in more detail below.
Page number within the specific file: Each file is numbered sequentially starting at page 1.

The name of an individual file is two or three digits, separated by periods, and a brief title.
You will notice that the name of the file you are currently reading is 0.4 Read and Use. The first
e digit of the sequence is a folder number. This file is in folder number 0. The second digit refers to
a particular file within the folder unless there is a third digit. If there is a third digit, the second digit
refers to a subfolder number, and the third digit to a file within that subfolder.

This Notebook contains a great deal of information to aid you in conducting an effective
v..service for integrating computers into the curriculum. Most readers will want to skip around in
the material, rather than reading it from cover to cover. This section is a guide to help such readers
by presenting a brief summary of each section and how and when to use it.

Section 1: Effective Inservice

Substantial literature exists on effective inservice. This section of the Notebook contains a
brief summary of the effective inservice literature foilowed by a discussion of the CI3 model for the
inservices designed for this NSF project. We recommend that you read all of this section.

Section 2: Background Information

The first part of this section is a general overview of computers in education. It might be used
as a handout at an inservice for eJucators who have not had previous coursework or extended
workshops on computer uses in schools.

The second part of this section discusses the roles of com.puters in problem solving. This is
essential background information for all inservice presenters. It can also be used as a ..andout for
workshop participants.

CI3 Notebook * 0.4 Read and Use * Page 1
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Section 3: Initiating/Planning an Inservice
This section offers a few suggestions to consi-ler when beginning to plan an inservice. Novice
inservice organizers will want to read this section.

Section 4: An Eight-Session Mathematics Inservice ’
The inservice described in this Notebook is eight sessions of two hours each. Although the

information included can be presented in eight session, there is enough material for nearly 16

sessions if desired. We suggest ihat you carefully read through the materials for the first session to

get the general idea of the information presented.

Session 1: Graphing to Represent Data. We chose to introduce graphics in the first
session because alt math teachers seem to experience personal success in using graphics pa .kages.
During iis firsc session the participants will generate, use, and discuss line, bar, and circle graphs.
The issue of when and how to use graphics software in math classes is discussed.

Session 2: Graphing Equations. Additional work on line, bar, and circle graphs. Use |
and discussion of software that graphs equations. Discussion of possible uses in the math ‘
curriculum and implications of ntegrating routine use of graphics software into the math |

curriculum.

Session 3: Spreadsheets. Introduction to spreadsheet software. Possible uses of
spreadsheet software and similar software package: in the mathematics curriculum. (Note that
adequate coverage of spreadsheets takes more than a single 2-hour session.)

Session 4: Problem Solving. Although problem solving is a theme that runs
throughout the 8 weeks of the inservice, this session is specifically devoted to problem-solving
software. We examine several pieces of software and discuss how they promote problem-solving

skills. C

Session 5: Database. introduction to database software. Examination of possible uses of
databases in the mathematics curriculum.

Session 6: Geometry and Visualization. Examination of software designed to be used
in the geometry cr—iculum and software designed to help improve visualization skills.

Session 7: Inverted Curriculum. What can each individual person, department, school,
or district do to integrate computers into the math curriculum? Do we need to teach math topics in
the order that we are currently teaching them? Can we start with generalizations and work
backward to a specific algorithm? This session consists mainly of lecture, and small-group and
large-group discussion.

Session 8: Project Reports and Closure. Inservice participants, individually or in
small groups, have been working on term projects throughout the inservice. This final session is

devoted to project reports and final questions and discussion. An evaluation of the inservice is also
conducted.

Section 5: Instruments and Evaluation
The NSF project used a variety of instruments for ne :ds assessment, formative evaluation, and
summative evaluation. Copies of these instruments and a discussion of some of the results are
included in Section 5. The NSF project inservices placed considerable emphasis on formative
evaluation, and we recommend that workshop leaders do likewise. Such an emphasis will help
workshop leaders adjust their presentations to meet the needs of participants. ’

CI3 Notebook « 0.4 Read and Use « Page?2
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Readers are also encouraged to study Seymour Hanfling's doctorate dissertation, which was
completed in the fall of 1987. Hanfling's work focu =d on formative evaluation of the NSF
project. His dissertation was directed by Dick F.anikn (the project evaluator) and Robert Sylwester.

L It provides substantial information about the effectiveness of the project during its first year.

, ‘ Additional detailed information on the long term effects of the project are discussed in Vivian

. Johnson's doctorate dissertation completed in summer 1988 under the direction of Dick Rankin and
Dave Moursund.
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EFFECTIVE INSERVICIE

1.1
What the Research Literature Says

Change is difficult. Itis difficult to imagine, difficult to plan for, difficult to implement,
difficult to manage, and difficult to measure. Fullan (1982) stat. . that, in the educational context,
"change involves 'change in practice™ (p. 30) and he demonstrates several difficulties. For one,
change is multidimensional; new materials, new teaching approaches, and alteration of beliefs must
be considered.

Inservice training is a major tool in the implementation of educational change. In reporting a
research-based model for such training, (Gall & Renchler 1985), the authors state, "No one yet
pretends to have discovered all the elements that make staff development prog.ams completely
successful” (p. 1). One reason for this is the difficulty in designing studies that can "tease out" the
effective practices from the backgrcund noise of incidental and uncontrolled effects. The most
reliable measure of effectiveness—:hange in student behavior—is several steps removed from the
major actions of most staff development programs. Joyce and Showers (1983) describe a model
involving classroom-level coaching that promises to take the training ail the way to the level of
observation of actual classroom practice, but sinch designs are rarely implemented due to limitations
of time and funding.

Because change takes time and is best viewed as an ongoing process, the internal state of the
learners—in this case, teachers themselves—is an important consideration. Hall (1982) showed
“qat it is desirable to match inservice to current Isvels of concern of the individual participants.
Furthermore, continued trackinig of the evolution of their level of concern can function as a
diagnostic tool for modifying the content of training "on the fly," should modifications be
necessary.

The literature on inservice designs that are specific to computer educttion is sparse. (Gabel
(1984) reviews the work of Isaacson (1980), Winner (1982), and Ferres (1983), and finds, that
their essentially descriptive studies do not speak to the issue of effectiveness, but instead
concentrate on thé mechanics of developing and presenting special purpose inservice training.
Gabel's own work concluded that the model suggested by Gall and Renchler (1985) was 2 valid
and useful framewcrk for organizing computer education inservice.

In this section, the categories for the dimensions of inservice follow those outlined by Gall and
Renchler (1985) and are divided into five categories: content and organization, delivery system,
organizational context. governance, and evaluation.

Inservice Dimensions

Content and Organization. The realm of the planning, development, delivery, and
follow-up of actual training sessions is below the level of more global concerns such as the
environment in which inservice is provided, the goals and standards of the institution whose
teachers are being educated, 6. the measures by which the inservice program is to be evaluated. Of
course, these global issues have great impact on the training to be delivered. For example, the
environment may determine the resources, timing, extent and depih of the program. The goals and
standards of the institution (e.g., a school district) should strongly influence (if not actually
determine) the content of the program. The measures of evalration may direct the attention of the
trainers to emphasize more closely monitored elements of the program at the expense of other
elements less emphasized by the evaluation instruments.

Nevertheless, the actual conduct of an inservice may be separated from these other concerns,

CI3 Notebook * 1.1 Research Literature « Page 1
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and a large body of literature (accompanied by a muck smaller body of research) is available for
inspection. The predominant feature of the litcrature is that it is generally based upon common
practice, rather than upon actual research. In ract, the management and evaluation of inservice
training is more thoroughly researched than the conduct of inservice.

Gall and Renchler (1985) identified the diniensions of methods of delivering an inservice.

1. Readiness activities. What actions are taken prior ¢ - the conduct of training to raise teacher
awarene s of the importance of the inservice program? How are schoo! leaders prepared
for their roles in the training? What participant infurmation is gathered before the program
begins?

2. Instructional process. What training methods will be used to help teache_s acquire the
target knowledge and skills?

3. Maintenance and monitoring. What provisions are made to observe and measure the actual
level of application of the content of the training to classroom practice?

4. Training site. I the training best carried ovt at the school site, or is another location more
appropriate?

5. Trainers. What trainer characteristics may impact the effectiveness of the truining program?
6. Scheduling. What duration, spacing, and timing should the training program have?

Competertly designed inservice training programs will address each of these dimensions. The
usual practice of trainers is to give great attention to the instructional process, scheduling and their
own preparation.

An acditional question to be addressed might consider any p-actical distinctions tha. exist
among different types of learners. Are adults in general (and teachers in particular) sufficiently
different from other learners that 2xceptions or re.:nem._nts must be made to the well-researched
principles of learning? (see Gagné, 1977) Although the most general of these learning principles
remain intact, researchers such as Knowles (1978) have determined that adult learners are
sufficiently different from children as to merit distinct consideration. Among the important features
of adult learners cited in Knowles' werk are that:

1. Adulis learn by doing; they want to be involved. Mere demonstration is usually
insufficient. Practice and even roaching are highly desirable.

2. Problems and examples must e realistic and relevant to them as adults.

3. Adults relate their learning very strongly .0 what they already know. They tend to have a
lower te? 2rance for ambiguity than children, s explicit attachment of new knowledge to
their /. «isting base is a paramount necessity.

4. Adults tend to prefer informal learning environments, which are less likely to produce
tension and anxiety.

5. Changes in pace and instructional method tend to keep the interest of the adult learner high.
6. Unles; the conditions of training absolutely require it, a grading system shouid be avoided.

Checkliste Jf criteria met in the course of training, for example, are less intimidating than
the assignment of grades.

CI3 Notebook « 1.1 Research Literature « Page 2
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7. The instractor should frame his or her role as that of a facilitator of learning rather than as a
font of knowledge or expertise. This guarantees that participants will find the trainer
approachable, an atsolute precondition of communication between adult learner ana
teacher.

1t is obvious that these adult learner characteristics are of great concern to the teaching of adults
and they should govern several aspects of the preparation, delivery, and follow-up. The impact of
these elements of training is discussed below in summary with lessons learned from other sources.

In a study of the impact of inservice on basic skills instruction, Gall et a1, (1982) identified a
number of deficiencies in the ordinary conduct of inservice:

1. Programs tended to be focused on the professional goals of individual teachers rather than
on the improvement of the school instructional program. Teachers’ goals and school needs
are not always in consonance.

to

One-shot training or short sessions failed to show impact on the school's instructional
program.

3. Although the inscrvice programs were sponsored and financed by districts or schools, the
general plan and learning activities of the training were based on goals and objectives that
had little or no demonstrable connection tc those of the school or district.

4. Programs were very rarely assessed on the basis of actual improvement of student
performance.

5. Most inservice programs lacked several of the following desirable features: readiness
activities, a meeting, follow-up activities, and in-classroom observations to identify
changes in teacher bebavior that might be attributed to the inservice training.

These researchers judged that programs exhibit® _ .uch deficiencies will have little impact on
teacher practice or student performance.

Much of the work of Joyce and Showers (1983) centers on governance issues, but they also
have critical points to make concerning the conduct of inservice:

1. Training may be considered to be composed of levels of involvement: lecture,
demonstration, practice in the training environment, practice ir ° = target enviror .nent, and
coaching in the target environment.

2. Generally, lecture and demonstration have little impact in terms of changing teacher
behavior.

3. Practice (following lecture and demonstration) contributes greatly to change in teacher
behavior.

4. Coaching (following lecture, demonstration, and practice) not only contributes further to
change, but also creates opportunities for dissemination of an innovation or desired practice
throughout the unit (e.g., department, school, or school district) in which change is
desired. One of the most promising of these opportunities is peer coaching.

Echoing elements of both Knowles (1978) and Joyce and Showers (1983) are some of the
findings of the Florida State Department of Education (1974):

1. Inservice programs that place the teacher in an active role are more likely to accomplish
their objectives than those which place the  .cher in a receptive role.
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Programs that emphasize demonstration, supervised trials and feedback are more
successful than those that simply present new ideas or materials to teachers without
opportunities for practice.

3. Programs in which teachers share and provide mutual assistance to each another are more ‘
likely to succeed than those that fail to encourage in*eracuon curing and after training.

4. Self-initiated and self-directed training activities (although seldom used in inservice
education programs) are associated with successful accomplishment of program goals.

The literature offers many similar indicators of success or effectiveness in inservice conluct.
They are briefly summarized as follows:

1. The content of inservice education programs should be drectly and immediately linked to
the goals of the agency sponsoring the training.

2. The characteristics of teachers as adult learners should be taken into account when inservice
education activities are designed. In particular, the activities should be relevarit to them as
adults, new knowledge should be explicitly connected to previous knowledge, an air of
informality should predominate, grading systems should be avcided, and the trainer should
act as a facilitator.

3. Designs that feature multisession contact and development of .n ongoing relationship
between trainer and teacher is preferred over one-shot designs.

4. If possible, the training should include not only presentation of information and
demonstration of new methods and skills, but also supervised practice and coaching.

Organizational Context. When referring to the organizational context in which inservice A
education occurs, Gall and Renchler (1985) echo the "modal systems" of Joyce and Showers L 4
(1983). While Gall and Renchler recognize the five modes identified by Joyce and his colleagues,
they prefer to think of these modes as representing different functions of inservice education and go
on to identify fou such purposes: (a) inservice for personal professional development; (b)
inservice for credentialling; (c) inservice for the purpose of induction into the profession; and (d}
inservice for school improvement.

"Inservice for school improvement"” speaks directly to the school as an organization.
Operationally, one can define the organizational context as those organizational elements of the
school that directly inflzence the success of inservice education. But organizational context also
implies a series of interrelated components that work in relative harmony. To divorce any one
component from the whole distorts our perception of and reaction to that element. Just as our
perception of our environment is continuous, so the school must be viewed holistically as a
continuous, dynamic collection of interlacing and interactive parts.

A meta-analysis done by Lawrence and Harrison (1980) concludes that the most effective
inservice programs address the school as a unit. Their research supports the contention that
inservice is most effective when the emphasis is on global goals rather than personal development.

These findings are consistent with the observation of noted anthropologist Edward T. Hall
(1981) about the essential nature of the context of expression and action. He states that context
determines everything about the nature of the communication and predicates further behavior. A
focus on school improve.nent places the "situational dialect” of the teache: professional life of the
teacher within the larger frame of the school as a complete unit. This broad focus of shared goals
gives a context of discussion in harmony with the larger organizational context. A somewhat
different but complementary observation is made by Pitken (1972) when she examines the queston
of social membership. She notes that with respect to learned or cultural norms, the wholeness and
uniformity of our society is determined by the acquisition of like patterns by people exposed to
them. These views lead again to the conclusion that the more consonant the goals are with the
school, the more consistent will be the patterns of compatitility between the behavior elicited and
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must mirror the intentionality of the school as a unit.

If we place the goals of the inservice within the larger framework of the school environment
and prov.de a collegial support structure, chances of institutionalizing any changes are impruved.

In a fundamental sense, the organizational context provides the ecological gestalt of action and
interaction. Compatibility between the objectives of the inservice and those of :he school is
essential if changes are to be made a part of the taken-for-granted background of the teacher,
adminisators, and support staff in their daily activities.

Holly (cited in Gall & Renchler, 1985) swveyed 110 teachers and found a general preference
for activities that allowed them to work with other teachers. Ngaiyaye (cited in Gall & Renchler,
1985) found that teachers preferred to work with teachers who had similar educational duties.
Domain-specific knowledge as defined by Doyle (1983) consists of an explicit semantic net..ork of
relevant information and identified methods or straregies for applying that information. Aithough
Doyle was addressing academic content, it seems clear that the same theme can be applied
effectively in inservice education. Thus, not only does educational research support the need for |
teachers to work with teachers, but it supports a more specific domain of discourse in which the;, |
share their goals and concerns with teachers in their own or similar subject areas. In a colleg:al |
environment made up of their peers, teachers can relate common concezns and share methods or
strategies central to their needs as educators (U.S. Department of Education, 1986). Furthermcre,
teachers with similar instructional assignments can share materials, tools, and new methods of
instruction.

Unfortunately, there appears to be no research examining the relative effectiveness of vanations
in teacher ‘nservice groupings as defined by Gall and Renchler (1985). Wade (1985), however,
does indicate in her meta-analysis that participation by both secondary and primary school teachers
is more effective than either group working alone.

In ai, organizational context, the school principal as an instructional leader plays a major
influential role. Research by Louchs and Pratt (cited in Gall & Renchler 1985) indicates that the
role taken by the principal in the implementation efforts of a program is essential to the success of
the project.  Leithwood and Montgomery (cited in Gall & Renchler 1985) have shown that an
effective principal will participate in at least part of the inservice workshops attended by the staff.
Finally, the Rand study (cited in Gall & Renchler 1985) suggests that without the approval of the
principal, teachers generally will not implement a new curriculum or process.

As noted above, the school is a dynamic but loosely coupled organization. This loose coupling
requires a mediating force that lends a coherence to its structure. Thus, the principal seems to act
as a lens to keep school goals clearly in focus and as a guide to keep teachers on track with district
objectives (U.S. Department of Education, 1986).

those expressed by the administration and support staff. In essence, the new behaviors or activitie:
|
|
|
l
\
|

Governance. The issue of governance framres the larger context of school as a functioning
unit. Operationally we can define governance as that organizational process of decision making (hat
determines school policy and directs school resources. The governance of inservice education
specifically addresses concerns about the way an inservice will be designed and offered to he
district staff. The study by Mertens (1982) zlearly shows that the view of the teacher as a
professional must pervade the district; when teachers are viewed as professionals, inservice
projects are more successful than when teachers are viewed merely as functionaries. All projects
and or policy decisions need to be approached in *his light.

There appears  be no research on the most effective infrastructure for carrying out the process
of governance at the district level However, there is ample research to indicate that this process
must take into account teacher concerns and expectations. Many researchers indicate that the teacher
must be given the opportunity to be part of the planning. If teachers are not consulted, the res.lts
can be disastrous. Wolcott (1977) documented a carefully planned effort for educat.onal change in
a school district in Oregon. This mammoth seven year plan involving several hundred thousan
dollars, vast district resources, and uncounted hundreds of hours for both planners and teachers
failed. Its primary failure was that it did not take into account the needs of the educator. It was
conceived as a "top-down" approach and implemented as such.

Wolcott reaffirms the importance of tescher participation in the planning process. What 1s ot
clear is how much control teachers should have over the inservice content. On one side is the work
of Schurr (cited in Gall & Renchler, 1985), where it is shown that teachers desire input into the
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planniag process; on the other side is the work of Wade (1985) that indicates inservice sessions
were gauged as "less successful” if part’ cipants were regarded as tiie major contributors to the
process. Indeed, her meta-analysis shows that inservice sessions are more effective if the leader
assumes the role of "giver of information" and teachers as "receivers of information.” Clearly, a
balance seems necessary. It is important to ascertain the needs of teachers so that inservice ses..ons
can be directed specifically to their needs. On the other hand, the integrity of the inservice content
must be maintained, with policy and planning decisions attempting to strike . .alance between
teacher input and district needs.

Another issue of governance is the recruiument of parti~ioants. Motivation to attend ins>2rvices
can be subtly but definitely enhanced if the research outlinew: .1 this section is taken into acceent. A
feeling of personal connection witn the concerns of the inservice is al<o important. Moursund
(1988) suggests that ownership in a problem-solving process is critice:. Inservice by definitior. 1s &
form of problem solving. If participants can feel a sense of ¢:vnersiup o1 the cointent of the
inservice, they will want to attend and take seriously the pu poses of the project.

Wade (1985 confirms the need to have a sense of ownership, pointing out that inservice is
more successful when the teachers are given special recognition for their involvement. But she
further reports that projects are more successful if teachers are either designated to attend or selecied
on a competitive basis. Clearly, the research confinms the need of teachers to be a willing part of
the process, but it also indicates that directing teachers to attend is no. predictive of failure.
Obviously, this is a complex issue: How teachers are directed to attend is important, the content and
relevance of the inservice is important; the organizational context is important; ard the way the issue
of governance has been handled in the schooi is historically important.

Other incertives for atiending inservices described by Betz (cited in Gall & Renchler, 1985) are
release time, expenses, and college credit. Administrators, however, can take heart in Wade's
(-985) finding that almost any inservic.. can make a difference. She reports that inservice of any
kind, on the average, resulted in half a standard deviation greater positive change than control
groups. This is a clear indication that inservice education can influence the quality of the educaton.

In summary, effective inservice must take into account the school organizational context and its
governance policies. It appears that the more the inservice speaks to the unifying goals of the
school, the more effective will be the results.

Evaluation. As stated in Gall and Renchler (1985): "The evaluation of inservice programs
is not a well-developed field,” and "... systematic evaluation of inservice programs is the except.on
rather than the rule” (p. 30). In an effort to bring some order to the field, Gall and his colleagues
(1976) attempted to define the differer.: levels at which inservice maining might have effects. They
defined four levels:

Level 1. Implementation of the inservice program. (Measures of the quality of the training
itself.)

Level II:  Teacher improvemer... (Measures of actual change in teacher behavior in the
classroom.)

Level II:  Change in student performance. (Measures of the degree to which improvements
in teacher performance lead to improvements in student achievement.)

Level IV:  Changes in the envirunment. (Measures of changes in the school that may be
indirect [or even unintended] results of the inservice program.)

The further away we get from measuring the direct delivery of training, the iess certain we can
be that changes in Levels II, III, and IV are actually attributable to the training program. Other
factors, unpredicted and unmeasured, may have greater impact than training.

At Level 1, the elements mentioned previously in the Content and Delivery System <ection
(readiness activities, instructional process, maintenance and monitoring, training site, trainers, und
scheduling) should be measured direcdy. In addition, some quantification of the degree of
relevance of the program to teachers' perceived and actual needs should be attempted.

At Level 11, the best measures are those of increased teacher competence. If the program is ot
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novel content (as a computer inservice might well be), conventional measurements might have to be
supplemented with new ones that reflect the content of the training. Observaticnal measures of
actual clessroom practice are the preferred instruments.

At Level 111, measures of studewt achievement are appropriate. Becavse this 12vel is rather far
removed from the training, it may be difficult to attribute chang:s in studenc beha ior directly to
actual inservice practices.

At Level IV, we hesitate to suggest methods of measurement. Although instruments can be
created to measure school climate and levels of intercommunication among the staff (Joyce, Hersch,
& McKibbin, 1983), it is perilous to presume explicit connecdons between an inservice program
and a change in the school environment.

Conclusion

To narrow the scope of the literature on effective inservice, tlis review concentrates on literature
dealing with the actual conduct of inservice.

The-five dimensions of inservice (i.e., coatert, delive.y svstem, organizational content,
governance, and evaluation {Gall & Renchler, 1985]) wee - cd to examine the literature. The
predominant feature of the literature is its bases in comrncn practice, rather than on actual research.
Literature specifically related to implementing changes :n educational computing is extremely
limited. The literature that exisis concentrates on the delivery system aspect of Gall's classification.

Currently, staff development is the major tool for irpleraenting educational change. Reviewing
the literature confirmed our intuitive belief that effective insexvice is difficult to attain for the
following reasons:

1. Change is multidimeasional. (We are dealing with change in a school system, and a school
system is a very complex entity.)

2. Change is a slow process. (It is the nature of a stable and functioning system to resist

change.) School systems seem to be exceptionally resistant to change, and change only

slowly.

Effective inservice is resource intensive. (In many seidngs the resources available for

inservice education may not be adequate to produce a significant change.)

Learning styles of adults are complex. (A typical inservice will involve adults with widely

varying interests, characteristics, and backgrounds.)

Global characteristics of school systems, many of which are outside the influence of the

inservice provider, influence change.

Participation of teachers in the process of setting goals for inservice may enhance the

learning of the participants, but it is difficult to properly achieve this participation in goal

setting.

7. Mechanisms for ev iluation of inservice programs are ill-defined and infrequently
attempted.

I
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1.2
THE CI3 MODEL FOR EFFECTIVE INSERVICE

(Note: This is a slightly modified version of a paper written by Seymour Hanfling, Judi
Mathis, and Jim McCauley for present.tion at the University of Oregon "Extensions of the Human
Mind" conference in August 1986. These three autkors were all members of the NSF CI3 project
staff when the paper was written.)

The Computer-Integrated Instruction Inservice (CI3) project directed by Dr. David Moursund
began in September 1985. The purposes of the three-year project: were (a) to develop an inservice
model for educating teachers in methods of integrating general computer software tools such as
databases, spreadsheets, graphics programs, science tool kits, into their curriculum; and (b) to
develop a method for training inservice trainers in the use of that CI3 model. -

During the first year the project team concentrated on developing the inservice model and
materials in two areas: elementary schools and secondary school mathematics. The second year of
the project continued ihis teacher inservice development and extended it to include secondary
school science. It also developed an inservice to train trainers in the use of the CI> model. The
third year will refined the materials from the second year, created materials for secondary school
social studies, and began dissemination of the results of the project.

The ultimate goal of the CI2 project is to bring about improvement in the classroom; this is a
formidable task. The process of bringing about improvement through innovation in the classroom
by staff development has been studied extensively ( Berman & McLaughlin, 1978, Dillon-Peterson,
1981; Fullan, 1982). Even though there is no agreement on the "one" best way to do staff
development, there is agreement on the need for the support and involvement of the major
components of an educational system: the teachers in a schocl or department, the building
administration, the central administration, the school board, and the students’ parents. The CI*
project used this knowledge in formulating an inservice program.

First, we received the support of the central administration of the district within which the
workshops took place. Second, we viewed the school (or department in the case of a high s:hool)
as the unit of change, not the entire district. We worked with groups of teachers fror: a building (or
department). Fiually, an administrator from each building was reyuired to participate along with the
teachers. As Wood, Thompson, and Russell (1981) point out:

For staff development to have a lasting effect, the principal must be committed
to the implementation of the inservice goals, participate in the inservice
planning and activities, encourage other staff members to participate in training
programs, and support and reinforce the implementation of new knowledge,
skills, and strategies. (p. 63)

During the first year of the project we were quite successful in getting school administrator
participation in the project. During the second and third years we were less successful. There 15 a
substantial body of theory on how to organize and conduct an inservice to be as effective as
possible. It usually turns out that there is a substantial difference between the theory and what une
is actually able to accomplish. In this case, we were not able to secure .chool administrative
participation at the level we would have liked during the secornd and third year.

-
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CI3 Notebook « 1.2 The CIII Model » Page 1




During the first year, the CI3 project worked with two groups of educators. One consisted of
the principals and @ number of elementary school teachers from three schools. The second
consisted of mathematics teachers from a middle school and a high school and an administrator
from each building. There were approximately 17 participants (all volunteers) per group.

Prior to the training, a necds assessment was conducted by interviewing all the participants.
We acquired knowledge on a variety of topics, including the participants’ current educational and
personal vomputer usage; their access to computers, computer lab(s), and software; their views on
educational uses of computers; and the areas in which they desired training.

Originally seven inservice sessions were scheduled. The sessions were conducted after school
and usually at the computer lab sites of the participating schools. (Two sessions were conducted on
the University of Oregon campus.) The introductory and cl...ag sessions were originally
scheduled to be five hours long (with dinner provided), and the five other sessions were to be twe
hours in length, held every other week. The teachers found the first five-hour session to be too
iong after teaching all day. We adjusted our schedule and shortened the last session to two and a
half hours. As a result of this experience, we redesigned the second and third year inservices to
consist of 16 hours of workshops in eight two-hour sessions.

The Inservice Model

The wise leader knows that the true nature of events
cannot be captured in words. So why pretend?
Confusing jargon is one sure sign of a leader who does
not know how things happen.

The Tao of Leadership by John Heider

Inservice Design Principles

The participants in our inservices reflected a wide range of backgrounds and teaching
environments. Although ihis lack of homogeneity is a common difficulty in computer-related
inservice education, it led to the development of a significant premise of these workshops.

Clearly, these workshops are not inservice trainings in the sense of teaching a specific teaching
technique, computer management skill or even competence with a specific piece of software, but
instead are educational workshops. They are meant to expand teache. knowledge and capabilities in
the classroom, and they provide an environment for exploring and learning about the applications
of computers and software tools in the curriculum.

The issue of training versus education is critical. Computers will be part of education from
now on. All teachers will eventually need to deal with computers in schools. Compu.er inservice
for teachers needs to be an appropriate blend preparing them to make some immediate use of
computers, but aiso laying a firm foundation for continued growth and learning in this field. It was
our observation that many inservices on computers place too much emphasis on what keys to press
and the specific details of particular pieces of software. Many inservices of this sort do not do a
good job of developing computer-related foundational knowledge such as general roles of

computers in problem solving, changes in education needed to prepare students ;or life in an
Information Age society, etc.
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The following design principles were used to create the balanced environment we deemed to be
appropriate:

1

Each session should offer participants at least one idea that can be used immediately or in
the short term future in their classrooras. This idea might be an activity, a piece of
software, a teaching style, or a management aid. The sessions are rich leaming
environments in which participants discover and experience many ideas and applications of
computer-related activities and softwaie tools. These environments provide many
opportunities for participants to find ideas that are appropriate and relevant to their
instructional situations. The process of discovery also helps build ownership and increases
the likelihood of classroom implementation.

Software should always be introduced in an instructional context. Rather than training
participants in the details of a piece of software, the tool is introduced with classroom
examples. Activities are designed so the participants can be successful even if they have
only pariial knowledge of the software. This allows teachers to see that they need not
understand all of the nuances of a program before they use it in the classroom. There are
two reasons for this approach: First, it helps teachers explore and gain an understanding
of the instructional uses of a specific software tool. Second, it provides a model for
teachers to experience an activity and begin to adapt the activiy to their own classrooms.

Participants should experience activities on two levels. First, as "students” in an inservice,
are the activities meeting the objectives? What is being learned? What is being
experienced? Is it enjoyable? Second, they are asked to analyze the activities and the
inservice itself: What activities have been chosen? Why have those activities been selected
and not others? How can those activities be adapted to their classroom?

Reflection and discussion of these questions occurs at differ.nt times. The participants are
briefly reminded to note and reflect on the first questions while they are doing an activity.
These questions are then repeated during the closure discussion for an activity. The second
set of questions is also discussed during closure for an activity and at the closure for the
entire session.

The participants should work in groups. There are four reasons for this. First, Cox and
Berger (1985) have shown that working in groups on the computer is more effective in
solving problems than working individually. Second, the participants become accustomed
to discussing computer-related curriculum matters with each another. This helps build a
school level and district-wide resource base, and it builds a spirit of mutual support among
the inservice participants. Third, it allows the trainers to work with more of the
participants. Finally, it allows the trainers to eavesdrop on participants' conversations and
gain relevant information for conducting discussions and directing the remainder of the
session.

In recent years the effectiveness of cooperative learning has become clear. Many people
fear that computers will be used to isolate students and work against against the cooperative
learning environment. But this need not be *he case. Many computer activities can be done
in a cooperative learning environment, and research supports this approach as being good.

Each session should be structured to allow participants to discover methods and models of
instruction. The participants demonstrate or gain an understanding of these methods during
the debriefing of each activity or at the session closure. This approach differs from many
prevailing iuservice formats by avoiding an explicit statement of inservice objectives at the
outset of each session. Our goal is to avoid creating a specific mind-set in participants that
may deter them from making their own original observations or restrict them from making
additional observations. It also allows them to experience the activities as their students
o~
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might, thus providing valuable insights that can be gained in no other way.

Imagine, for a moment, a scale which is labeled "Pure Discovery " on one and "Pure

Directed Instruction” on the other end. Most of the instruction in our sckools is conducted

using a style that is much closer to the Pure Directed Instruction end than to the pure ’
Discovery end. But it is essential that both teachers and students learn to use computers in

a discovery-based mode, so that they feel comfortable in working with new scftware

applications and learning on their own. Thus, in designing the inservices, we made a

decision to place majcr smphasis on discovery-based learning about computers. We

reascned that if teachers learned about computers in this type ¢f mode, they would then use

it with the'r students as they introduce computers into their classrooms.

This method requires the development of mutual trust. Through the activities the
participants discover, learn and gain insights across many pedagogical domains. During
the debriefings the trainers can aid the participants in understanding and adapting their
insights. This discovery and ¢=briefing-oriented model is stimulating, interesting, and
successful.

A key aspect of discovery-based learning is the debriefing periods at the end of discovery
sessions. The course instructor (the facilitator) must have a clear picture of the key
elemens that are to be discovered. (f course, it usually happens that many additional
important elements are discovered.) The debriefing sessions allow participants to bring up
and discuss the ideas that they have been working on and discovering. The facilitator must
ensure that all key elements are brought up and that they receive appropriate emphasis.

6. The sessions should be enjoyable!!! There has been substantial research on the relationship
between attitude and learning. We know “hat if participants are enjoying the learning
experience, they will learn more and better.

Material Selection and Development of Activities ’

The main reasons that computers are so heavily used in business, government, and industry is
that they are a powerful aid to problem solving and productivity. Computers can solve or help to
solve a wide range of problems. The focus of this CI? project is to improve student problem
solving by integrating of software tools (e.g..graphics, databases, spreadsheets, science kits, etc.)
into the curriculum. Thus, the theme of problem solving is interwoven throughout the design of the
inservices. Inservice participants can explore and experience the use of these tools by solving
problems presented in the inservices. These experiences also encourage participants to discover
new ways to pose problems and even new types of problems to be solved.

Problem posing ~nd preblem solving are higher-order skills, essentially corresponding to the
Analysis, Systhesis, Evaluation end of Bloom's taxonomy of cognitive skills. There is a strong
and growing movement in our school system to place increased emphasis on such higher-order
skills. Computers are a vehicle that can help in this endeavor.

Problem posing and problem solving are interdisciplinary skills. They are not, as many
teachers think, just mathematics. All teachers should have their students pose and solve problems.
All teachers should teach problem posing and problem solving as part of their overall curriculum

Due to the wide range of backgrounds and experiences of the participants, as well as gender
differences, careful selection of materials and activities is important. However, selection of
software is also limited by practical constraints. Our selections are based upon availability, quality,
utility in the particular inservice situation, appropriateness to the grade and concept level, and
effective cost. The last item refe:s to software that is under district license, in the public domain or
allows multiple loading. (Some software companies give special permission for multiple loading to
educators conducting teacher training.)

After the design of activities and selection of software, performance aids and !zaming aids O
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(worksheets) are developed. Performance aids contain the basic ini...nation necessary tu use a

" piece of software; keystroke commands, data retrieval and printer commands, for example. Many
participants find that they can use unfamiliar software with a minimum of 1nstruction if supplied
with an appropriate performance aid. Participants can also learn to use some software through
on-line tutorials. Learning aids contain problems that increase in complexity and software
knowledge; therefore, they may contain software ccmments where appropriate (e.g., how 1o print a
graph). These worksheets range from very specific instructional sequences to open-ended
explorations.

Along with performance and learning aids, sample lesson plans are provided, which cai be
adapted, extended, and used as models. They are important in assisting participants to trar.sfer
inservice concepts 10 their classrooms, and reduce the amount of effort required to develop and
transfer new activities to the classroom.

Organization and Development of an Inservice Script

In organizing the sessions we tried various inservice methods and activity sequences. The
ones we found successful were those that embodied our assumption :hat instruction is a dynamic
process by nature. Decisions are made continually through the interactions of the trainers, the
participants, and the content being presented. Thus, the framework of these sessions must be
flexible. The same session presented with different groups of participants might begin in the same
way, but then, based upon their responses and needs, proceed along different paths. Many times
the participants are offered a choice of options or they are allowed to offer their own suggestions on
the next step in the inservice. This dynamic process is difficult to capture in words. In the
following discussion it is important for the reader to keep in mind that these inservices embody a
process that is designed to be flexible.

Sequencing of Activities. The sequencing of all activities enhances concept attainment
and assists in the transfer of these concepts to the classcoom. The sequenci:.z of activities begins
with the most concrete activities 7.nd progresses to the more abstract.

The typical sequence for an activity is:

1. Explore. Allow participants time to “play," so that they may develop an intuitive
understanding of the software or activity. Participants make use of a Performance Aid.

2. Experience. Work on the software or activities in an instructional format that mod. »
classroom presentations. Participants make use of a Learning Aid.

3. Discuss. Debrief the activity, paying particular atten..on to participants’ ... lings,
experiences, attitudes, and ideas for instructional applications. The facifitator makes sure
that key ideas that the lesson was designed to cover were indeed covered and get discussed
during the debriefing. But keep in mi.nd that the debriefing is to be conducted in a
discovery based mode. The facilitator should avoid, as much as possible, switching into a
directed instruction mode during the debriefing.

4. Closure. The facilitator gives a brief summary statement. Relate this activity to the
objectives of the session or previous sessions. Integrate previous participant comments as
frequently as possible during closure.

Sequencing within a session. We begin each session with a hands-on activity or an
off-machine problem solving activity that is approximately 5-15 minutes long. (We strongly
encouraged participants to work in pairs on the computers. Sometimes a person would decide to
work alone, and sometimes three people would work together.) This instant involvement is very
useful in setting the tone for the day's session. It allows participants to begin participating as soon
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as they arrive, and it handles the. situation of some participar ts showing up a little late. The
debriefing of this opening activity provides an opportunity to discuss the focus ind generul goals of
the session. (A general goal might be to explore uses of :omputers i store anc retrie ve information
as an aid to solving problem.)

The next 30-40 minutes is spent exploring activities on the computer with participants working
in groups, generally in pairs. This exploratory period might be directed by the trainer or through
performance and learning aids, with a focus on the specific objectives of the activity. Participants
may become involved in trying to “solve the puzzle" or "beat the computer,” and it is someti:nes
necessary for the trainers to draw the participants' attention to the instructional aspects of the
activities. The participants may finish an activity at a later time and at their own pace.

The debriefing of all activities is extremely imporiant. As described above, explanation and
debriefing of all activities follows rather than precedes the activities. This allows participants to
experience an activity in a situation without a trainer-induced 'mindset" and places them in a sirmular
position to that of their students. Encouraging participants to generate ideas contributes to the
transfer of ideas from the inservice to their teaching situations. It is more likely that teachers will my
new classroom practices if they have experienced these new practices in the workshops and then
analyzed and reflected upon them.

The remainder of the session is spent intermixing off-computer and computer-based activities.
The participants enjoy the integration of off-computer activities into the sessions. The concrete
nature of these activities provides a bridge to the abstract nature of the computer.

Final closure for an entire session provides a transition from the inservice setting to the
classroom. Our experience inaicates that the integration of software tool activities into classes
seems to take place if the integration (a) allows students to learn better, faster or in more excitin_
ways; (b) allows students to work with more important concepts than they are now learning, and (.,
is not appreciably more difficult for the teacher than present instructional practice. Discussions
during final closure are useful in generating ideas that i\lustrate these points.

Once the above ideas have been used in planning a session or series of sessions, it is important
to review the entire set of activities. Are the transitions smooth? Are the activities building upon
each other? Are the original objectives stili being met? (The last question can sometimes be
overlooked as "exciting" activities and software hide or even change the criginal objectives.)
Finally, is this still a inservice that is interesting and enjoyable to’. * and experience?

Inservice techniques. Like any teachers, we use a variety of techniques during the
sessions. The following are thcse we find useful and consider the most important:

1. Model classroom activities and appropriate teacher betavicrs. We generally teach the way
we have been taught. The importance of modeling appropriate teacher behaviors cannot be
overstated in helping participants to integrate new ideas into their classes. Merely
"discussing” how ctivities can be done in the classroom is insufficient; they mu-t be
experienced in order to be understood. (Note that there is some research that suggests that
elementary school teachers like to be in inservices that model appropriate behavior, and that
secondary school teachers e less supportive of suck an approach to inservice education.)

2. Identify and utilize participants with knowledge cf the inservice contents. (No matter how
carefully one states the prerequisites and “escribes the intent of an inservice, the
participants will have widely varying backgrounds. Frequently the1 » will be one or more
participants who are quite qualified to be facilitating the inservice.) Forming groups where
at least one of the participants has experience with a piece of software can help make
workshops go more smoothly. Establish peer support by publicly validating participants
knowledge and encouraging peers to consuli each other for answers. Remind participants
that they are experienced educators who bring a multitude of skills to the inservices. (An
analogous situation for teachers is using students in their class who are experienced with
software tc act as helpers or teachers to other students.)

3. In the debriefings and discussions, encourage participants to analyze the activities from
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two perspectives: that of a student (their experiences while using the software) and that of
ateacher.

4. Obtain feedback from the participants at each step of the inservice. Be responsive to their
needs and, when appropiiate, modify the inservice plan. When necessary, help the
participants reevaluate their expectations in order to gain the .nost from the inservice. For
example, because a wide range of teacher backgrounds is present at a insen ice, a specific
piece of software may not fit everyone's teaching assignment. Shift the focus of those
teachers toward examining the software for its strengths and weaknesses: 1. 1t easy to use?
Is the feedback appropriate? Does it allow for exploration?

5. Do not be disturbed if the time schedule that you have set occasionally requires you to
interrupt participants in the middle of an activity. Research suggests that this can actually
contribute significantly to leaining. The interruption provides a tme for participants to
reflect upon their experiences during an activity.

6. Use . en-ended questions that encourage teachers to reflect on the session's activities.
Convergent questions can cover the content and analysis, as well as pacing and
sequencing. Divergent discussions can cover transfer of the activities to the classroom and
possible impact on the curriculum and individua: classes. These types of questions are
important and cannot be hurried. A time for reflection and analysis helps participants gain
the ownership necessary to integrate new ideas into their own educational setting.

7. When the trainer does not nave an answer to a question, the best response is "I don't
kncw, let's see what all of together kniow about this question.” Theie may be participants
that can provide information, just as the teachers may have students in their class who can
help ikem with a piece of software or activity.

Reference Materials, Handouts, anc Log Sheets

Each participant receives a set of materials, at the first session including relevant journal
articles, software reference lists, classroom ideas and public domain software. Refer participants
to elements of this collection whenever related activities or discussions take place.

The participants a-e asked to keep a log of their computer-related activities, including.
classroom lessons, work with individual studests, personal use, readings and discussions with
colleagues. This log form also can be used to ask trainers for information or help. The trainers
respond to questions, suggest software the participants might wish to preview, and return the logs.
These forms are an important feedba .« mechanism. Itis an efficient way for participants to
communicate with the trainers to have a record of their computer-related activities.

School Visits

_ Based on the experience from this project, classroom visits should be included as part of the
inservice program. This cail be done in a variety of ways: A trainer may mudel a lesson in a
participant's classroom; both the participant and trainer may teach a class together, or the tramner

;nz}y f?lllaserve the participant teaching a lesson. Many teachers feel that this type of interaction is
1elpful.
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Closing Commeants

We have spent many hundreds of nours working on the CI? project. It has been difticult to
summarize what we have le~med, prim:rily because, as stated earlier, educatic.t is a dyramic
process. The only way to leamn a proces: is to do it. What we have presented here is a framework
that has been effective. Hewever, this 1. not the ead of the developrnent of an effective inservice
model. Both forraative and summative evaluations have taken place or are in progress, some of the
results are given in Part 5 of this Notebook. As you practi-< using the inservice materials in this
Notebook, and as you continue to practice and study the tield of inservice education. you will get to
e a better facilitator of inservices. One of the joys and frustrations of education is that it is
constantly evolving and that educators need to be lifelong learners.
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BACKSROUND INFORMATION

2.1
OVERVIEW OF COMPUTERS IN EDUCATION

Computers are important and widely used in our society because they are cost effective aids to
problem solving in business, government, industry, education, and other areas. The prirmary focus
of this Notebook is on the use of computers as an aid to problem solving.

This chapter of the Notebook provides an overview of computers in education, with primary
emphasis on Computer-Integrated Instruction (CH). The underlying assumption is that we want to
increase students’ ability to make use of the computer as a tool in problem solving throughout the
curriculum. This chapter might be given to inservice participants as general background reading.

Computers in Education

The diagram below presents a structure of the overall field of computers in education. As
indicated in the diagram, the field of can be divided into three main parts. Although each part will
be discussed briefly, the main focus is on instructional uses of computers. As the diagram
illustrates, instructional uses of computers also may be divided into three parts. After briefly
discussing each part, we will focus on learning & teaching integrating computers. We call this part
Computer-Integrated Instruction (CII).

COMPUTERS IN EDUCATION

Administrative Instructional Research
Uses Uses Uses
Learn & Teach Learn & Teach Learn & Teach
About Integrating Using
Computers Computers Computers
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Administrative Uses

Many aspects of running a school system are similar to running a busuiess. A school system
has income and expenses. It has facilities and inventories. It has employees who must be paid and
employee records that must be maintained. And, of course, a school sysiem has students who must
be taught. Detailed records must be kept on student performance, progress, and attendance.

Computers can be cost effective aids to accomplishing all of the administrative-oriented tasks
listed above. Thus, it is not surprising that computers are extensiveiy used for administrative
purposes in most school di.tricts in this country. In some school districts this use goes back .:.ore
than 25 years. Overall, the administrative use of computers in schools is growing steadily.

At the current time there are two major approaches to administrative use 0o“ .omputers in
schools. One approach is based on centralization. A large, centrally located co.aputer system is
used to serve a number of schools, as well as central school district office needs. There r.ay be
terminals to individual schools. Thus, some input and output operations may occur at the school
. sites. Other operations especially those involving large amounts of input and output, occur at the
central facility.

An alternate approach that has gained considerable support in recent years is to place
administratively oriented microcomputer systems into individual schools. Initially these were
self-contained microcomputers, but there is a growing tendency to network them. It has become
clear that microcomputers can make a substantial contribut.un to the functioning of a school office.

It seems evident that there will be a continuing need for a central, powerful computer systen: in
most school districts. Also, it seems evident that on-site microcomputers will become increasingl,
popular. What is not so clear is how and to what extent the central facility and the on-site
microcomputers should be networked together, nor is it always evident which computer
applications are best accomplished at the school site and which are best a.complished at the central
facility.

The design and implementation of a sct ol district administrativ. omputer system is a task for
computer professionals. It _.xes years of computer education and experience to become well
qualified at dealing with this type of task. It is important to realize the level of training and
experience needed, since few computer-using teachers have this type of training and experience. In
most school districts the instructional computing coordinator does not attempt to also be the
administrative computing coordinator, since these positions require such different tyg. 2s of waining
and experience.

Research Uses

Educational research has benefited immensely from computers. Many educational research
projects involve collecting large amounts of data and subjecting that data to careful statistical
aualysis. If a research project has a control group and a treatment group, students in the two groups
may be tested extensively during various phases of the experiment, resulting in a substantial
collectiun of data. Large libraries of statistical programs have been available for more than 25
years. Now such program libraries are even available on microcomputers. Thus, it is relatively
easy for a researcher who is knowledgeable in the use of statistical packages to carry out a number
of statistical analyses on the data collected.

Computers are making it easier to conduct longitudinal studies. Detailed records can be kept
over a period of years. These records can then be analyzed, looking for patterns or trends that
might not be evident under casual scrutiny. This type of research is common in medicine, and some
of it has been done in education.

Computer-Assisted Learning (which will be discussed later in this chapter) provides an exciting
vehicle for research. As stdents interact with computers while studying a particular subject, the
compute:s can collect and maintain detailed records. These records can be analyzed to help
determine which aspects of the instructional program seem to be most effective, and which need
modification. Such formative evaluation can provide the foundation to improve instructional
materials.
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If a school district is large enough to have an evaluator on its staff, the evaluator is apt to be
quite knowledgeable in research uses of computers. It is important to understand that
administrative, research, and instructional uses of computers are relatively distinct fields of study.
A person may be an expert in administrative uses of computers, yet have little knowledge of the
statistical packages and statistical techniques of a researcher. Similarly, a person may be an expert

in instructional uses of computers but have little knowledge of the hardware and software needed in
an administratively oriented computer system.

Instructional Uses

Our diagram of computers in education divides instructional uses into three categories. The
categories overlap to a certain extent, but it is helpful to look at each individually. The first one we
will examine is Learn & Teach About Computers. J.earn & Teach Abc it Computers focuses
on the discipline of computer science. (A very broad de’ nition of computer science .s used, which
includes information science, data processing, computer e.>gineering, etc...) This is a well
established discipline; many colleges and universities have had bachelor's degrees and/or graduate
degrees in these areas for more than 20 years. There are hundreds of journals and magazines that
publish the rapidly growing body of computer-related research.

A few high schools began to experiment with teaching computer programming in the late
1950s. This early use of compuit.’s in schools provided solid evidence that high school students
could learn to program in assembly language or Fortran. However, computers were quite
expensive.and not particularly accessible for use in high schools.

The development of timeshared computer systems and the language BASIC in the early 1960s
opened up the possibility of large number of students learning to write computer programs. As
timeshared computers decreased in price, more and more schools began to offer a course in BASIC
pro .
By the early 1970s it was becoming clear that computers were beginning to transform our
society. The Industrial Age had ended, and the Information Age had begun. Many educators
argued that all students should become "computer literate,” and that this could be best accomplished
through specific computer-oriented coursework. Often the cc. rses were in introductory BASIC
programming. The trend toward students taking computer programming-oriented courses increased
rapidly as microcomputers became available to schools beginning in the late 1970s.

Now a counter trend has emerged as people realize that it is not necessary to learn to write
computer programs in order to make effective use of a computer. Many introductory courses have
reduced their emphasis on computer programming and increased their emphasis on using
applications software that use the computer as a tool. Computer literacy courses have been
developed that contain little or no computer programming. Secondary school enrol'ments in
computer programming and computer science courses have dropped markedly.

The rapid growth of applications-oriented computer literacy courses have caused a number of
educational ! 2aders to ask why such instruction must be limited to a specific course. Would it be
better for students if computer applications were taught throughout the cwrriculum? The idea is that
students should make use of the computer as a tool in all courses where appropriate. That is exactly
what Computer-Integrated Instruction is about, and it is the main focus of this Notebook. CII will
be discussed further later in this chapter.

The teaching of computer programming and computer science curses at the precollege level is
slowly beginning to mature. A Pascal-based Advanced Placement course has been developed and is
now widely taught. This has tended to lend structure to :"ie high school computer science
curriculum. However, it is evident that this type of course appeals to only a small percentage of
high school studer.ts. Enrollment in introductory programming courses that use BASIC, Logo, or
other non-Pascal-like languages remains high. On a nationwide basis, however, such enrc.lment
reaked several years ago and has declined substantially since then.
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Logo has developed a wide following, especially at the ¢le ientary school level. Some teachers
view the learning of Logo as an end in itself. However, most Logo-oriented teachers recognize the
poteatials of Logo as a vehicle for illustrating and teaching various problem solving strategies. The
turtle geometry part of Logo also can te used effectively to help students learn a number of
important georretric ideas. The Loge Exchange, a nine times per year periodical published by the
International Council for Computers in. Education, is specifically designed for educators interested
in using Logo in schools.

Lecarn & Teach Using Computers. A computer may be used as an instructional delivery
device. This type of computer use is often called computer-assisted instruction, computer-based
instruction, or computer-assisted learning. In this notebook it is referred to as Computer- Assisted
Learning (CAL).

CAL is sometimes divided into categories such as d:ill and practice, tutorials, and simulations
or microworlds. Most CAL systems include a recordkeeping system, and some include an
extensive diagnostic testing and management system. Thus, computer managed instruction is
sometimes considered to be a part of CAL.

Initially, most CAL material was designed to supplement conventional classroom instruction.
For example, elementary school students might use drill and practice mathematics materials for 10
minutes a day. But as computer hardware costs have declined and more CAL materials have been
developed, there is some trend toward implementing substantial units of study and/or entire
courses. Declining hardware costs make such CAL use economically feasible. For example,
suppose that a small h.gh school has only a half dozsn students per year that want to take particular
ceurses such as physics, chemistry, or advanced mathematics. It may be much more cost effective
to make such courses available through CAL than through a conventional, teacher taught, mode.

CAL has been beavily researched over the past 30 years. The evidence strongly supports the
educational value of using CAL in a wide variety of settings. The success of CAL may be
explained by three factors. First, students using CAL on the average spend more time on task.
Because learning correlates well with time on task, students on the average learn faster using CAL.
Second, CAL materials allow students to work at their own levels and at their own rates. This
indivicualization is a considerable aid to some students. Third, CAL materials can incorporate gowd
practices of instructional and learning theory. Formative evaluation can provide a basis for
improving CAL materials under development. Through this approach, the quality of commercially
available CAL materials is gradually being improved.

Learn & Teach Integrating Computers. The third category of instructional use of
computers is Computer-Integrated Instrucaon (CII). CII focuses on the computer as a productivity
tool, an aid to problem solving. One crientation focuses on general purpose or generic application
packages such as database, graphics, spreadsheet, word processor, and telecommunications. Each
of these application packages is widelv used in business, industry, and government. in education,
each can be used at a variety of grade levels and in a variety of courses.

A second orientation focuses on the development of applications software for a specific
discipline. For example, there is now a substantial amount of software that can help a person
compose music. Such software makes possible the teaching of musical composition to elementury
school students. There is a substantial amount of Computer-Assisted Design (CAD) and other
graphics artists software. Such software tools are often now centrally used in high school courses
that used to focus on drafting or engincering drawing.

It has long been recognized that precollege students could learn to use computers as an aid to
problem solving. The initial approach, now dating back more than 25 years, was to have students
learn to write computer programs to solve specific categories of problems. For example, it was
suggested that if a math student could write a computer program to solve quadratic equations, this
indicated real understanding of that mathematical topic. Over the years there have been a number of
research studies on whether this is indeed correct. While the results have been mixed, it seems
clear that having students write computer programs to solve math problems is not a magical solution
to the problems of mathe:natics education that our schools face.
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Initially, such an approach to CII made little progress because both the programming languages
and the computer hardware were not suited to the needs of most precollege students. But the advent
of imeshared computing and BASIC have helped tc change that. And then, beginning in the late
1970s, microcomputers, with built-in BASIC, made it feasible for millions of students to learn to
write simple programs to solve specific categories of problems.

It takes considerable time, as well as a specific tvpe of talent, however, to become a competent
computer programmer. It was soon recognized that the time was being taken away frcm the study
of conventional subject mattcr. The movement toward integrating computer programming into
various high schoc! courses has long since peaked and has been replaced by a trend oward using
applications packages. This new trend has accelerated as better applications packages have become
available for microcomputers used in schools. An increasing percentage of this software is
specifically designed for use in education.

Word processing can be used to illustrate both the general idea of CII and some inherent
associated difficulties. Word processing is a generic computer application tool in the sense that it i»
applicable across the entire curriculum at all grade levels. Clearly, a word processor is a cost
effective productivity tool for secretaries and for many people who do a 16t of writing. Moreover,
word processors make it easier to do process writing (prewrite, compose, conference, revise, and
publish). For these reasons, many schools have decided to have all their studenrs learn to do
process writing in a word processing environment.

But it takes quite a bit of iristruction to learn to make effectiv  1se of a word processor. To
learn proper keyboarding teckniques and to keyboard faster than one cai, handwrite takes a typical
fourth grade student about 30 minutes a day for eight weeks or more. To learn to compes.: aia
keyboard and make effective use of a word processor takes additional instruction and practice.

There are several aditional difficulties. First, teachers have to learn to provide the initial
instruction and to work with students who do process writing in a word processing environment.
Even if the initial instruction is provided by a specialist rather than the regular classroom teacher, the
classroom teacher must work with students after the initial instruction. All of the students’
subsequent teachers face the same problem. Thus suggests that large numbers of te .che. will need
to learn to work with the idea of »rcess writing in a word processing environment.

Second, there is the matier of access to appropriate computer systems. Once a student becomes
adept at this mode of writing, the student will want to continue its regular use. This can easily
require providing each stuuent with 30 minutes of computer time per day. It also raises the issue uf
needing to provide computer access for students to use at home, after school, and on weekends.

Third, there is the problem of testing--especially standardized testing. Suppose a student has
had several years' experience in asing a word processor to do process writing. The student has
learned to approach writing projects using this productivity tool. There is a good chaace the student
car write better and faster using a word processor than using pencil and paper. An appropriate
fhssessment of this student's writing skills requires giving the student access to a conputer during

e test.

Fourth, once one has a word processor, it is quite helpful to have a spell checker, a
grammar/style checker, and an outliner. Such aids to writing may have a signif:cant impac: on the
nature of the writing curriculum. They may require changes in textbooks, lesson plans. and the
way class time is structured. And once again the issue of testing arises. Should a student be
allowed to use spelling and grammar checkers when doing writing for an essay test?

These four types of difficulty occur for all CII applications. The probiem u( teacher training 15
addressed specifically by the materials in this notebook. The problem of access (0 appropriate
hardware and software will be with us for many years to come. It can be overcome through
appropriate allocations of money. The testing problem is being addressed by a number of agencics
involved in widespread assessment. For example, some states and provinces now allow use of
calculators on certain tests. However, it seems clear that this will be a long term problem.
Textbook companies are slowly beginning to address the issue of integrating the computer as 4 tovl
into the books they publish. School districts and individual teachers .nterested in muking more
rapid progress are developing their own curriculum materials.
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The Powontial of CII

Many work environments now provide a computer or computer terminal for every employee.
It is clear that this will become more and more common, since computers are such useful aids to
solving certain types of problems and increasing human productivity. Thus, it seeras appropridte tu
assume that increasing numbers of today's students will use computers when they go to work.

Research on transfer of learning strongly supports the position that instruction and training
should closely paral'cl the final desired behavioss. Thus, if we need workers who are adept at
using computers to aid in solving problems, we should integrate computer use as students develop
their basic problem-solving skills and strategies. For these and other reasons, it seems clear that
CII will grow rapidly for many years to come.

As CII increases, both teachers and students will begin to question the content of many of theur
courses. If a computer can solve or help solve a particular type of problem, what should students
learn about the problem? Is it necessary and appropriate to learn to solve each type of problem
using only conventional aids such as bocks, and pencil and paper? Or, should schools focus more
on underlying concepts and help students gair an overall understanding of problems that computer.
can solve?

In some cases an answer will be forced on schools. For example, libraries are being
computerized. Card catalogues are being replaced by computerized information retrieval sy stems.
Important publications are available only in computer databases. Since learning to access
information is an essential component of education, students will have to learn to use databases and
computerized information retrieval systems.

In other cases schools will have wide options. For example, consider the impact that handheld
calculators have had on the upper elementary school and middle school mathematics curriculum.
While the potential for calculator-integrated instruction is large, the actual impact on the curriculum
has been minimal. This is true in spite of many years of strong supp.:t from the National Council
of Teachers of Mathematics for integration of ca: ;ulators into the curriculum. In April 1986, the
NCTM issued still another strong statement recommending calculator use at all grade levels. A few
states and provinces are now beginning to Allow use of calculators in certain testing situations. We
may be seeing the beginnings of a trend toward allowing calculators (and, eventually, computzrs; in
standardized testing situations. During the academic year 1987-88, for example, the Chicago put...
schools purchased approximately a hundred thousand calculators for use by their students.

Much of the short term potential for CII depends on how well our educational system
addresses the issue of inservice education. All current teachers can learn to makz fective use of
CI. Given appropriate inservice educational opportunities, many will do so.
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2.2
ROLES OF COMPUTERS IN PROBLEM SOLVING

Each academic discipline focuses on certain types of problems. Each discipline has vocabulary
and notation, methodology, and tools to aid in describing and solving its problems. Problem
solving is a unifying theme throughout all of education. In this chapter we :c2 the term problem
solving in a very general sense, so that ideas such as higher order skills and thi 1Kking skills are also
included.

Undoubtedly the single most important idea in problem solving is that of building on the
previous experiences of oneself and others. For example, consider the importance of language in
problem solving. The language(s) you speak and real have been developing over many years,
beginning long before you were born. You learned to speak and read many years ago, so that now
when you speak or read you are using learning work that you did long ago as well as building on
new meanings words have taken on for you.

Paper and pencil provides another type of example of building on the previous work of oneself
and others. Itis evident that paper and pencil are useful aids to problem solving in every discipline.
Paper and pencils artifacts developed and produced by people. When you use these artifacts, you
are building ca the work of the inventors, producers, and distributors of these artifacts. Paper and
pencils are tools that you spent many hours learning to use when you were young. You now use
them readily and with little conscious thought of your earlier learning efforts.

The Computer Tool

Now we have a r.ew, general purpose aid to problem solving. (Actually, the electronic digital
computer was invented in the 1940s, so it really isn't very "new" anymore. Commercial mass
production of computers began in 1951 with the introduction of the UNIVAC 1. Most people who
talk abow! the computer being a new tool are people who have been introduced to computers
relatively recently. The computer is new to them, so they assume it is new to others.) The advent
of the microcomputer beginning in the mid-1970s has made computers readily available to very
large numbers of students and workers. However, it is only recently that enough computers have
been made available to precollege students to begin making an impact on their education. In thu:
sense, computers are still a new tool in education.

One of the most important ideas in problem solving is that the aids available for solving a
problem shape the thinking processes used. You have grown up with books and pencil and paper.
\When you were a young, student, you received many years of instruction in their use. Now, when
working on a problem, you automaticaily consider possible uses of these aidas.

For example, suppose that you needed to prepare lesson plans for a course. Perhaps you
would first do some brainstorming, writing notes to yourself on the major ideas to be covered,
sources of information, time lines, and so forth. Next, you might go to your files and pull out
materials you have collected and/or used in the past. Then you might begin to organize, writing
new mater*"ls and adding to old materials. Perhaps a trip to your bookshelf or the library might be
necessary. Finally, you aiight put it all together in a notebook or in file folders.

This description represents a problem-solving process. It involves careful thinking, drawing
onone's knowledge of students, one's own teaching skills, the teaching/learming process, school
schedules, etc. Itinvolves creating new materials and reorganizing old materials. It involves
information retrieval, organization, processing, and storage. In this problem-solving process you
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automatically and with little conscious thought make use of reading and writing. The
reading/writing tools, which are actually essential to solving the problem, are essentially trunsparent
in the problem solving process. That is, you don't even think about them. Eventually it will be this
way with computers, and that is a major goai for computers in education.

A computer can be a useful aid in accomplishing much of the work in solving the lesson c
planning problem discussed above. However, relatively few people have worked with compuiers
long enough for computer use to be second nature. Indeed, it could well be that most adults today
will never achieve this level of comfort or ease in using computers. But students who have the
ability to learn reading and writing can also learn how to use the computer as a problem-solving
tool. This can be done through compnte -integrated. instruction which focuses heavily on the
computer as an aid to problem solving.

Because computers are still rather scarce in elementary schools, the idea that students may grow
up accustomed to the idea of using the computer as a tool may seem rather "far out" to you. But on a
national scale we are now in a period of very rapid growth in availability of computers in schools.
The value of learning to use a computer with a word processor, spelling checker, and grammar
checker is now widely accepted by educational Teaders. Many schodl districts have made the
decision that all their students should have such an educational opportunity. Often these school
districts are also teaching their students to make use of databases and computer graphics. Eventually
these types of problem-solving tools will be a routine part of the elementary school environment as
well.

A Definition of a Formal Problem

Every persor. encounters and copes with a large number of problems every day. Many of these
rroblems are routine and solving them becomes almost automatic. But think for a moment about the
variety of problems you deal with in a typical day on the job. For example, as a classroom teacher,
you routinely solve problems such as deciding what materials to teach, how to present them to
students, how to measure student performance, and how to work with students who are 1 ot
performing up to your expectations. You attend staff meetin_s and work on problems faced by the O
whole school. You handle your personal budget, solving problems on how tl.:se funds should be
used. It is easy tu extend the list, and you should find little difficulty in buildin g your own list. This
exercise should convince you that you are an accomplished problem solver and <now a great deal
about problem solving.

Problem solving has been carefully studied by many great thinkexs. There are a number of
books that define the concept we call problem and explore a variety of problem-soiving techniques.
(see the references listed at the end of this chapter). We will use the following four components as a
definition of problem:

1. Givens. There is a given initial situation. This is a description of what things are known
or how things are at the beginning.

2. Goal. There is a desired final situation {or more than one). This is a description of how
one wants things to be; it is a description of the desired outcome.

3. Guidelines. This is a listing or de icription of the general types of steps, operativns, or
activities that may be used in mo* wig from the Givens to the Goal. Guidelines are the
resources and facilities -- that is, the powers of the problem solver. (The Guidelines do nut
tell one how to solve the problem.)

4. Owmership. In order for something to be a problem for you, you must « pt some
ownership. You must be interested in solving the problem or agree to work on the problem.

The choice of vocabulary (Givens, Goal, Guidelizes) is for the mnemonic value of the three
G's. Other writers may use different terms. When we say that a problem is well defined, we mean
that the three G's are clearly and carefully specified. A well-defined problem can be worked on by
people throughout the world over a period of time. Progress toward solving the problem can be
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shared, and cumulative progress is possible. This idea of sharing progress toward solving a
problem or category of problems is absolutely fundamental to the human race making intellectual
rogress.
P We frequently encounter problem-like situations that have snme, but not all, of the four defining
characteristics of a formal problem. We will call these problem situations. Often the most important
step in solving a so-called "problem” is to recognize that it is actually a problem situation and then do
the work necessary to obtain a carefully defined problem. This requires careful thinking, drawing on
whatever knowledge one has that might pertain to the problem situation. Often a group of people
will have a brainstorming session to get rzlevant ideas. See especially the works by "Jorrance. His
research and development group has produced instructional mate riai designed to help students gain
improved problem-solving skills. See also de Bono (1971, 1973).

Each of the four components may requite further explanation in order to become clear to you.
We begin with the last one: Ownership. Some experts on problem solving exclude this component,
while others gi ‘e it considerable weight. If coping with a particular situation is essential to your
survival, you are apt to have considerable ownership of this situation. But if the situation is a
hypothetical (school book) exercise of little intrinsic interest, you may have little or no ownership.
Ownership is a mental state, so it can quickly change.

The issue of ownership is particularly perplexing to educators. They recognize that ownership
-- that is, a deep interest and involvement with a situation -- often contributes to deep and lasting
learning and :ntellectual growth. Thus, teachers often expend cons.Jerable effort creating situations
in which their students will feel ownership.

Some alternatives to ownership are apathy and/or coercion. Keep in mind that problem solving
is a higher order mental activity. Most people do not perform higher order mental activities well
under coercion or while in a "I couldn't care less.” mood.

As an aside, you may know some students who have spent literally dozens or even hundreds of
hours working on a particular cornputer program or mastering a computer syster. You may have
said to yourself, "If only I could get all ¢f my students tha. leeply involved.” Itis clear that such
ownership of a computer-related problem has changed the lives of a number of very bright and
talented students.

Many people are puzzled at first, by the Guidelines component of the definition of problem.
Suppose that you were giving your students a spelling test. From the student viewpoint, the task of
correctly spelling a word is a problem to be solved. The student would be successful if allowed to
use crib notes or a dictionary. What makes the problem a challenge is that these aids, and other atds
such as the use of a neighboring student’s paper, are not alloweJ. The Guidelines specify that
students are to do their own worlk, without the use of crib notes or a dictionary.

For the mathematically oriented reader, another excellent example is provided by the problem
situation of trisecting an arbitrary angle. In the figure below, angle ABC is an arbitrury angle (i.e.,
itis of unspecified size). The goal is to do a geometric construction that divides angle ABC into
three equal angles.

/
-

Given angle ABC

L)
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Sometimes the Guidelines specify that one is ouly allowed to use a straight edge, compass, and
nencil. In that case it can be proven mathematically that the problem cannot be solved. In other
cases one is allowed to use a protractor in addition to the other implements. Then the problem is
«asily solved by measuring the angle, dividing the number of degrees by three, and constructing new
angles of the resulting number of degrees. Note that in the latter case the compass is not used, even
though it is available. Solving real world problems is sometimes difficult because many resources
are available, and often it is not clear which ones to ! se to solvc a particular problem.

For a third example, consider this problem: Teachers in a particular school seem to be using
substantial amounts of pirated software. You can investigate the protlem situation io clarify the
given situation (that pirated software is being used by teachers). You can set a goal, such as
reducing the use of pirated software by two-thirds in the first year and decreasing it still more the
second year. As a responsible and ethical educational leader, you may have .onsiderable ownership
of the problem situation. But what are the guidelines? What types of things can you do that might
help achieve the goals? )

Brainstorming, individually or in groups, is often used to develop a list of resources
(guidelines) or potential activities you might carry out to solve a problem. For erample, teacher
software piracy might be reduced by an informational program, providing. ..ey to buy enough
software, threats of dismissal, and so forth. Further exploration would be = =d to determine if
these options were actually available to the problem solver.

Steps in Problem Solving

In this section we list a sequence of steps that niay be followed in attempting to resolve a
problem situation. Often we carry out some of th_ sieps quite automatically with little conscious
thought. But it can be quite helpful to consciously think about each step in problem situations that
seem to be giving us trouble. (Here we are assuming the Ownership cond:ion is satisfied, that 1s,
you are interested in resolving ihe problem situation.)

1. Work with the problem situation unt” you have converted it into a well-defined problem, that
is, until you have identified and understood the Givens, Goal, and Guidelines. This fi.st
step is a creative, higher order thinking process, which often involve considerable
knowledge as well as a good sense of values. Two difterent people, when faced by the
same problem situation, may come up with quite different well defined problems.

ro

Select and/or develop a procedure that is designed to solve the problem you have defined.
This is an information retrieval and/or creative thinking step. Usually it invo. . s both;
computers may be useful in retrieving needed information. (W will discuss the idea of
procedure more in the next section of this Chapter.)

3. Execute or cause to be executed the steps of the procedure. Sometimes this will be a
mechanical, nonthinking activity, where speed and accuracy are desired and computers may
be quite useful. (The executions of many mathematical procedures falls into this category .
At other times the execution of a procedure will require the best of truly human skills. (The
work of a good psychotherapist falls into this category.)

4. Examine tic results produced in Step 3, to determine if ths problem you defined in Step 1
nas veen solved. If it has been solved, go on to Step 5. Ctherwise, do one of the

following:

a. Return to Step 3 and recheck your work People and machines sometinies make
mistakes.

b. élctgumdto Step 2 and determine another approach to solving the probiem you have
efined.
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c. Return to Step 1 and determine another problem to be solved.

d. Give up, or seek help from others. The problem might not be solvable, or it might be
beyond your abilities, or it might be beyond the efforts you are willing to make at this
time.

5. Examine the results produced in Step 3 to determine if the original problem situation has
been satisfactorily resolved. If it has, you are done. If it hasn't, do one of the following:

a. Goto Step 1and determine another problem to be solved.
b. Give up, or seek help from others.

Problem solving research suggests that students benefit from learning and practicing the above
five-step approach to problem soiving. It 1. applicable over a wide range of disciplines and
problem-solving situations. Notice that success is not guaranteed, but that persistence increases the
likelihood of success. Note also the personal nature of the five-step approach. Problem solviug is a
personal thing, and personal values are often central to a problem situatiun.

What is an Effective Procedure?

When you are able to solve .. particular type of problem routinely or autornatically, you have
developed one or more procedures (algorithms, detailed sets of directions, recipes) for this type of
problem. Computer scientists are deeply conicerned with deveioping provedures that tell a computer
how to solve a certain category of problem. We will use the phrase effec.ive procedure in
discussing the idea of a procedure that can be carried out in an automatic, nonthinking, computer-like
mode.

More formally, an effective procedure is a detailed, step-hy-step set °f instructions having the
two characieristics:

1. Ttisdesigned to solve a specific problem or category of problems.

2. It can be mechanically interpreted and carried out by a specified agent. Here the term
“"mechanically interpreted” means in a machine-like, nonthinking manner. Computer
scientists are interested in situations where the agent is a computer or a computerized
machine such as a robot.

Computers are iraportant because they can rapidly, accurately. »nd inexpensively execute many
different procedures. The number of such procedures continue., .. grow very rapidly through the
work of researchers in all dis~iplines, computer scientists, and computer programmers. Thus, an
understanding of the concept of effective procedure is generally considered to be an important part of
computer literacy, and it certainly lies .t the heart of having a general understanding of roles of
computers in problem solving.

Roles of Computers

In this section we briefly examine each of the five steps one might follow in resolving a problem
sitaation. Gur intent is to point out roles nf computers in each step and to briefly discuss possible
cwricular implications.

The arsi step is to understand the problem situation and work toward having a well defined
probler.. ‘This is a thinking step , drawing on one's general knowledge as well as spevific
informatior. abot t the problem situation. That is, both a broad general education and in-depth
knowledge acout the specific situation are useful. Many educational leaders argue that a broad
liberal arts education is useful in understanding and critically examining the wide range of problen;
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situations one encounters in our society. Values education plays an impurtart role here, since the
process of developing a well-defined problem from a problem situation often depends heavily ¢n
personal values and views.

Computer-Assisted Learning {CAL) is of growing importance in acquiring education for
understa..ding problem situations. kcsearch evidence strongly supports the contention that students ‘
generally learn faster in a CAL enviro® at tha.. they do in a conventional instructional environment.
There is strong research evidence thax AL is a cost effective aid to students. The evidence is
strongest in the acquisition of factual knowledge, or at the lower-order level of Bloom's taxonomy.
Computerized drill and practice works!

The second step is to select andlor develop a solution procedure for the well-defined problem
you have produced in the first step. You might select and retrieve a solution procedure from your
head.

As an example, the problem might be to determine the number of cubic yards of concrete needed
for a patio that is to be 12 feet wide, 15 feet long, and 4 inches thick. A procedure to solve this
problem involves conversion of units, multiplication, and division.

S1: Convert 4 inches to feet (by dividing it by 12).

S2: Multiply the three dimensions (each given in feet) to find the number of cubic feet in the
patio.

S3: Divide the answer produced in Step 2 by 27, to convert it to cubic yards.

It is important to realize that there can be many different procedures for solving a protlem. Here
is another approach to solve the patio problem:

S1; Convert all measurements to yards. This involves dividing the measurements given in feet
by 3, and dividing the measurements given in inches by 36.
S2: Multiply the three dimensions (each given in yards) to get the number of cubic yards of
concrete needed for the patio. ’
The mental selection and/or development of a solution procedure is a thinking process. One can
gain skill in this thinking process through practice. Computers can be used to create practice
situations. Many simulations or simulation/games are designed to provide practice in this
problem-solving step.

An alternative to retrieving a procedure from your head is to retrieve it from a library, vhich may
contain books, periodicals, films, and so forth. Many libraries have replaced their card catalogs by
computerized card catalogs. Moreover, much of the infortiation needed is now stored in computers.
One of the defining charac eristics of the Information Era we are now in is the growing availability of
information and the growir.g technology to aid in information retrieval. It is clear that computers are
very important in retrievin 7 procedures for solving problems. This strongly suggests that all
students should learn to muke use of these aids to inforrration retrieval.

The third general step in resol* ~ a problem situation is to execute or cause to b- executed the
procedure from the second step. ., we have indicated, some procedures require a "human touch.”
Others can be executed mechanically, in a nonthinking fashion. A large and rapidly growing numbe:
of procedures can be executed by computers or computerized machinery.

If a computer can execute or help execute a procedure, what aspects of this procedure do we want
people to learn to do mentally, assisted by pencil and paper, assisted by noncomputerized machinery,
or assisted by computerized machinery? This is a very difficult question, and it will challenge our
educational system for many years to come. The answer that seems likely to be widely accepted is
that we want students to have a reasonable understanding of the probiem being solved and the

capabilities/limitations of the computerized procedure. We want students to remain in control, but
we want them to work with comr uters rather than in competition with computers.

3
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The fourth and fifth steps in resolving c problem situation require examining the results of your
work to determine if you have succeeded. These steps require critical thinking, drawing on your
understanding of the initial problem situation and the steps followed in resolving the situation. These
are higher-order mental activities.

The research literature on problem solving strongly supports the idea that people get better at
problem solving if they study the processes of problem solving, leam to use aids to problem solving,
and prectice problem solving. This suggests that students should learn to use compuiers as an aid to
problem sol "ing in disciplines for which comvuters are a:1 useful aid. They should practice solving
problems, making use of computers when their use is appropriate to ths problems being solved.

Software

In a broad sense, all computer software can be considered as problem-solving software. But
when we think of preparing teachers and/or students to deal with compute.s in schools,
problem-solving software wends to fall inty three main categories:

1. Programming languages such as assembler, BASIC, C, COBOL, Logo, Pascal and Pilot.

2. Application packages, such as a graphics, spreadsheet, or database package. Some
application packages are useful across many disciplines, so we call them “generic.” Others
are useful in quite limited contexts {such as software for writing music).

3. Simulations/games specifically designed to help students learn specific probles.-solving
techniques.

There are hundreds of programming languages. In all cases the intent is to make it possible for
2 human to communicate with a computer. Usually a programming language is designed to meet the
needs of a particular category of computer programmers. For example, BASIC was originally
designed for college students, COBOL was designed for business data processing programmers, and
Pilot was designed for writing Computer-Assisted Instruction materials.

In all cases one uses a programming language to specify procedures to solve certain categories
of problems. This is a very important concept. The writing of a computer program to solve a
problem requires both a knowledge of a specific programming language and skill in developing
procedures to solve problems. The latter is called procedural thinking and is generally considered tv
be an important component of computer literacy. Skill in procedural thinking is independent of any
particular programming la::iguage. Indeed, one can develop a high leve: of procedura! thinking shill
independently of whether computers are available or whether computer programming 1s used to
represent the procedures.

Computer-in-educatir.a ieaders have not reached consensus as 0 which students should recenve
instruction in computer programming, at what grade levels, or using which particular programmuing
language(s). For >xample, many school systems have decided to provide instructicn in Logo to all
of their elementary school students. Other districts have decided to include some BASIC in a junior
high or midd'e school computer literacy course required of all students. Stll other school distric:.
have decided that computer programming is best left as an elective course. nerhags mainly ava,lable
to secondary school students who have had a reasonably stong mathematics preparation.

Applizations software may be generic (useful over a wide range of disciplines or problem areas,
or it may be quite specific to the problems in a particular discipline. A computer graphics package is
useful over a wide range of disciplines, while music composition software has much more limited
applicability. A trend has begun to emerge, and it seems likely to continue. Many school districts
have decided that all students should learn to use a variety of generi. applications software. The use
of such software will be integrated into the total curriculum. Initia: instruction may be in a variety of
courses at a variety of grade levels, or it may be concentrated into a single compute. L-eracy course.

LA T
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At the same tim¢ there is growing realization that each discipline has its own applic.tions
software. Thus, as students study a discipline at a higher and higher level, they need to receive
specific instruction in use of the applications so.tware of the discipline. Thus, two types of
computer literacy are emerging. A computer literate student uses generic computer applications
software as appropriate in working with problems in every academic area. As a student progresses
to higher levels or greater depths in any particular discipline, the student becomes more and more
computer literate within that specific discipline. For example, a student who takes college
preparation courses in chemistry and physics should be learning quite a bit about applications
software specific to the fields of chemistry and physics. Microcomputer-based iaboratory (MBL)
software falls into this category.

There are many general purpose problem-solving techniques. For example:
1. Plan akead, anticipating the consequences of proposed actions.

2. A large, complex problem can often be solved by breaking it into several smaller, less
complex problems.

3. Its often helpful to draw a picture or map, or in some other manner graphically represen:
the problem under consideration.

4. Ttis often helpful to write down the steps you take in an attempt to solve a problem.

Many different simulation/games software packages have been developed t¢ give students
practice in particular probiem-solving techniques. Research into the value of such software is
sparse. The main difficulty seems to be the issue of transfer of leaming. For a particular
simulation/game, it is evident that students get better as they practice using the software. That is,
they get better at applying particular techniques in the context of the simulation/game under
consideration. But there appears to be relatively little transfer of the techniques to other
problem-solving situations. It seems likely that the teacher plays a very important role iu helping to
increase such transfer of learning. A teacher can provide a wide variety of examples, suitable :o the
academic level and interests of a particular student, where the techniques are applicable. A teachzr
can help encourage students to apply the problem-selving techniques they have studied to the variety
of problems they encounter throughout the school day.
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INITIATING/PLANNING
AN INSERVICE

3.1
Preliminary Planning and Activities

This section consists of scme general ideas followed by the project staff in setting up the
workshops. Although some of the ideas are useful primarily to people who are working in a
relatively formal environment such as a funded project, others apply to any inservice activity.

Maay inservices are open to all educators in a district or region, perhaps subject only to certain
prerequisites. But research on effective inservice points to the value of peer support within a school
or department. Thus, there is consiuerable merit in having a number of participants from a single
school. The NSF project set guidelines of having at least 3-5 or more participants from each
school, including a school administrator. While it was not always possible to adhere to these
guidelines, they served as an aid in the participant screening process.

Needs Assessment

The starting point for planning an inservice is to determine the need(s) that will be addressed by
the inservice. (That is, what educational problem is being attacked through the inservice?) Chapter
1.1 discusses some of the ~eeds that an inservice might address. The question is, how are n.eeds
determined?

Ideally, a school district would have a carefully developed long-range plan for instructional use
of computers. Detailed information on the development of such a plan is given in Moursund and
Ricketts (1988). The appropriate development of such a long-range plan invoives participation by
all of the stake holders. Thus, teachers, school administrators, parents, etc., all have ample
opportunity to provide input.

A long-range pian calls for certain actions to te taken. Generally, these actions will incluc'z
acquisition of computer facilities, acquisition or development of software, courseware, and
curriculum raaterials, and staff development. That is, the process of developing a long-range plun
can play a major role in doing a needs assessment for a computer inservice. One merely points tc
the long-range plan and says “We need to do this particular inservice because of the key role it p.ay»
in implementation of the plan."

There are, of course, other approaches tc needs assessment. And even if oie has a well done
long-range plan, these other approaches are useful and should be followed. Gene-ally speaking, a
needs assessment should be done using both a bottom up and a top down approact.. The b.ttom up
approach is to obtain information from the people who are to be inserviced. The tcp down
approach is to obtain informatio. . from the administrators of the people who are tc be inserviced.
Such information can be cbtained by personal interviews, usc of questionnaires, informal
conversations, etc. Part 5 of this Notebook contains some needs assessment instrumentation.

4.
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The needs assessment will answer a variety of questions such as:

1. What are the demographics of the group of potential participants in the inservice?
2. What level of interest is displayed by th.e group of possible participants?

3. What are suitable meeting times, places, length of sessions, and number of sessions for the
potential participants?

4. What incentives, such as college credit, release time, improved access to computers in their
schools and classrooms, etc. are needed to secure there will be an appropriate number of
participants?

5. What is the level of support from the administrators of the potential participants? Does this
level of support include release time for teachers, appropriate materials, appropriate staff
support to develop and conduct the inservice, etc? Does it include making appropriate
computer facilities available to the participants in their schools and classrooms during and
after the inservice? Does it include actually participating in some or all of the inservice
sessions themselves?

Staffing

Most people who organize and present inservices are trained and experienced teachers. But

facilitating an inservice is quite a bit different from teaching a class of precollege or college students.

Also, the inservice participants will all be educators themselves. Educators expect that the
inservices they participate in will be models of excellence. They are riot very tolerant of poor
organization and teaching. Most teachers find that teaching teachers is much more difficult than
teaching other groups of students.

We have two recommendations. First, don't attempt to do a hands-on inservice (such as
discussed in this Notebook) without an assistant. Your assistant may be someone you are helping
to train as an inservice faciliiator or a computer coordinator from one of the schools participatug in
the inservice. Once participants get into a hands-on .node, there will be many more Juestions thar
a sirgle facilitator can handle. Or course, having participants work in pairs will help some.
Emphasize tha. participants are to work quite hard to discover the answers to their questions before
they seek help from the workshop facilitator or assistant.

Second, plan to spend at least 8-12 hours preparing for each two-hour inservice. Many
teachers are used to planning a whole day's teaching in an hour or so. But a staff development
workshop is quute different. Here you will be working with your peers, and you want to do an
excellent job. Here also you are doing, something new -- you have not offered the workshop a
number of times befure. It will take a lot of hard work to be udequately prepcred to facilitate the
workshop sessions.

Some runitial Ideas

Let's assume you have decided to conduct an inservice and that you have a general topic and
audience in mind. You do a needs assessment and conclude both that you will be able to obtain
appropriate participants and that you will have appropriate administrative support. You have a staf.
(it might be only a part-time secieary, a volunteer, ot members of a district comput... committee)
who will be involved in the ¢ . pianning and imp ementation process. You have selected an
assistant who will help durin: .= inservice presentatons. You have a good idea of how the
inservice will contribute to ac  rlishing the district's overall plans for computers in education.

s
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The following list of ideas may help you as you continue the planning and development ot the
inservice.

1.

Meet with your staff early and often. Have them participate in the overall planning process
as much as possible. This helps to keep them informed (so they can respond to telephone
inquires when you are not available, for example ) and increases their "ownership" in the
overall task.

Establish guidelines for selecting the schools and individuals who will participate. Check
these guidelines with the funding agency or group responsible for making the inservice
possible. If you are not the computer coordinator for the reg_un to receive inservice, check
with the computer coordinator.

Communicate with the potential participating schools and individuals. This may be done
via a combination of mail (regular and electronic), announcements in newsletters, phone
calls, and direct contact. Indicate generally the desired nature of school and individual
participants, and indicate where and when an information meeting will be held.

Prepare for and conduct the information meeting. You will want to have a handout
coniaining key information that possible individual and school participants need to know,
which may include appropriate application forms. Hold the informational meeting early, so
that possible participants from each school will have time to have an in-school meeting to
decide if they will participate.

If you are giving university credit to the participants, make sure you have everything
coordinated with the university or college as well as the school district(s). This process can
take some time, so begin early.

Your inservice will use of a variety of software. You will need multiple copies and/or
permission from publishers to do multiple loading. Make sure that you begin the process
of obtaining the software and/ct permissions early enough so that this task is completed
well hefore the inservice is scheduled to begin.

The choice of software can be a major decision. Should vou use software readily available
¥ * ..t .5, or should you use the "latest and greatest?” An inservice must be grounded in
reality. Thus, much of the software used should be software to which teachers have easy
access. But an inservice should also be forward looking. Thus, it is aprropriate to use
some software t- .2 may be new to teachers in your school or district.

To a large exteny, the NSF project vsed software from the Minnesota Educational
Computing Consortium (MECC). This was done because such software is in wide use
throughout North America and tecause it was available in the school district where the
inservices were being conducted. However, we also obtained multiple copies of some
software on loan from certain vendors, and we obrained permission to do multiple loading
from certain other venders. Our experience was that vendors are very supportive of staff
development efforts.

Your inservice may r.iake u.e of print materials that will need to be ordered from publishiny
companies or reproduced. It can easily take a month to obtain print materials from a

publishing company, so begir: this process well in advance of the starting date for your
inservice.
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8. Think about where and when the inservices are to be conducted. From the point of view of
the inservice organizer, it is easiest to conduct all inservices at one central site, and to hold
them at a time that "seems" convenient to the organizer. However, participants may gain
more ownership and overall involvement if the inservices are c..aducted in their schools.
This involves holding inservices at a number of different sites witi. varying equipment
facilities. It involves holding inservices at a time that the potential ».ticipants have
indicated fits their needs.

Miscellaneous Suggestions to Inservice Facilitators

1. At the first meeting of the inservice, be well organized. Have name tags available,
appropriate refreshments, etc. Be efficient and business-lil 3. If appropriate, provide each
participant with a list of the names, addresses, and phone numbers of the participants and
the facilitators.

2. At the first meeting of the inservice you will most likely want to have a number of things to
hand out. These might include:

a. A notebook for participants to keep materials in, with colored paper or dividers to
separate the lessons.

b. The types of materials illustrated in this notebook. (Some inservice facilitators prefer
to hand out all materials during the first session, while others prefer to hand out each
session's materials at the start of that session.)

c.  Other print materials, such as books, that narticipants will need to read during the
inservice.

d. Some software, if it is appropriate. For example, there may be some excellent public
domain software that is suitable for participants in the inservice. Participants like to
receive free materials.

e. A syllabus for the inservice.

3. Much of the material you hand out may be forms that you want participants to write on
during the inservices. If so, make sure participants know that extra copies of these pages
in the handdut can be "ordered” from you so that they feel free to write on them during the
sessions. Have a form available to them, so they can order copies as needed, or just
provide them extra copies in an automatic fashion.

4. The computer is a powerful tool and a powerful change agent in education. Both the
overall educational system and individual educators awe (in general) resistant w change.
The inservice facilitator should deal openly with change processes and resistance to change.
This, should be a reoccurring theme in the debriefing at the end of each activity. Spend
sor  time thinking about educational change. How do you feel in your role as a facilitator
of change?

5. Student / teacher modes. The style of inservice described in this Notebook has the
participants sometimes play the role of "students” and other times play the role of
“teachers.” Make the participants aware that at times they will be students and at other
times teachers during the inservice sessions, and why the inservice is designed in this Wdy.
This switching of modes can be confusing, so make it clear when you are having
participante switch roles.

.{ ~
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6. The style of inservice described in this Notebook is heavily oriented toward discovery

based learning. Be aware that relatively few teachers are comfortable with discovery based
learning. Think about why discovery based learning is particularly appropriate in computer
education and in this inservice. Raise this as a topic for discussion quite early in the
inservice, and raise it several additional times during later inservice sessions.

7. Transfer of learning is a very important idea in computer inservices. The goal is that

participants will take ideas from the inservice and implement them in their classrooms.
Raise this as a topic for discuszion during the first inservice session and bring it up again at
subsequent sessions. It is quite appropriate to ask in the second and subsequent sessions
"Would one of you please share with us some classroom uses you made this week of the
ideas that we covered in the last session?" Do everything you can to encourage such
immediate implementation and the sharing of successful implementations.

8. Keep in mind that problem solving is a central and unifying theme in the inservice and 1s the

main reasor. why computers are coming into schools.

a. The computer-as-a-tool is essentially the computer as an aid to problem solving.
Problem solving should be a central theme in every activity and in every debriefing.

b. Many of the changes that may occur as computers come into schools are changes that
could/should occur even without computers. A typical example is increased emphasis
on problem solving in math and decreased emphasis on rote computation. Another
example is increased emphasis on the overall writing process (process writing) »nd
less emphasis on the mechanics of writing, such as spelling and grammar.

9. Preparton time. (Here we are repeating some ideas given earlier in this chapter, because

they . _ particularly important.) The novice inservice facilitator may wonder how much
work is involved in preparing to facilitate a sequence of inservice sessions. Of course, a lot
depends on the standards the person sets. Also, the time depends heavily on the overall
knowledge of computers, computers in education, the subject discipline of the teachers tu
be trained, and the software to be used. The experiences of the NSF graduate assistants
who did almost all of the presentations during this project have shown that even a highly
qualified inservice facilitator caw easily spend 8-12 hours preparing for a two-hour
inservice. (Note: It doesn'. take ncarly tiis long to prepare fc. subsequent presentations of
the same inservice.) Access to materials such as those in this Notebook can decrease
preparation time somewhat and can cdd to the overall quality of an inservice. But to a very
large exteat, the quality of an inservice depends on the quality, experience, and preparation
of the facilitator.

References
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3.2
Sample Timeline Outline

The final format of the NSF inservice sessions discussed in this Notebook was a sequence of
two hour sessions. The sessions were held immediately after school, typically from 3.30-5.30 or
4:00-6:00 in the afternoon, one day per week.

Through careful thought, trial and error, and experience, we gradually developed a Sample
Timeline for the organization of a two hour session. I~ essence, this Sample Timeline consists of 4
model for a one hour session, and the model is followed twice for a two hour session. This way of
building longer sessions from a one hour session can be further extended to still longer inservice
sessions.

The outline given below suggests specific amounts of time for the various parts of an inservice
session. However, flexibility is important. The actual time spent on any given activity will depend
on the activity, the facilitator, and the participants.

Minutes allotted Activity

10 Minutes Starting activ.cy. Have participants either work on an off machine
activity or on the computers with software that is fairly self-explanatory.
Make use of an appropriate Performance Aid.

5 Minutes Debriefing of the above activity.

25-35 Minutes First major activity for the session. This is time for the participants to
be on the computer. It can be a more in-depth continuation of the
starting activity, or it can be a new piece of software.

10-15 Minutes Debriefing of the above activity.

10 Minutes A short bre:k for stretching, coffee, cookies, other refreshments, and
informal conversations. Generally speaking, there is never enough time
to accomplish the aims of an inservice program. Don't let the break time
stretch too much!

30-35 Minutes Second major activity. Again, participants will be using the computer in
most such activities. However, sometimes off machine activities are
quite appropriate.

10-15 Minutes Debriefing of the second major activity.

10 Minutes Closure. Summarize what was accomplished during the day; any
additonal comments from the participants or yourself; details of the next
meeting.

This general outline is only meant to serve as a starting point for organizing a two-hour
session. There may be certain sessions where the debriefing and discussion is of more important
than hands-on ime. In those cases the facilitator should adjust .ie schedule as necessary. In other
cases an off-machine activity may be more appropriate than a hands-on activity.

A key concept in the CI> model is a discovery-oriented approach. Most inservice facilitators
are quite used to delivering lectures that cover a given body of material. But the amount of szaight
lecture time in a two-hour session such as outlined above should probably be less than ten m:nutes!

Rather than lecture, the inservice facilitator facilitates. Participants spend the bulk of their ume
in two modes. The first is a hands-on mode, usually working in groups of two at a machine. This
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is a learn-by-doing environment. Participants are encouraged to answer their own questions by 4
combination of trial and error, reading the Performance Aids and other handouts, and asking each
other. When the inservice facilit.tor must intervene, it shculd be as a facilitator rather than as an
answer provider.

The second major participant mode is group discussion, sometimes in small groups and ’
sometimes in a whole-Class group. Many teachers have had relatively little experience in faulitaung
small-group and large-group discussions. (A good way to gain experience is by working with a
group of educators. This is because once a facilitator gets educators started talking, it is hard to get
them to stop!) A good .ule of thumb is that the facilitator should taik less than half of the time
during a group discussion.

The group discussion debriefing scssions nwst lead to discovery or reiteration of the major
points covered. Thus, the facilitator must have these points in mind. As participants make
comments that relate to the major points, the facilitator must seize these opportunities to make suic
that these points have been discovered and comprehended by all participants. Initially, many
inservice facilitators find that this is harder to do than to just delivering a straight lecture. But, with
practice, it becomes an enjoyable and relatively easy mode of instruction.

4 :
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ElGEIT-SESSION
MATHEMATICS INSLRVICE

4.0
Software Bibliography

Developets of an inservice should give careful thought to whether they want to base their
inservice sessions on the "latest and greatest” software, or software that is more apt to be available
to teachers. Ideally, essentially all of the software used in an inservice would then be immediately
available for participants to use in their classrooms. Gererally speaking, it is more important to
achieve this objective than to make use of the "latest and greatest" software that is on the market.
This assumes, of course, that the software being used in the insex vice is of acceptable and useful
quality.

There is a great deal of software that would be useful in a computer inservice for secondary
school math teachers. This section lists most of the software used when this NSF Math Inservice
was conducted during the 1986-87 academic year. It iz advisable to check with the producer;
prices, as well as availability, tend o change rapidly.

Apple Computer, Inc. 20525 Mariani Ave., Cupertino, CA 95014; 408/996-1010.

Apple Presents AppleWorks
A hands-on tutorial for the AppleWorks program.
Free with purchase of AppleWorks--Apple II (128K recommended).

AppleWorks Grades 5-College
A very widely used integrated word processing, spreadsheet and database program.
$175--Apple II (128K recommended). Lab packs are available at a substantial savings per
copy of the software.

g;gtig/lbt:)und Software, 17 Paul Drive, San Rafael, CA 94903-2101; (415)

Geometry Grades 9-College
An interactive geomeatry program that follows the traditional geometry curricutum. It
includes over 450 problems and proofs.
$99.95--Maclntosh 512K and up.

EduSoft, P.O. Box 2560-OG, Berkeley, CA 94702; 415/548-2304.

SuperPlot Grades 8-College
Graphing software that quickly graphs any polynomial, trigonometric, logarithmic, ur
exponential function. Up to five functions may be displayed on the screen at the same
time, allowing comparisons. The user can scroll functions left, right, up, or dow: to

investigate key areas of interest. One can also zoom in or out on either axis.
$49.95--Apple Ie/z.

ld
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The Learning Company, 545 Middlefield Road, Menlo Park, CA 94025-9968; )
800/852-2255.

Gertrude's Puzzles Grades 1-6
Problem-solving software that builds basic thinking skills. An exploratory game in which .
students solve puzzles by using thz attributes of the playing pieces on the screen.
$44.95--Apple I, Commodore, IBM PC (cclor monitor required).

Rocky's Boots Grades 2-College
Problem-solving and logic-forming software. The game format allows players to move
from room to room as they learn what pieces do and how :0 connect them. There are six
sections, each with various rooms of progressive difficulty.
$49.95--Apple I, Commodore, IBM PC, ‘randy.

MECC, 3490 Lexington Ave. N., St. Paul, MN 55126; 612/481-3500.

MECC Graph Grades 3-12
An easy-to-use, flexible aid for graphing small amounts of data. One can graph
name-number and number-pair data (up to 3 sets). Name-number data can be graphed as a
line, bar, or pie graph. User can change data and adjust scales of graphs.
. $49--Apple 64K.

MECC Graphing Primer Grades 3-12
The five actvities: Line Games, Bar Games, Tell the Story, Quick Review, and Find a Fact
provide students with an interactive review of basic graphing concepts. Emphasizes skills
of analyzing line, bar, and pie graphs. Presumes some previous instruction in graphing
terminology and instruct.on. Each program involves students in the process of analyzing a
graph.
$39--Apple 64K. O
MECC Mathemartics Volume 1 - Graphing, Logic and Equations
Grades 6-12
Eight programs focus on central concepts of secondary math. Versatile gr... .ng utilities
enable students to explore algebraic and geometric concepts, and games provide practice in
thinking logically and in applying concepts of coordina.c geometry to various problem
simulations.
$29--Apple 48K.

Mina Puzzles Grades 6-10
Varied activities involving mazes, patterns, and arrays. Students rnust use logical thinking
to solve problems.
$49--Apple 48K.

Sunburst Communications, 39 Washington Ave., Pleasantville, NY 14850;
800/431-1934

Green Globs and Graphing Equations Grades 8-College
Four programs for graphing equations. Equation Plotter plots conic equations and genera)
functions. Green Globs has two game leveis, both displaying 13 green globs scattered
randomly over a set of coordinate axes. Students determine and ente~ equations for the
graphs that will hit as mary of the green globs as possible. Linear. .d Quadratic Graphs
draws a graph and the student must write the equation for that graph. The student's
equation is also graphed on the screen in a different color. Tracker is a game in whick,
students must locate linear and quadratic graphs hidden in a coordinate plane und det:n..ne
their equations. $60--Apple le/c/+/GS 48K.
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Hizh Wire Logic Grades 5-9
Students are watching a high wire act with balancing objevts. Some of the objects fall into
the net. Students earn points by writing as mary rules as pussible using and/or/exclusive
or to describe the objects still remaining on the wire.
$59--Apple Oe/c/+/GS 48K (color monitor required).

Teasers by Tobbs Grades 4-10
Two programs give students practice in Jogically solving addition and multiplication
problems. The games are in the shape of an addition or multiplication grid. The grid
presents a series of math problems, each missing a number. Stuc2nts decide which
number can't be, might be, or must be the correct solution.
$59--Apple, Atari, TRS-80, IBM, PC, Commodore.

The Factory Grades 4-12
The Factory is a problem-solving visuau.cacon game. It 1s designed to teach several
strategies: working backwards, analyziag a process, determining a sequence, applying
creativity, visual reasoning, and rotzdon. There are three levels: experimentation, making a
product, and-challenges.
$59--Apple, Atari, Commodore, ‘TRS-80, IBM PC.

The Super Factory Grades 4-12
Brings three-dimensional images to the computer screen in the form of a cube whose six
faces contain varying objects with varying orientations. Students are taught
problem-solving strategies and gain skill in spacial visualization as they research and design
products and challenge each other. Different levels of difficulty encourage students to think
logically.
$59--Apple O/e/c/GS.

The Geomerric PreSupposer Grades 5-10
This piece of software provides a solid foundation for geometry by introducing simple
constructions that can be made with a straight edge and compass. Students can measure
lengths, angles, areas, and circumference, and then e. periment with mathematical
combinations of these n.easurements.
$99--Apple Oe/c/+/GS 64K.

The Geomerric Supposer-Circles Grades 3-12
This piece of software provides students with a flexible tool tha. allows them to investigate
the properties of a circle. After choosing a construction on a circle, students can easily
change the scale and repeat the construction on new circles.
$99--Apple ITe/c/GS 64K.

The Geometric Supposer-Quadrilaterals Grades 8-12
Students can make any construction they wish on any quadnilaieral and the program records
that construction as a procedure that can be executed on any other quadrilateral. The user
can explore whether the consequences of a given construction on a given quadrilateral are
dependent on some particular property of that quadrilzteral or if the result can be
generalized.
$99--Apple Ie/c/GS 64K.

The Geometric Supposer-Triangles Grades 6-12
This piece of software allows the user to make any constru~%<.. on a triangle and recurds
that construction as a procedure that can be executed with any type of triangle.
$99--Apple Ile/c/GS 64K.

- -
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Gentleware Corporation, 2509 Saginaw Trail, Maitland, FL 32751,

Formula Vision Grades 5-12
An easy-to-use spreadsheet, designed specifically for a low level introduction to the idea of
a spreadsheet and its possible uses in working with formulas. There are only 15 cells in
this spreadsheet, which fills the Apple screen. Each cell has three categories: name,
numerical unit, and unit of measure. The purchase price is for a classroom site license.
$29.95--Apple O+/e/c.

Wadsworth Electronic Publishing Co., 8 Davis Drive, Belmont, CA 94002.

Algebra Arcade Grades 8-12
A graphing program in game format. The object is to type in an equation that will hit as
many of the “algebroids" as possible. The program keeps score. Various equations can be
typed in.
$49.95--Apple le/+, IBM PC, Commodore 64, Atari 8C0.
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4.1
SESSION 1: GRAPHING TO REPRESENT DATA

4.1.1 Narrative Overview

Most of the eight math sessions presented in this Notebook are designed so that participants
spend about half of their time in a hands-on mode, with the remaining time spent in small group and
whole group discussions. We emphasize allowing participants to "discover” key ideas. There is
relatively little time devoted to formal lecture.

This first session is unusual, because substantially less than half of the time is spent in a
hands-on mode, Although it is desirable to include maximum hands-on time in each meeting,
during the first session it is desirable to help the participants and staff get to know each other and
introduce the overall philosophy of the CI> model.

Each of the eight sessions presented in this part of the book is designed to be two hours (or
more) in length. If sessions are longer than two hours, the extra time in the first session can be
used for additional hands-on activities. Several additional activities are suggested. That is, each of
the eight sessions described in this book contains more than enough materials for two hours

In the first session participants use the computer and MECC Graph, a very easy graphing
program thar can be used to produce line, bar, and circle graphs. (Note: MECC Graph was
selected because of its availability in the school district where the inservice was held, with copies
provided to all participants under terms of the licensing agreement. Other graphics software can
serve the same purposes. Select software that is available to participants in their schools.)

MECC Graph can be used from the elementary level through high school. Some high school
math teachers may feel that this program is too simple and lirn'ted for their students. If this
happens, you may want to discuss why it is desirable for teac’ers of more advanced courses to
know what students are learning in the more elementary courses.

The CI3 model focuses on discovery-based learning, which occurs through participants
discussing the activities as they work together (typically in pairs) on the computer or in debriefing at
the end of each hands-on activity. In debriefing, questions are encouraged and key ideas are
meased out.” The inservice facilitator must have a clear idea of what key ideas are to be
“discovered" by the participants.

Sometimes participants will not make observations or ask questions that lead to the discovery
of key ideas. In such cases the inservice facilitator may need to ask leading questions. Some
sample questions that can be raised to encourage discussion include:

1. What grade levels might find this software appropriate? (Can i\ be used in grade school?
Is it too simple and limited for high school use?)

2. If students entering the courses you teach already have a good working knowledge of this
graphics softw are, how will it affect your courses?

3. As computers ana graphics software become more readily available to students, how much
"by-hand" graphing capabilities do you feel students should acquire?

4. What types of math problems can be solved by use of this graphics software? (Swrt to
explore the difference between being able to use a too! and being able to solve problems
using the tool.)

—
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5. ifyou are having students use graphics software in your class, how might you handle the
testing issue? (Do a probe to see if any of the participants have experience in giving
students access to computers during tests. You might make an analogy with the use of

calculators. There are now handhe'd calculators that can graph. For example, Casio sel's a ’

quite powerful graphing calculator for about $75 )

In thss first session we introduce a model of mathematical problem solving. It contains five
components:

1. Understand the (real world) problem.

2. Develop a mathematical model of the problem so you row have a "pure" mathematics
problem.

3. Solve the mathcmatics problem.

4. Translate the results back into a statement about the real world; thatis, do a mathematical
unmodeling process.

5. Compere the results with the origina! problem. Has the original preblem been solved?

This mathematical problem-solving model will be brought up in nearly every session. The
computer is more useful in Step Three than in the other steps. But most mathematics instruction
tirne is also spent on Step Three. This is getting at the hea.t of how computers might affect
mathematics education. Mathematics education leaders ars strongly supportive of teaching studznts
to makz use of calculators and computers to help do step three, and to spend less time teaching
students how to do this step using by-hand methods.

Many mathematics educators support the idea of discovery-based learnin g. Computers can b~
used to add another dimension to discovery-oriented instruction. However, teachess are always
challenged by the large amount of curriculum material that must be covered. The idea of spending
mathematics class time teaching students to nse computers further complicates the issue. Such
difficulties shouid he discussed openly as they are brought up by the participants.

Traditional college and universitv courses typically assigy. a substantial amount of homework
between class sessions. Because most of the workshop participants are already work .1g more than
full rime in their teaching job, each facilitator must decide the nature and extent of horaework
assigned to particiy “nts between sessions.

For the NSF inscrvices, we chose to incorporate a "Game of the Week" as part of the
homework. Each game was designed to be both academically relevant and fun. Most could be
completed in a modest amount of time, a result consistent with our decision to keep required
homework 10 a minimuin.

The title Game of the Week was designed to he’ ) participants think of the assignment as an
opporumity to do some creative thinking and make effective use of this inservice. There are no
"winners" as such, but those who do the exercises will gain greater insight into using compur s in
their classroom. The games also cncourage participants to think about key issues and conten, ,ate

students. In sub_sqquent sessions some time was mede available to discuss the successes and
failures that participants had as they tried out these naterials with their studente.
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4.1.2 Script

For each of the eight sessions we provide both a detailed script and 4 imeline. We suggest that
you study the script carefully. From it, develop your own timeline containing an ourline of whu:
you actually intend to cover in a session. (A script contains rmore detail than you will need when
actually facilitating an inservice session. Most facilitators would find it somewhat confusing to
have such a detailed script in front of them when actually doing an inservice. But the detailed senpe
1s a help in pre ring for an inservice session.) The next section of the noteboox contains a sumpic
timeline used at one of the NSF inservice sessions. It was built from the script that follows.

Each script contains enough materials for substantially more than a two-hour inservice. Thus,
the facilitator will need to select a subse. t0 present in the time available. (Most facilitators also will
incorporate a number of their own ideas and materials.)

The reader will note that this first script is much more detailed than later scripts. It iy :mportant
to be considerably over-prepared for the first inservice session. Once the inservice series is off to 4
good start, you will find that less detailed preparation is necessary.

Theme Organizing data

Objectives Give an overview of the inservice goals.

Represent information in graph form using software.
Compare line, bar, pie and pictograph representations.
Graph real-world information.

Identify the impact of equation graphers on the curriculum.

hF ol ol Ml

Abbreviations Readers of this script and subsequent scripts should note the following
abbreviations:
(HO) Handout
(LP) Lesson Plan
(OV) Overhead Transparency/Slide
(PA) Performance Aid (A "crib sheet"” set of notes to aid a person 1n
using a piece ~f software.)
(WS) Worksheet

Materials Software Handouts
MECC Graph with (LP) Lucy Van Pelt
Lucy Van Pelt File
Super Plot (OV) MECC Graph
Note: Use of Super Plot (PA) MECC Graph
may be delayed undl the (HO) Our Day Pie Craph
second session. (HOD) Predict and Graph

(HO) Graph Probs

Names and school~ »f all
participants (to be prepared
by presenter)

Refreshments

Resources Overhead projector
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Setup

before

starting

(PA) MECC Graph

Start on time

10 Minutes
MECC Graph

Overhead

OV #1 MECC Graph
or

Blackboard

or

Handout

« understanding)

Discussion
5 Minutes

Introductions
30-40 Minutes

Prior to pariicipants' arrival, load each computer with:
MECC Graph

* Select the bar graph

» Use afile of data that represents how Lucy Van Pelt spends her time.

You will want to create 2 Lucy Van Pelt file that seems suitable to the
inservice situation. This is a file that can be graphed by MECC Graph and
which contains data on how Lucy spends her 24 hour day. Suitable items
might include Beauty (4 hours), Eating (2 hours),School (4 hours), TV
(3 hours), Being Nasty (1 hour), Sleeping (8 hours), and Free Time (2
hours).

Have a large screen monitor or projecto: available for demonstrations.

As participants arrive, give them name t~.gs, form them into pairs, and put
them on computers. That is, as soon as two people arrive, get them
sarted on the computer. Asmorep  le arrive, pair them up and get
them started. Make it clear thatth.  _cvice starts on time ans} that there
is something useful to be doing as suon as one arrives.

Everything begins on time with a hands-on activity.
Participants work in pairs and follow instructions written on overhead or
in a handout.

Instructions:

Predict the bar graph and then:

Press G for the graph

Press Q to select a different graph
Select Pie to see the Pie graph

Press Q to select a different graph
Select Line  to see the representation in Line

Leave the most appropriate representation on the screen.
(This could be donc on a worksheet, instead of using an overhead, along
with discussion questions.)

Pull the focus away from the computer to the presenter. This method of
starting immediately will be modus operandi throughout the inservice
series. Whole group discussion comparing the different representations.
Determine which graphing form is most appropriate for this problem.

Purpose: To introduce the inservice facilitators and give a little
information about their backgrounds. Participant introductions. This
should include name, school, grades/subjects taught, or administrative
position.

Overall presentation:

» There will be a problem-solving theme in all of the sessions.

» Steps in math problem-solving. (See the diagram in the Game of the
Week). Note that relatively little school time is spent on modeling,
unmodeling, and checking to see if the real world prob.em is solved.

» Knowledge of math (computation) will not decrease because of
computers, but the emphasis on computation should, with more time
spent on modeling.
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Break
10 Minutes

Demonstration

Lucy Van Pelt
5 Minutes

Activity

(WS) Day in your life
10 Mirutes

Discussion
5 Minutes

Activity

10 Minutes
(Omit if time is
a problem.)

Discussion

Demonstration

10 Minutes
MECC Graph
Newspaper Graphs

Refreshments.

(Itis all right to * *ve beverages available for participants when they first
arrive at an inservice. But the main "goodies” should not be made
available until the mid session break.)

Purpose: Introduce editing.

The file does not include an important part of Lucy's day--

the amount of time spent crabbing. So, edit the file and add crabbiness.
What happens to the total number of hours? Participants determine which
hours are changed. Predict the percents on the pie graph before

graphing.
Purpose: Practice editing and predicting results.

Fill in personal information on the worksheet and add that to the file on
the computer. Do two pie graphs. Early finishers can also view the data
in bar graph form or practice other ideas.

Have participants think about the range of possibilities for using a piece of
software like MECC Graph. What teachers do at one level affects
teachers at other levels.

Purpose: Concrete kinesthetic graphing example, which bridges the
more abstract computer graphing activit.es. Participants will form a bar
graph (really a pictograph) using their own bodies, based upon eye color.
From the bar graph have the participants form a pie graph. (Do not give
instructions on how to do it, let them find a solution. Note: one way is
for everyone with the same color eyes to hold hands and then all the
colors form a circle.)

What insights did they gain doing this versus using the computer?
What other types of information could be graphed this way?

Discuss three learning stages:
1. Concrete
2. Pictorial
3. Abstract

This concrete kinesthetic bridge activity can be uscd in the clissroom.
The order of actvities in the inservice was done Yackwards (computer
first) because of participants' skills. The computer is kinesthetic,
touching the keys is sensory input, but most of the tninking is abstract
with some pictorial. Bridges must bz developed and travers~d between
on-line and off-line activities.

Purpose: Ease of changing the scale of a graph.

How the scale of a graph can affect the understanding of the informancn.
Presenter wiil demonstrate a bar graph on MECC Graph. This graph can
be from a newspaper article or one of the existing MECC graphs. Then
change the scale on the graph. Increase the scale. What is the new
impression of the graphed data? Discussion can revolve around the use of
graphs to bias information presentations.

el
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Activity

(HO) Equations
SuperPlot
(Omit if time is
a problem.)

10 Minutes

vV Understanding

Activity

(HO) Graph Probs
(Omit this section

if time is a problem.)

Discussion

5 Minutes
(Omit if time is
a problem.)

Debrief
30-40 Minutes

Purpose: Introduction to graphing equations.

Participants use handout and predict the graphs of the equations.
Presenter then demonstrates SuperPlor sing the first graph on the
worksheet.

Say out loud the keystrokes Use the exact words necessary to obtain the
graph. Use few, if any, other words.

Participants go and check their graphs by using SuperPlot at their
machines. Record results in Column 2.

Presenter goes down the list of equations and the participants graph the
results in the air without looking at what they recorded from the computer.

Extension to using SuperPlot: Use (HO) Graph Probs.

This concre~ approach allows the presenter to check for understanding
and introduces a new activity for the participants to use in their classes.
Discuss implications of using the computer as a graphing tool. Does this
change the order or the way in which concepts can be taught? (See
NCTM reference on Inverted Curriculurr.) How young should students
understand graphs? Middle school teachers may feel that this has no effect
on what they teach. It is important that they understanc. the tools that their
students will be using in the future. This can affect the skills their
students will need.

Purpose: To debrief the last exercise and the overall first session.

Discuss thie format of the session.

Explain the sequence of future sessions.

Prepare teachers for their roles in planning and sharing what they have
learned with others in their school.

Some possible questions/ideas for discussion.

What did you enjoy most in today's session?

What one idea will you take back to your school and try?

What will you share? It does not have to be a computer idea, it could
be a non-computer activity.

What did you gain from working in groups? How do you set up
groups when you use computers with students?

Which behavior or management techniques can work in your
classrooms?

Off-computer activities are as important as computer activities. How
can you modify today's off-computer activities to use with your
students?

When were a variety of auditory, visual and kinesthetic avenues used
in today's session?

8. Which ideas require specific computer knowledge, and which depend
primarily on general knowledge math teachers already possess?

AN U T o e

=
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Game of
the Week

Project

Weekly Logs

O Closure

Bye-Bye

Think Ahead

Evaluation
(Indicators)

Look at three difi-rent courses (or three different parts of on course), and
evaluate a unit to see how much time is spent teaching the vertical as
opposed to the horizontal lines in our mathematical model which is in the
Game of the Week (HO).

Project reports will be presented during the last session. You will want to
get participants started thinking about projects righ: away. You might
indicate that:

+ The last session will be one in which individuals or groups present
projects.
+ The ideas are left to the participants.

= The projects may be for their own classrool.. _..g., planning a scope
and sequence that can be used across grades inservice
ideas for *heir own staffs, etc.).

Logs are to be filled out each week in order to help participants keep track
of their own computer-related activities. Information to keep track of in
Weekly Log might include:

Software used or previewed

Noncomputer activities used

Teachers with whom they have shared information

Project ideas

Questions to ask presenters.

Notes to self that one might want to save and review after the inservice
is over.

If there is time, let teachers from each school form groups. Their task will
be to begin to discuss what they can do to help people in their school.
What are the needs at their school? How can information best be shared?
This is not a time to complain, but a time to be pragmatic and look at how
things can be improved. Participants may wish to begin discussing
project ideas that could involve the overall school math curriculum.

Make teachers aware of how much they have covered in a short penod of
time.

Encourage them to incubate ideas.

Thank them for their participation.

The closure might also contain a brief preview of coming attructions.

Remind participants to fill out their logs. Let them know where the next
meeting will take place. Discuss who will provide refreshments, if
refreshments are to be provided by the participants.

How well did the inservice go?

At the end of each inservice session you will want o debrief the overall
session along with any assistants. If you have worked alone, sit quietly
for a few minutes and debrief it by yourself. The following iist can be
used to help in the debriefing. We will not repeat this list; it can be used
each time.
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Did participants seem to have fun?

Did each participant find one idea to take back and use?
Did participants work in groups?

How did the demonstrations go?

Was the desired behavior modeled?

How did the off-computer activities go?

Did you vary the auditory, visual and kinesthetic input?

Did you acknowledge t..e valuable skills and knowledge participants
brought to the inservice?

Were you satisfied with how well you did?

b 1
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4.1.3 Timeline

’ This is a sample timeline for a parncular implementation of the two-hour inservice descnibed 1in
the previous section. The general idea is that one first develops a detailed lesson p:an such as given
in the previcus section. Then one develops a simple and specific timeline such as is given here, and
one uses it to do the actual presentations. Have computers loaded with MECC Graph and have the
Lucy Van Felt file on the disk for easy access.

0:00-0:13 Hand out notebooks and the packet of handouts for this session as
participants arrive. Get the participants on the computers in groups of two as
soon as possible. Each person should have the Predict the Bar Graph sheet in
their packet and should follow the instructions.

0:13-0:23 Discussion/deorief. Move participants off the computers and start
discussing the first computer activity. Train participants to move from a
computer activity to a discussion activity -- for example, train them to turn off
their computer monitors when told to do so.

0:23-1:05 Introductions. Facilitator(s) and participants should introduce themsclves.
[Note the handout with names and phor.e numbers (10-12 min.)]

Overall presentation

* Proufem-solving theme

* Mathematical modeling

+ Changes in the math curriculum (15-20 min.)

Format of this presentation and others

*  OQutline of this session

+ A little different because of introductions. We will spend more time on
the computers in future sessions. (5 min.)

1:05-1:15 Break.

1:15-1:20 Demonstration of editing on large screen. Participants should verbally give
changes and predictions.

1:20-1:30 Fill in Day in Your Life worksheet, enter this data into the computer, and
graph it.

1:30-1:35 Discussion. What good is this? What do we expect students to learn from

a piece of software like this? What can be graphed in this manner?

1:35-1:45 Demonstration. Change the scale on a graph and see what happens.
Should students be aware of the ability of people tv skew graphs? Give some
real life examples in class.

1:45-2:00 Closure.
« Discuss format of the session again (more computer time in the future).
» Explain sequence of sessions and where they will be held.
+ Prepare teachers for their roles in planning and sharing with others.
* Explain Game of the Week and distribute the first game.
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* Review the Log Sheet and remind them to fill them in, both for school

and home use.
» Remind participants that the last session will be project presentations and

that additional school administrators will be invited to attend. Inform

facilitator what group you will be a part of. 0
»  Who will provide refreshments next session?

Part of next wee's session iuvolves having "stations” at which participants can examine select
pieces of software. Each station will have a superviscr/demonstrator who is an inservice
participant. Get four or five people to volunteer. Meet with them for a couple of minutes after the
inserv.ce session ends to explain what they will do and to give each their piece of software to work
with.
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4.1.4 Handouts

This serstion provides handouts needed by the participants during Session 1. The facilitator
may find it useful to make some of these into overhead projector foils for use during the inservice.
If you prepare your overheads using a computer such as the Macintosh, we recommend that you
use 18 point type. (Fourteen point may suffice if you are in a small room and have a good quality
overheasu projector. Make some samples and try them out to see if they are easily and clearly
visible.

Note that part of the next section on materials must also be in the hands of pariicipants during
the session. Although the materials are designed primarily for use by secondary school students,
we work through some of them during the inservice session to help illustrate the ideas being
covered in this session.

Index to Handouts Page

Session Descriptions

(PA) MECC Graph: Lucy Van Pelt

(PA) (Alternate) MECC Graph: Lucy Van Pelt

Creating MECC Graph Diskette Files

Game of the Week

Game of the Week Outcomes

Participant Log Sheet 1

OWoo~1ULh £t
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Session Descriptions

This handout contains a brief summary of the contents of each of the eight sessions of the
inservice.

Session 1: Graphing o Represent Data

We will use MECC Graph on Apple computers and discuss line, bar and circle graphs of smull
sets of data. The issue of when and how to use a piece of software like this will be discussed. The
general style or model for the remaining inservice sessions will be demonstrated and briefly
discussed.

Session 2: Graphing Equations

Using MECC Graph, MECC Graph Primer, Algebra Arcade, Green Globs and Super Plot, we
will discuss software that graphs equations and the uses of such software in the math curriculum.
We will also look at a graphing program for the Macintosh called Cricket Graph. It provides an
effective demonstration of the difference between relatively expensive software on a relatively
expensive microcomputer versus relatively inexpensive and somewhat older software on a less
expensive microcomputer.

Session 3: Spreadsheets

We will use Formula Vision and the spreadsheet on AppleWorks. Formula Vision is easy ‘v
learn and may be used in a wide varery of math classes. The spreadsheet in AppieWorks take:
much longer to learn, and we will barely scratch the surface. Many teachers use spreadsheets to
keep their gradebook records, and spreadsheets can be used to solve a wide range of math, scic n..,
and business problems.

Session 4: Problzm Solving

Although problem solviag is a theme that runs throughout the eight weels of the inservice
sessions, we also spend one session looking at software that is advertised as "problem-solving
software.” We will use Mind Puzzles by MECC, Teasers by Tobbs, The Factory, Gertrude’s
Puzzles, High Wire Logic and Rocky's Boots. The basic issue is whether and/or how the use of
such software improves students' problem-solving skills.

Session 5: Databases

We will use the database in AppleWorks to illustrate the power of database software. We wall
learn to use Memo Pad, a simple database program made available to all twachers in the Eugene 4)
school district. (Editor’s Note: FrEdBase became available late in 1988, well after the inservice
sessions described in this Notebook were conducted. FrEdBase is available from the California
CUE organization or from ICCE. Once you obtain a copy, you are free to make additional copies
for all of your students. It is an excellent piece of software to use in this type of inservice session. )

Session 6: Geometry and Visuafization

We will use various pieces of software, including the Geometric Supposers series as well as
Geomerry for the Macintosh. We will examine The Factory and Super Factory for their possible
value in improving a student's spacial visualization skills. (Research by a computer-in-education
doctoral student at the University of Oregon provided evidence that use of The Factury contnibutes
to improved scores on spacial visualization tests.)

Session 7: Inverted Curriculum

The current mathematics curriculum emphasizes students’ development of good computationdl
and symbol manipulatic.. skills. But these are things that computers do well. The idea of an
inverted curriculum supports spending more time on higher order skills (problem solving) and less
tme on lower order skills (computation and symbol manipulation). Students are provided with
calculators and computers to aid in calculation and symbol manipulation.
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Equaton solving provides an excellent example. One can now purchase handheld calculators
that have a SOLVE button. After the user keys in an equation (some can handl lirear systems of
equations) the equation can be solved by the calculator. During this session we will look at some of
the software systems that aid in this part of problem solving, and we will discuss the long range
implications of making such software an everyday part of the math curriculum.

Session 8: Projects

The final session will be devoted to project presentations. Participants may work individuaily
or in small groups. A natural g.ouping might be al. participants from one school or all participants
teaching a similar course. W+ will invite the district computer coordinator and several school
administrators to attend this sessicn.
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MECC Graph: Lucy Van Pelt

This is a Performance Aid. It is a detailed set of directions for accuinplishing a specific task
with a particular piece of software.

1. Insert the MECC Graph disk in the drive. Close the drive door.

2. If the computer is off, turn it on. If the computer is already on, hold down the Open-Apple
and Control keys, and press the Reset key (this is called a warm starr). When you
release these keys, the disk drive should start and the program will load. (If it do. .n"t work,
repeat this step.)

3. When the disk drive goes off, press the Space Bar and read the description of the program
on the screen. Then press the Space Bar again, rind read the menu (1 set of options) on the
screen..

4. Choose item 1 (Graph Name/Number Data) by pressing 1, ihen press the Return key.
5. The screen now disnlays samples of bar, line, and pie graphs, and a menu that allows you to

spe.ify what type of graph you want to have the computer do for you. select Pie Graph by
pushing the 3 key and then the Return key.

6. The LEGEND screen now asks you if "Do you want to use data stored on the diskette? Type
Y (for yes) and then the Return key.

files named, and one of them will be LUCY VAN PELT. Ifitis already highlighted (black on
white instead of white on black) then press the Right Arrow key and then the Return key.
If it is not already highlighted, press the D (for down) or the U (for up) key an appropriate
number of times to highlight the LUCY VAN PELT file name. Then press the Right Arrow
and then the Return keys.

7. The next screen begins with the directions "Select a data name.” There will be one or more
8. Now the screen display will show some data about A DAY IN THE LIFE OF LUCY VAN |
PELT. Answer N (for no) and press the Return key in response to the question "De you |
want help entering labels for your graph?" ;

9. Notice the menu at the bottom of the screen. Select the graph option by pushing the G key.

10. Notice that the computer now draws a pie gravh of the LUCY VAN PEL™ data. The graph
shows the percent of the data that is spent in each of scveral different activities. At the bottom
of the display is a menu.

11. Now feel free to experiment. For example, you might want to start over at step 2 of these

instructions, but trv different options. You might want to see what the LUCY VAN PFLT
data looks like when presented in the form of a bar or line graph.
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(Alternate) MECC Graph: Lucy Van Pelt

Note . This is an alternative format for the MECC Graph Pie Graph Training Instruction
Performance Aaid It has been designed to better fit the needs of younger students. Notice that thc
G reading !>vel has been lowered and the key strokes to be performed have been more clearly
identified. This PA contains more detail than the PA designed for teackers. This PA would be even
better if it contained pictun  .howing what the screen is suppused to look like after each major step

Note 2: Writing really good Performance Aids is quite difficult. Usually it involves a tnai and
error process. One write the best PA they can, and then tries it out with the intended audience.
Some members of the intended audience will not be able to follow the instructions. This w!! most
likely suggest that some revisions are necessary. This cycle of writing, testing, and rewniung :.ay
need to be repeated a number of times before a satisfactory PA is produced.

1. Take the MECC Graph qisk out of the disk jacket.

2. Keep your thumb on the label.
Insert the MECC Graph disk in the disk drive with the label up.

3. Close the disk drive door.
4. If the computer 1s off, turn it on.

*  Turn on the monitor. The switch is usually on the front or the top.
» Tum on the computer. The switch is on your left on the back of the computer.

If the computer is already on,
Hold down the Open-Apple and Control keys at the same time.
g Continue to hold down these two keys.
Press the Reset key.

Release these keys. The disk drive should start .
If nothing happens, repeat this step.

5. When the red light on the disk drive goes off, the program is loaded.
You see a screen that identifies the program.
You see the instraction "Press the Space Bar to continue”
Press the Space Bar now.

6. Read the description of the program on the screen.
You see an instruction to press the Space Bar again.

Press the Space Bar now.
7. You see a menu on the screen (A menu is a set of choices.)
8. Youare to begin with choice number 1, Graph Name/Number Data

Press the number 1.
Press the Return key.

9. Ycurscreen shows samples of bar, line, and pie graphs.
There is a irenu at the bottom of the screen
You are to start with choice number 3, Pie Graph.
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10.

11.

12.

13.

14.

15.

16.

Press the number 3.
Press the Return key.

Your screen now contains four colummns ui horizontal lines.
The word LEGEND appears at the top on the left.
At the bottom, you see "Do you want to use data stored on the diskette?"

Press the Y key.
Press the Return key.

You see a screen that begins with "Select a data name."”

You see a list of one or more files.

One of the files is called LUCY VAN PELT.

(If LUCY VAN PELT is not on your list, ask for help.)

You can use the U (for Up) and D (for Down keys) to Laghlight the names in the list.
Press U and D several times.

Notice that the names are highlighted as you mo~ & your cursor.

Now you are to choose LUCY VAN PELT.

Highlight LUCY VAN PELT (use U and/or D)
Press the Right Arrow key.

This selects the LUCY VAN PELT file.
Press the Retura key.
This gets the LUCY VAN PELT file.

The screen contains . . e data entitled A DAY IN THE LIFE OF LUCY VAN PELT.
You see the question "Do you want help entering labels for your graph?"

Press the N key.
Press the Return key.

You see a menu at the bottom of the page.
You are going to graph the data you see on the screen.

Press the G key.

The computer now draws a pie graph of the LUCY VAN PELT data.
The graph shows the percent of the data that is spent in each of severai different activities.

You see a menu.at the bottom of the screen.
Now you should experiment. Here are some ideas:

 Startoverat Step 9 of e above inszructions, but try different ~tions.

+ Find out what the LUCY VAN PELT data looks like when prese... } in the form of a bar
or line graph.
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Creating MECC Graph Diskette Files

[Note: This is an example of a Performance Aid. It is a detailed set of directions, rather like a
recipe, for accomplishing a specific task with a particular piece of software.)]

Getting started:

Load MECC Graph.

Select 1 from the Main Menu.

Make selection from the Graph Menu:

1. Bar 2. Line 3. Pie

Answer N to the question: Do you want help?

Answer Y and the program will aid you. For now, try N.

Creating your own file: (These instructions are for a line graph.)

Type your Graph Title: A Day in the Life of your name
Type your X-axis label: Activities
Type your Y-axis label: Hours
Type up to three names: Your name Partner's name
Type in legends: Sleep
Eat
Play
Etc.

To type in data under the correct columns:

Press G to see if it looks appropriate.

If not, press C and make changes.

Press S for save and then Y for yes and give the data a title.
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Game of the Week

The diagram given below suggests four major aspects or components of using mathematies to
solve real world problems. One starts in the upper left curner with a real world problem that mught
be solvable through the use of mathematics. One then follows the arrows from box to box.

Acco..  shing the tasks suggested by the four arrows requires varying ievels and types of student
mathematical knowledge and skills. But math courses vary consi’2rably in how much emphusis i
placed on each of these four components. This issue becomes particularly imgortant as it becomes
clearer and clearer that computers can make a major contribution to "Solve the Math Problem.”
Indeed, once humans have figured out how to solve a particular category of math problem, there s
a good chance that a computer program can be written to solve the problem. On the other hand,
computers appear to be of much less use in performing the other three general tasks in solving reai
world math problems.

Real Math Pure
Muth

world Modelin Problem
Probiem 9

Decide if Original Solve the

Problem is Solved Math Prob.
Real p Math Solved
World S Unmodelin "Pure” Math
Results g Problem

Game of the Week: Examine three different math courses you teach (or three different parts of
one math course). For each, estimate the percentage of the course devoted to havi..g students learn.
to "Solve the Math Problem” versus the percentage of time cxn the other three components. Write «
brief report on what you find and your conclusions.

Generalizing the math problem-solving diagram: The ideas in the math prcblem-solving
diagram can be generalized to most human problem-solving efforts. Each discipline has develuged
nowatior anc vocabulary for describing/representing the problems of the discipline, and for
representing methods to solve problems., Each discipline has an accumulated pool of knowledge of
what problems are solvable, and how to solve them. Thus, if we select any discipline, we can
substituce its name for the word "math" in the above diagram.

Still more generally, we can think of the memories stored in our brain as being patterns available for
use in problem sol" ing. We encounter a real world problem situation and we work to match 1t
against a stored pattern. If we find an acceptable match, we than apgly solution procedures that we
have used previously. We then interpret the results in light of the original problem situation, and
then check to see if the problem situation has been resolved.

For Extra Credit: Think about the previous two paragraphs. Write a short paper which 15 «
critical analysis of these idcas.
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Game of the Week Outcomes

[Note. This is not intended as a handou:. Rather, itis a brief discussion to give the insenice
facilitator some ideas on what outcomes may be expected from the Game of the Week.]

This first Game of the Week helps set a particular tone for the entire inservice. Itis a tash
that all inservice partic.pants can accomplish, and it gives insight into our mathematics education
system. Typically, teachers will report that about 70% to 80% of the time in the nath courses they
teach is spent on the topic of "Solve the Math Problem.” They indicate some desire to spend more
time in the other areas, perhaps doing "problem solving.” To the typical secondary school math
teacher, problem solving in this case tends to mean dealing with word problems. How "real world”
such word problems are is not clear.

Secondary school math teachers are aware of calculators. They understand the issue of
learning tc: de pencil and paper computations versus leamning to do calculations mentally or with a
calculator. However, few secondary school math teachers have internalized the idea that the
calculator analogy holds for much of what they teach. That is, much of what students are learning
1n secondary schoc! mathematics courses is of a computam)n.ll or symbol manipulatiun nature, and
computers are quite good at such tasks.

The inservice facilitator should be aware that erwphasis on lower orde: skills occurs throughout
the curriculum not just in math. Benjamin 3loom is known for developing Bloorn:'s Tzx:10my,
which gives a scale of lower-order to higher-order cognitive skills. The iatter group, includes
analysis, svathesis, and evaluation, and are sometimes called problem solving. Bloom estimuates
that perhaps 957% of the questions on teacher-constructed tests focus on lower-order skills. Tuat is.
even though educational leaders stress the importance of h:gher-order skills, it is the ‘ewer-order
skills that dominate in the curricula developed and taught by most teachers.
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Participant Log Sheet

One purpose of the inservice is to increase participant awareness of their use of computers und
to encourage their increased and effective use. The Participant Log Sheet hel)s do this. Have
participants fill out a lug sheet each week. Encourage them 1o make entries at the end of each Jday
rather than in the few minutes just before an inservice session begins. Collect the logs each
session. Read them and make use of their content in planning and conducting the next inservice

session. A sample Log Sheet is given below. You may want to modify it to fit your specific needs.

Name Date___

Participant Log Sheet

Please use this form to record all of your computer-related activities, both at school and at
home. Please set aside a couple of minutes at the end of each day to write in your entries. Be
honest. It is quite appropriate to write NONE for days (indeed, for a whole week) if no use was
made of computers.

Monday
Tuesday
Wednesday

Thursday

Friday
Weekend

Notes and Additional Cornments:
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4.1.5 Student Materials

These sample lesson plans are designed for use with students at a variety of grade levels. Tney
exemplify the types of activities that can be done with students after inservice partcipants have
learned the material in Session 1. There are many ways 0 orgamze and present a lesson plan. The
exampies given here can be adapted to a variety of instructional settings.

One. type of homework assignment that may be given in an inservice of the type described in
this Newebook is to have participants develop lesson plans. These lesson plans may be .hared
among participants as well as with their colleagues. It is helpful if all participants follow a commuor
format (such as illustrated in these materials) when developing lesson plans to be shared.

Inservice facilitators will want to use some of these materials during the inservice session. 1.
the session is more than two hours in length, it is appropriate .0 have participants work through 4
number of these student activitizs.

(LP) Pie Charting Lesson for Our Oregon
Graphing Ideas from the Real World

Index to Materials Page
(LP) Day in the Life of Lucy Van Pelt 2
(LP) Our Day Pie Graph 3
(LP) Interpreting Graphs 6

7

8
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Pzy iu the Life of Lucy Van Pelt
Description: Materials:
Pie Gruph introduction 1 MECC. Graph diskette/computer
Grades 5-9 Apple computer w/lg monitor
12 min. per par of students (from 1-12 computers)

Stucents will use the pie graph to solve somz percent problems. This can be an inrroduction
for percents at the fifth grade level or review in genera' math. An alterrative to using one compute:
per pair of students is to use a single computer with a la-ge screen display for the whole class.

Before you start:

Set up equipment OR sign up for computer lab. Create a Lucy Van Pelt file that includes ume ,
spent complaining or crabbing, time spent watching TV, time spent operating her "S¢/consultation N
business," etc. Select ways of using time that will amuse your studerts, and selec . aumtzrs of
hours so that the percentages f the day spent on various activities will be reasonabiy nice numbers.

Lesson:

1. Use the Lucy Van Pelt file on MECC Graph, with each pair of students running the
program.

2. Have students determine the ~umber of hours and the percentage of the day that Lucy
spends on comvplaining/cr  ing, on sleeping, on watching TV, etc.

3. How many hours a day does she operate her 5¢/consultation business? Does this meet the
standard of 25% of the average working day to qualify her for small business support?

4. Suppose that Lucy adZ. four hours a day to her TV watching time, and subtracts an hour
off of each of four other activities. How much does this increase the percentage of the day
spent on watching TV, and how much does it decrease the percentage of the day sr=:.: on
the other activities?

5. Have students estimate their own time b1=akd~wn in percentages and present it as a pie
graph. Does it make a difference if they chco. - a Monday or a Saturday? Decide which
day of the week will be analyzed and assign the activity.

Follow-up:

* Students look through newspapers, magazines, and books to find pie graphs.

» Students predict a pie graph for another day in the week and then check it on the
computer.

+ Students create raph for a pet.

» Students create a pi graph for one adult i, their world.

Comments:

A day is divided into 24 hours. It is quite convenient to talk about certain fractions of a day,
such as 1/2 day or 1/4 day. And, as you know, these lead to “nice" percentages. But people often
talk about an hour or two hours. These arc not nearly such nice percentages of a day. Have your
students think about when is it mnst convenient and appropriate to talk ab.ut pe..entages as
contrasted with just giving the actual quantities (25% of a day versus 6 hours)?

-~y
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Our Day Pie Graph
Description: Materials:
Topic: Pie Graph introduction Software: MECC Graph
Grade level: 3-5 (or older remedial) Equipment: Apple computer w/lg monitor
Time: 12 min. per pair of students (from 1-12 computers’

Students will display the time allocation in their day in a pie graph. They will then compure pie
graphs. 7ais can be an introduction for percents at the fifth grade level.

Before you start:

1. Set up equipment OR sign up for compnt=r lab.

2. Copy worksheets (on next two page). One worksheet is for writing down initial data
(students can do two different days if they F'ke), and the other is for drawing a picture of
the circle graph produced by the computer. (This assumes that printers are not readily
availabie.) For more advanced students, instead one can have students first sketch what
they expect the circle graph will look like, using this second worksheet, and then do the
graph on the computer.

Lesson:

Have one person in the room volunteer to gc through the steps of setting up a pie graph on
how they spend the hours in a day.

Do ihe hours add up to 24?

Does it make a difference.if they choose a Manday or a Saturday?
Decide which day of uie week will be analyzed and assign the activity.
Before the students use the computer.

PN

+ They are assigned partners.
+ They fill in the worksheet on how they spend their tire.
* The total is 24 hours.

5. The students use the computer and enter the data for each.

6. The students record their pie graph on the worksheet.
7. The students color in the different ways they spend their days.

Follow-up:

Students look through newspapers, magazines, etc., to find pie graphs.

Students predict a pie graph for another day in their week and then
check it on the computer.

Students create a pie graph for a pet.
Students create a pie graph for one adult in their world.
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Our Day Pie Graph

's Graph In onc day, how many hours do you:

Narpe
sleep
eat
play
watch TV
go to school

Tota!

's Graph In one day, how many hours do you:

Name
sleep
eat
play
watch TV
go to school

T
®

CI3 Notebook ¢ 4.1.5 Materials + Page 4




's Graph

Name

Questions:

1. Did you want to draw the pie graph by yourself or would you rather have the computer draw

it?

2. Do ycu think using the computsr will help you learn what a pie graph means?
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Interpreting Graphs

Description: Materials:
Topic: Interpreting Graphs Software: Interpreting Graphs
Representations by Conduit or Sunburst
Grade Level: 7-10 Equipment: Apple II w/monitor
Time: 12-15 min. Other materials: Graph paper for notes (optional)
Grouping: Wtole Group Demonstration
OR 3 students/group
Cbjectives:

1. Interpret results
2. Identifying real-world situations

Before you start:

1. Run the program to get a feel for the kin. of graphs being posed.
2. Collect real-world graphs from public sources and textbooks.

Lesson: Sequence of instructional activities)

1. Students select 1. Relating Graphs to Events from the Main Index.

2. Have students keep track of the different graphic representations as they learn them.

3. Have students graph the ups and downs of riding in a car or bus frc  home to school.
4. 'What does the graph of their weekly allowance look like?

Follow-up:

* Students gather graphs from outside sources anc write a few lines explaining what the
shape of the curve means.

»  Writing Activity-Give a graph to the whole class (with or without the units on the
vertical, horizontal, or both axes) and have each student write a story around the
events represented in the graph.

* Have students close their eyes and graph different slopes in the air as you tell a story,
or a diagram as yca travel in an imaginary or real land.

Comments:
A major gcal is to get students to visualize what a graph will look like before they actually have

the computer draw the graph. Tracing graphs in the air and on computer screens helps studerts to
remember some of the graphing concepts being illustrated.
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Pie Ch. ‘‘ag Lesson for Our Oregon

Description: Materials:
Topic: Creating pie charts with software. * rware: MECC Graph.
Grade level: 4-10 Lquipment: One Apple // per two students.

Time: Flexible--30 to 50 min.

Grouping: Students work 1n pairs. O occasion, two pairs of students will need to be able to view
one another's computer screens.

Objectives:

1. Students will create pie charts from data in the Our Oregon textbook, then modify the datu
and teport the effects on the charts. (Editor's Note: Our Oregon is a typical elementary
school social studies textbook. This particular lesson plan was first developed for use with
students in the upper elementary school grades.)

2. Students will create new data sets and use them to create new pie charts.

Before you start:

1. Obtain sufficient copies of MECC Graph.

2. Prepare sample data files based on content sinrilar to that of Reading a Pie Graph (p. 56
and Skills Practice (pp. 80-51) in Our Oregor (Note: the MECC Graph disk prepared for
CB training has a data set that is related to the content of page 56.)

Lesson:

1. Have students load MECC Graph and the sample data file for page 56. Guide students
through menu choices to create a pie graph of the data. Review questions 1-4 on p. 56.

2. Hav. students create a data table for the 1993 crop year. Instruct them to make changes 1n
the balance of farm product values that reflect current trends; for example, the fact that
Americans are eating less red meat and more poultry and vegetables.

3. Use the students' prejected charts to discuss the following issues:
a. If the price of a particular kind of food drops, what actions might farmers take?
b. Can some crops simply be substituted for others? If farmers decide to grow different
crops, what must they do to change crops? How far ahead must they plan?
c. Suppose that exactly the same amount of each crop was grown in 1993 as was grown
in 1983. Might the charts look the same or different? Why?

Follow-up:

With a different data set, a similar lesson can be done for Skills Practice o pp. 80-81.
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Graphing Ideas from the Real World

This section contains a number of ideas and sources for graphing real world data using
computer graphics. Encourage your strdents to look for additional sources of data graph, ask them
to bring examples to class.

Math

Estimations (as early as preschool) then graph;

Making predictions based on initial information gathered;

Statistical surveys from any subject area;

Metric (or English) measurerments of the body, small objects, large areas;
Equations, functions, relations; and

Time needed to accomplish various tasks.

Science

Sizes of the planets, density, distance from Earth, atmospheric composition;
Temperature, humidity, rainfall over time, overcast-amount of sun-visibility;
Growth of plant or animal under different experimental conditions;

Distance, velocity, acceleration;

Falling objects, gravity, wind resistance; and

Animal populations, growth and decline rates.

Health

Vitamins, minerals, or other compcsition comparisons;

Calories versus weight for various foods;

Fast food nutritional information, saturated versus unsaturated fats, and
Heart rate over time, varying according to activity.

Social Studies
Size comparisons for cities, or states, or countries' or their growth rates;
Size composition (farm land, mountains, lakes, etc.);
Population composition (cities, rurai areas, small towns, etc.) or (percent literate versus
decade) or ethnic backgrounds;
Zconomic growth (crops or mining or shipping or roads), (industrial, farming, services),
Buying power or cost of living comparisons versus different areas or different nmes, and
Projected growth rates

Language Arts

‘Tell a story (on MECC Graph Primer);
Number frequency in ciphering codes; and
Number of books read by differe . classes.

Physical Education

Scores versus time on specific field and wack events.
Number of push-uo= one can do on a sequence of days.
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4.1.6 Readings

during the inservice sessions. It is appropnate to assign these readings as homew ork for reading b
inservice participants.

For the first session, it would be appropriate to make copies of 2.1 Overview of Computers in
Educarion and 2.2 Roles o) .~omputers in Problem Solving, and give them out to participants.

One goal in an inservice such as this is to encourage participants to read the literature. All muath
teachers should be aware of the publications of the NCTM. Nearly every issue of the Arithmenc
Teacher and of the Mathematics Teacher contains computer-orierted articles, book reviews, and
software reviews that are suitable reading material for this inservice. The Computing Teacher
carries a regular column on ~oles of computers in math education.

O The Readings sections of this Notebook are designed to supplement the matenials presented
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4.2
SESSION 2: GRAPHING EQUATIONS

4.2.1 Narrative Overview

This session is a natural contiuation of the first session (Graphing to Represent Data) and ais.
an introduction to graphing of equadons. Although MECC Graphis relatvely easy to learn and
use piece of software, few math teachers master it in one session. Thus, we begin the second
session with more practice in using this piece of software. Our goal is for par sipants to experiea.c
stccess and begin to build confidence in using a computer to help solve math problems. Certain
features of MECC Graph that were not introduced last session, such as Low to print out a giaph,
are introduced in this sessicn.

In this type of inservice, an appropriate balance must be achieved between mastery in a few
pieces of software and exposure to a large number of pieces of software. It is tempting to introduce
participants to a very large number of pieces of software, giving them a shopping list frcm which
pick and chose what they will use. However, we recommend that you instead select a modest
number of pieces of software and give participants a more in-depth opportunity to experience use o
these pieces of software. (Vivian Johnson's Ph.D. dissertation work, which was a long term
followup of this NSF project, suggests that most computer using teachers use only a very small
number of pieces of software, perhaps two to four pieces, in their instructional work.) We have
tried to help participants achieve a ~easonable level of mastery for some software, whilc exgosing
them to a variety of other software Participants are given opportunities to work further with
software that fit their particular nc  : and interests.

Session 2 focuses on using a« nputer to graph functions. Many math problems can be betes
understood via a graphical representauun. Moreover, graghics can be used 0 solve or help sol
wide range of problems. But the by-hand graphing of functions (even in two dimensions, and
certainly in three dimensions) is a very tiine-consuming prucess. Many problems can be solved by
graphical techniques. Using a computer, one can use guess and check, and trial and error, two
approaches that take advantage of visual skills and the power of computers.

There is much more to integrating the computer as tool into the curriculum than just learming
how to use specific software programs. In this session participants create a graph on MECC Grugi.
and think about and discuss possible applications of the tool. If students are allowed to use the
computers to draw graphs, will they understand the ideas involved in graphing any better? Cun
students extricate information from graphs or predict what a graph will look like if they don't spend
time drawing them by nard? Does the visualization of a graph at the time of thinking about the
problem help students to understand of the problem? Will students anderstand what causes a
straight line to be graphed, as opposed to a curved line? Can they transfer pictorial informauon iniu
mathematical generalizations?

One of the activities in this session is an off-computer activity in which participants are ashed tu
create stories to fit some graphs. This is a n.w ¢xperience for many math teachers and for their
students. 1. focvses on the link between graphing data and dealing with real-world problems.

Some math teachers encourage their srudents to talk to each other about the math they are studyu.g
and to work together in problem-solving situations. Computers can be used as a focus of attention
to increase the development of verbally-oriented mathematica! skills. In one activity, participants
generate data and then grapk it. A team approach is used again, to model students working together
to solve math problems.

The last half of this session allows participar.is to examine a variety of pieces of
equation-graphi..g software using a workstation approach. Each workstatic. is staffed by
participant (volunteers from the last session) who have had the opportunity during the weck to

~
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develop some skill in using their particular piece of software. There 1s time for partictpants to vis.:
two or three workstations. If there are adequate copies of the softw are, 4 workstation may have
several machines, alowing for simultaneous demonstration and hands-on activities. '

The use of workestations in this inservice session can be duplicated in a secondary school
classroom. That is, “tudents can be given the task of mastering a picce of software and then being a
facilitator at a works.ation where other studeats learn to use the software. The 1dea of having .
students learn to help other students is powerful and useful.

Keep in mind these questions as this inservice session on graphics continues. Will these
programs help students to understand an equation? Will using a particular piece of software allow
more time to be spent on higher-order skills (problem solving) and less time spend on lower-order
skills (computation and symbol maripulation)? Will students make use of the software 1f it 15 made
available *o them? Will transfer of knowledge occur frem a graph to a mathematical sentence anu
vice-versa? Will students transfer their math class knowledge of using a graphics package to their
other courses? Will graphing software help students to predict, since they will not actually draw .r.:
graph by hand? How much change in the curriculum would it take to integrate use of computer
graphics as a rov.ne tool? Can most teachers cope with this change? Can they use this in their
curriculum without too much difficulty?

Graphing seems to be the one area of mathematics in which nearly all teachers seem to uccept
computers. Many teachers already use computers in this part of the curriculum. Use testmonials
whenever possible 10 encourage those who still have not used computer graphics in their teaching to
try it.

In doing this session, be aware that handheld, battery powered calculators with quite goou”
graphics capabilities are available in the $60-$75 range (1988 dollars). The cost of a classroom, set
of such calculators may well be within the budget of a secendary school.
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4.2.2 Script

Theme

Objectives

Materials

Refreshments

Introduction
5 Minutes
(3-4 Handouts)

8 Minutes

Graphing activities for the classroom

1. Interpreting graphs.
2. Using graph packages as a teacher tool.
3. Impact of visual versus numeric representation of
information.
4. Impact of equation graphers and plotters on the
curriculum.
Software Handouts
MECC Graph Primer Tell a Story (MECC Graphs)
MECC Graph (LP) Catch a Big Fish
MECC Graphing . Fishes Article from TCT
Super Plot (HO) Fishing for Statistics
Algebra Arcade (HO) Creating MECC Graph Files
Green Globs (HO) MECC Graph Prints Pics
& Graphing Equations (HO) Software Evaluation Form
(HO) Software Krib Sheets
(LP) Parallel and Perpendicular Lines
(LP) Simple Semples
(LP) Population Comparison
(LP) General LP for Simple Samples
Other (LP) Sizing Up Our 'World
1 celery stick (=5 in. long) MECC Graph Loading Instructions
1 chee. chip cookie per part. Reprint of Statistical Sampling of
1 printer (if possible) Fish Populations

To be provided by participants from the school site where the inservice is
being held. (Editor’s Note: The math inservices rotated among the
schools of the participants. The host school was responsible for the
refreshments. This ceveloped into a competition, with 2ach school trying
to out do the previous school in terms of quality of refreshments. This
added a delightful new dimension to being in the inservice busirzss. j

Purpose: Experience graphing from a different perspective.

As participants arrive they receive a handout of a graph that has been

_printed off of MECC Graph Primer. Participants interpret the graph by

telling a story. There should be three or four different graphs, so not all
paticipants receive the same graph, but there is substantial duplication..

Discuss the stories and compare those of participants who received the
same graph. Are they the same? Why was this activity given? Where
dwes it fit in with what is now being taught? Before learning to set up
graphs? During? After? Is this idea in the present curriculum? Does it
belong ther:?

[
"
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Activity

25 Minutes
(MECC Graph
Fishes and Lakes)

Debrief
5 Minutes

Demonstration
3 Minutes

(MECC Graph
printouts)

Break
10 Minutes

Debrief
10 Minutes

Activity
30 Minutes

Closure

10-15 Minutes

Game of
the Week

Purpose: To experience the entire information cycle; that is,
gathering, organizing, representing, analyzing, and editing. This activity
is rich enough to be used across the K-12 curriculum.

Note: For details and a full explanation uf the activity see the rer rint of
The Computing Teacher article, Statisticcl Sampling of Fish Populatior:s,
in the Handouts section. The article presents activities for various grade
levels. Decide the level that best fits your participants. The activity as
expiained in the article is a good on¢ for inservices.

Discuss the activity. What did participants learn? Discuss other
mathematical activities, on or off the computer, that involve sampling.

Show examples of MECC Graph printouts. Discuss their uses with
students, including the speed of obtaining graphs and their use as a quick
way for teachers to produce graphs for overheads, worksheets, or tests.

Participants can print out their own graphs at this time.
Collect iogs.

"Debrief Game of the Week. Have participants share their ideas.

Participants have three choices: .

1. Explore the graphing programs: Algebra Arcade, Super Plot,
Graphing Equations (Green Globs), and 34ECC Graphing (graphing
points, first quadrant graphing)

2. Work with MECC Graph. Develop and practice ideas for the
classroom.

3. Work with MECC Graph Primer.

The time allocated -Jepends upon how lo~~ *he previous activity is

effective.

Hzre are some options:

1. Debrief the above exploratory activity. What uses can participants
identify? In what other subjects besides math might these tools be
aseful?

2. Have participauts torm grovps by school. Dis.uss ways of using and
sharing what they have lea:ned with others ia their school.

3. Thunk of project ideas. Break into smaller groups or work
individually. Teachers from different schools teaching the samie
subjects may want to discuss ideas or work together.

4. Set time and place of next meeting.

Now that you have seen the software availai)le, where in your curriculum
would it make the least difference? the mos.?

or

Ask your students: Now that computers are available, what do they think
should change in terms of how matn is taught and what they are expected
to 'zarn? Ask at ieast two different levels of math students.

-

(e
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4.2.3 Timeline

This sample timeline was built from the script given in the previous section. E..h participant
was given a copy of the MECC Graph software. In the first hands-on exercise, each group was
responsible for loading the software to see that it boote.d correctly.

0:00-0:05

0:05-0:13

0:13 0:40

0:40-0:50

0:50-0:55

0:55-1:05

1:05-1:15

1:15-1:45

1:45-2:00

As participa._..  tive, give them the handouts and ask them to make up a story
about the graph on the first page. They can write it on the bottom of the page.

Debrief. Let a few p. ple tell their stories. Why is this activity being done?
Is it an imprtant concept? :

Activi’v L. MECC Graph with Fishes/Lake. Participants should be in grou-:
of 4. Have them read the article Statistical Sampling of Fisk Population an.
do the activity. Each group should graph its “ndings using MECC Graph and
leave it on the computer screen when finished. (Note: Make sure that each
group has booted off the copies of MECC Graph.,

Debrief. What did they learn? Can they think of any Jther math activities that
use sampling? y

Demonstration. Show examples of MECC Graph pr.ntouts and show them
how to do it. If there are enough printers, have each participant print cut a
graph. If participants wish, they may print out a graph during the break.

Break. Collect logs and load up the following software on different machines.

(Each person running 2 workstation can load their own software.)

Leave one machine loaded with MECC Graph and attached to a printer
MECC Groph Primer

MECC Graphing

Algebra arcade

Super Plot

Graphing Lquations \Green Globs)

L ] L] L ] L ] L ] L ]

Get group iogether and debrief Game of the Week. After the discussion,
introduce the ' experts” for each workstation. Tell the participants they may
vis)® two stations for 15 minutes each. Describe the pieces of software and the
location of each. Have a short performance aid sheet available for each
station.

Participants each syend time at two workstations.

Clesure. Debrief the activity. Where might these different pieces of software
be usec. Are they helpful? Can they be easily integrated?

Announce new Game of the Week. Remind participants of the locaticn of.the
next meeting and to fill in their log sheets. Keep the room open for 30 more
minutes for aryone who wants to look at more software.

4
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4.2.4 Handouts

@ ) This section contains handouts needed in Session 2. The facilitator may find it useful 1o make
some of these into overhead projector foils for use during the inservice.
Note that some parts of the materials inust also be in the hands of participants Juring the
inservice. Although the materials are designed primarily f~- secondary students, we work Jhirough
some of them to help illustrate the ideas covered in this session.

Index to Handouts Page
Statistical Sampling of Fish Populations 2
(PA) MECC Graph Loading Instructions 7
(PA) MECC Graph Prints Pictures 8
(PA) MECC Graphing Primer 9
Games on MECC Graphing 10
(PA) Algebra Arcade Lab 11
(PA) SuperPlot Lab 12
(PA) Green Globs 13
Game of the Week 14

Results of Game of the Week 15

¢ -
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Statistical Sampling of Fish Populations

by Judi Mathis

[Reproduced wit’s permission from ICCE. This article first appeared in The Computing Teacher,
June 1986.]

Students gmwing up in the information age need 10 understand sampling, statistics,
predictions, and interpreting graphs. They see samples and opinion polls in newspapers and
magazines nd ought to know what they mean. A well-designed sample, accounting for proper
representatic of each stratification of the population, can poll less than one percent of a total
population and predict fairly accurately the opiniors or needs of the entire pupulation through
mathematical formulas developed to do this,

The follawing activity helps studeats develop a basis for understanding elementary statistics.
The activity is ontlined for third grade, and elaborations zre given for grades 4 through 12. The
ernphasis in the acuvities, especially in the lower grades, is on experiencir | the samplir 4
procedure, gathering and organizing Cata, feeling comfortable with making estimations, and
developing an intuitive sense of range of accuracy. Students reed to experience situations where an
exact answer is not necessary.

The computer is used to record gathered data, organize and report compil:tions of data,
perform calculations, and presvnt information graphically. The teachers doing this activity used
MECC Graph. Other tiles suitable at the elemrentary level include Easy Graph by Grolier,
Exploring Graphs and Tables by Field Publications, and MECC Graph Prime= by MECC. Any
good software that transfers information from the data base to the graphing tool is desirable for
rniddle school and above. Spreadsheets can ofer help in organizing and recording data and in the
zabsequent calculations.

This activity and its elaborations were used in training workshops for the CI4 (Computer
Inzovatiors Integrated Into Instruction). [_di.or's Note: The project is now c.alied CI3,
Computer-Integrated Instruction Inservice] research project at the University of Oregor: and
subsequently by several participants in the’r classrooms. For more information on the project, see
“Effective Inservice for Use of Computers as Tools," by David Moursund in the February 1986
issue of The Computing Teacher. :

Let's Go Fishing
Description:

Topic: Statistical Sampling of Fisn Populations
Grade Level: 3 .

Time: 10 minutes at desk + 20 minutes on comput~z
Grouping: Students in groups of 2, 3, or 4

Objectivec

Leasn sampling methods: gathering, recording and sorting data

Practice measurement (for activities at some grade levels)

Graph sampling results using the computer

Make predictions and "guesstimations” and determine range of acceptable errr

bl o

CI3 Notebook » 4.2.4 Handouts » Page 2

T

~




wmw-“—j
Materials

Software: MECC Graph

Equipment: Apple II

Other materials: Fis' patterns and colored paper, and brown paper bags. (Editor's Note. The

s original article contained .. large number of pictures of fish that could be cut out and used tu create

the fish population. In this copy of the original article we have provided you with just one picture
of a fish, plus two variations on it. The original fish was created in MacPaint. In MacWnte format,
it can be stretched into a variety of shapes to produce a variety of fish. This is illustrated at the end
of this article.)

Before You Start

Students should have prior experience using MECC Graph. Photocopy the fish patterns onto
different colored paper, or color the fish a variety of colors. Cut into rectangles and group sampies
in brown paper bags with the name of a lake, or locatio: of a lake, on each bag. For example,
using three colors of fish, bag 1 contains three blue, three zreca, and six orange; and bag 2 contains
six blue, three green, and three orange. Prepare one bag per group. (Keep the number and type of
fish in each big recorded in a safe place.)

Lesson (Sequence of Instructional Activities): .
1. Each student catches a fish from the lake (the brown paper bag);
2. Records the color of the fish; and
3. Replaces it in the 'ake (the bag) and stirs up the lake.
4. After repeating the above steps a specified number of times, students graph their results.
5. Each group makes a guesstimate as to the total number of fish and number of each color.
6. Combine a.d present all of the group's results. Compare the small samples, the whole

group sample, and the original sums in the fishbowl. Which was the best predictor, small
or whole group?

Post Activities

1. Do a statistical sampling of a new lake. Have studeats predict he total in the lake and the
number of each color. The group with the best estimate geis a reward.

2. Within the school, students can take statistical samples of eye color, categories of favonte
books, kinds of pets, etc.

3. Within the community, stulents can take statistical samples of number of video machines
or gum machines per building, number of trees in the park, etc.

4. Students can poll their parents on some conditior when they were in third grade (e.g.,
distance from school, coldest or warmest temperature during a school day, etc.).

5. Vary the av~i'able fish ponds, have students do the lesson again, then post the contents of
each bag without naming them. Students can match the "real” data with their predictions to
guess which bag is theirs.

6. Have students bring articles from newspapers and magazines based on sampies.
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Comments :

1. Sampling activities can be done in a piecemeal fashion as an ongoing project, rather than
+locating a single block of regular class time.
Concrete materials are appropricte at all levels to deepen the understanding of the concepts.
Have students create their own survey to answer questions they pose.
Relate the sampling process students have experienced to real-world examples such as
presidential polling, location of blue whales, gypsy moth populatons, etc.

o

Examples for Other Grade Levels

Fourth grade: Using fish of varying length; for each sample, determine the maximum,
minimum, and range.

Fifth grade: Measure, record, and determine the average length of the fish sampled. Take a
second sample and determine the average. Do they agree?

Sixth grade: Record fish color of a sample and predict ratos of certain-colored fish to the *otal
number of fish (using fractions). Empty the lake and count the fish and determine the cxact
fractions. How ~lose were the predictions?

Seventh grade: Record samy.es from different locationis cn a lake and match up the sample
with the location (e.g., stream runoff, near a boat dock, middle of the lake, close to the dam, etc.;
Predict environmental impacts on populations.

Eighth grade: Gather fis\1 information on local lakes or rivers by contacting your fish and
game bvard or consulting your local newspaper or a textbook about your state. Each group muhes a
sample vag representing their lake. Other students sample the bags, predict the breakdown, and
compare their results.

Ninth grade: Sample, record vital information and determine probabil.des for each length of
fish, type of fish, or colcr of fish.

Tenth grade: Determine the mean, median mode, and standard deviation of a normal
population. .

Eleventh grade: Sample, measure, and record on Day 1. Student or t acher then changes the
sample by adding fish or replacing with longer fish. Sample, measure and record for Day 2, which
represents one week's or one month's growth. Students continue for four or five samples and
predict growth rates. Compare with actual populations. What kind of a curve is this?

Twelfth grade: Catch a fish, measure, record, and repeat while keeping arur g average.
What percentage of a sample must be taken until the error (difference between sa:.  ..g ..»erage and
real average) is within a certain value? Now change the value: How does the sarr . ..ag percent-ge
change? (A spreadsheet vould be most effective for this activity.)

[N .c. The original article contained a number of pictures of fish that could be duplicated and then
cut out and colored. One of the fish is pictured below. All of the fish came from one uniginal”
such as this.]
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Next we give two more pictures of the same fish. All we have done is to do some stretching and/or
shrinking in the horizontal and vertical dimensions. Such is the "magic” of having a picture (created
in MacPaint) in a MacWrite file.
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Fishing for Statistics
Data Recording Form

Record your “fishy data" here:

Classes
or

Characteristics

Counts

92
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MECC Graph Loading Instructions

‘ [Note: This is c Performance Aid. It is a detailed set of directions for accomplishing a specific task
. with a particular piece of software.] ]

1. Insert the MECC Graph disk in the drive. Close the drive door.

2. If the computer is off, tum it on. If the computer is alreac'y on, press the Control,
Open-Apple and Reset keys simultaneously (this is calied a warm s...rt). When you
release them, the disk drive should start and the program will load.

3. When the disk drive goes off, press the Space Bar tw.ze.

4. You should see a screen titted MECC Graph. Choose item 1 (Graph Name/Number
Data) by pressing 1; then press the Return Key.

5. When the disk stops spinning, select item 1, 2 or 3 (depending on what kind of graph your
group wants) from the main menu.

6. When you see the screen with the word Legend at the top, answer "N" to the question, "Do
you want to use data stored on the diskette?"

7. Now the Legend table returns. Answer either "Y" or "N" to the question "Dc you want help
entering labels for your graph?"

8. Fill in the information your group found from the Fishing for Statistics activity.
O 9. Select the graph option by pressing "G."

10. Select the menu option by pressing "Q." From the main menu, you may select another
graph to look at.

11. When you finish, select the menu option. From the graph menu select item 4 (Return to

main menu). Answer "Y" or "N" tc the question "Do you want to store this information
for further use?"

s“;
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MECC Grzph Prints Pictures

[Note" Th.s is un example of a Performance Aid. It is a detailed set of direcnons, rcther like a ‘
recipe, for accomplishing a specific tcsk with a particular piece of software.]

Setting up the Printer Support on MECC Gr ph:

The bottom of the Main Menu reads: "Pri; > Option is OFF."
Select: 4. Printer Support from \he Main Menu
1. Iderafy Printer Type -- only 3 combinations possibie
1. Apple DM? /Parallel Card
2.  Apple Imagewriter / Serial Card
3. Prnter / Grappler Card
Answer Y if you k. : one of these selections and then the corresponding number.
Otherwise N results in a dead ead.

2. Select Printer Slot Number.
Only 2 choices possitle: Slotlor2 :
Answer Y and ther: the slot number.

3. Test the printer.
4. Select Print (™mtion -- toggle to ON by answering Y to the query.

5. Retmto Main Menu. .
The last line of prin: should now read "Print Option is ON."

Priniing Graphs and Legends * hile using the program:

Locatzd in the lower right hand comer is P = print
Press P to print the legend.
Press S for small or L for large.
Answer Y or N to identify your data.
If Y then the questions are:
Type your name.
Type your class name.
Type your project name.
Type the date.

Press G to see the graphic display.
Located in the lower right hand comer is P = print graph.
Press P to print the graph.
Press S for small or LL for large.
Answer Y or N to identify your data.
If Y then the questions are the same as above.

4
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MECC Graphing Primer

Pie Graph Training Instruct.ons

(Note: This is a Performance Aid. It is a aetailed set of directions, for accomplishing a specific
task with a particular piece of software.)

1.

Insert the MECC Graphing Primer disk in the drive. Close the drive
door. .

If the computer is off, turn it on. If the computer is already on, press
the Control, Open-Apple and Reset keys at the same time. When
you release them, the drive will start and the program will load.

When the drive goes off, press the Space bar twice.

You should see a screen titled MECC Graphing Primer. Choose item
3 (Exploring Pie Graphs) by pressing 3; then press the Return key.

Read the information on the screen and then press Return.

Select Item 2 (Quick Review) from the Pie Graphs menu. This is a
sequence of "screen pages" that gives some information about pie
graphs. Press the Space bar to "turn" cach page. Unless you wish
to read the screens again, enter N at the review prompt on the last
page.

From the Pie Graph menu, select item 3 (Pie Games). There are two
informational pages. Then you have your choice of games. Choose
either. Enter data into the table when instructed to do so. Any data

will do—you can just make it up. Answer "N" to the question

"Would you like to print this graph?" Create another graph if you wish,
or play the other game by choosing Pie Games again.

Optional: If you have time, select item 4 (Tell the Story) from the
Pie Graphs menu. In this activity, you must make up a story to ex-
plain a graph. The story can only be as long as the space between the
[brackets]. You don't have to press Return at the end of each linc;
the computer takes care of that.

When you finish, select item 5 (Return to main menu) from

the Pie Graphs menu. From the MECC Graphing Primer menu,
select ittm 5 (End). Piease remove the MECC Graphing Primer
disk from the drive and leave the computer on.

CI3 Notebook « 4.2.4 Handouts + Page 9




Games on MECC Graphing

[Note: The following four "Games" are available on the MECC Graphing disk.] @

L.

Quotes

You type in a message that you want coded in term., of ordered pairs. The program makes
up a first quadrant grid with letters naming the points. To figure out the quote, the student
must {ind the correct letter via the ordered pair given.

Grs;h

You are given an equation and four values for x. You must solve for y. The program will
graph the cquation based on your values of y. You have two chances to correct any errors.
You have a choice between positive and positive/negative x values.

Hurkle

In this game a figure called a hurkle "hides" on a grid point in a square grid. When you
type in guesses for the coordinates of the hurkle, the program gives you hints that will help ,ou
to cOITect your guesses. ’

Nomad

In this game ycu are at a certain point on a map-like grid and need to 2o to some oti:er point
on the map. You can move the figure by giving directions and speed.
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Algebra Arcade Lab

{This is a Performance Aid for using Alyebra Arcade Lab.)

L.

8.

tind someone to play Algebra Arcade with you. You will be lonely if you have to play it by
yourself.

Load the program. Choose the two player game. Follow the instructions and press any
key.

To begin play, press the Space Bar.

Ten little Algebroids should have appeared on the screen along with one shifty-eyed Ghost.
The object of the game is to write an equatica that goes throu,: as .nany of the Algebroids as
possible without hitting the Ghost.

The game always opens by accepting any type of equadon. The syntax for the equations is
fairly specific. It does not like 2x, but Joes like 2*x (* is Shift 8). It also needs cxponents
entered as xA2 (A is Shift 6). Enter an equation and press return.

It is always possible to practice an equation before actually trying it. A box of four choices
will be flashing in the lower right corner. If you press P while this box is flashing, you will
be able to practice an equaticn. Press I’ and then Return. The next player now gets a
practice turn. You may continue to take practice turns by pressing Return. When you are
ready to go back to the game, press P (for play) while the box is flashing. The other items
in the flashing box allow the user to: G-reset the game; E-erase lines on the practice field;
F-change features of the game; or A-bring out a new set of Algebroids.

Continue playing until you are ready to explore some of the other features of the game. While
the bor in the lower right ccrner is flashing, type F and press Return. You should now see
a list of features. One of the more interesting ones is option 4. Choosing this gives you
another list. You may choose the family of equations you wish the game to accept or create
your own family of equations. Once you decide on the family of equations you will return to
the Features menu. Here you will have to set iicm 3 to "on." Now the game will only accept
the family of equation: that you have specified.

Try ditferent features. Play some more games. Have fun and avoid the shifty-eyed Ghost.

Back in the Classroom:

Where can this software be used in your crriiculum? Will You use it for demonstration or
student exploration?

1 ™1

\l"
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SuperPlot Lab

[This is a Performancz Aid for using SuperPlot Lab.)
1. Load SuperPlo.

2. Pressing the Space Bar moves the highlighted box through the list of
choices.

3. Highlight "Enter a function" and press Return.
Enter the equation: y =2x + 11 and press Return.

4. "See the graph" shouid be highlighted. Press Return.

5. Where is the interseciion of the line and the y-axis?
Press H and change the limits of the graph. The opuons will continue
to appear until you choose one. Make changes to the graph.

6. _Limits can be changed from the main menu. If you are not at the main
menu press Esc. Mow highlight "Set new limits" and press Peturn.
Enter new limits for the graph. Examine the new graph.

7. If you wish to change the graphing mode (sound, color, dots), highlight
“Change graphing mode" and press Return.

Algebra Activities
Try entering equations that would be used in your classes. @
Exponents are to be entered by pressing Shift and the 6 at the same time (  appears). Once
the exponent is entered, pressing Return leaves superscript mode and returns to the normal
position.
How dees the program accept fractions and decimals? As exponents?
Is is possible to graph x =3? Can the format be changed from
y=77 to x=717

Trigonometry Activities

Enter some trigonometry functions. Do you need to type the whole name? Keep track of
which keys represent which functions.

Are there responses to certain functions that are not appropriate such as y=In0?

Back in the classroom:

Where can this software be used in your math curriculum? Will you use it for demonstration or
student exploration?

Oz
W
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Green Globs
(Graphing Equations Lab by Conduit)

[This is a Performance Aid for Gi-een Globs.)

L
2.

@ -

Load the Graphing Equations disk into the computer.

Select 0 to learn that > is the pror 1pt and the computer is waiting for inp.t, the back arrow
is used to erase characters, Retun. to continue, Esc to back up, and Esc Esc Esc to return
to the main menu.

Select 2. Green Globs and press Return.

Press the Space bar to see the rules. Read them if you're a novice to the game. Use the
for exponents (which are restricted to 1 digit. The ? is located at shift 6). Y =an
expression in X OR X =an expressioiiin Y.

Select 1 for the Novice Game.

To warm up, type in linear equations of the form: Y=mX +b oraY +bX =c.

After playing a game or two, expand your horizons - try equations of the form: 12 = (X - a)°
+ (Y - b)¢ where r is the radius and (a,b) is the center.

Okay, expert, go forit! Challenge everyone in the 100m to ellipses at 7 equations.

Esc to the Main menu and look at the other programs on the disk. Explore the record keeping
feature.

Back in the classroom:

Where does this activity fit in the math curriculum you teach?
How can this be used for whole class demonstration? Individual students? Groups of

students?

*Mhat materials might aid the students as they use this program?
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Game of the Week

Do one of the following two games. ‘

1. Now that you have seen some of the math graphics software that is available, discuss where
in the math curriculum you teach would such software make the most difference? Give some
specific examples and general reasons why you feel this is the case. Where in the math
curriculum you teach would graphics software make the least difference? Give some specific
examples and general reasons why you feel this is the case.

2. Ask yourstudents: Now that computers are available, what do they think should change in
terms of how math is taught and what they are expected to learn? Ask at least two different
levels of math students. You might have them provide written Jesponses, or you might carry
on a whole class discussion. The main goal is for you to gain increased understanding of
what your students think and feel about these questions. Write report on what you find out.

e
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Results of Game of the Week

[Note: This is not intended to be a handout. Rather, it gives the inservice facilitator an indication of
the types of responses “hat participants might provide in responding to the Game of the Week.]

There were two chosces for this week's game. The results for both follow:

1. Now that you have seen some of the math graphics software that is available, discuss where
in the math curriculum you teach would such software make the most difference? Give some
specific examples and general reasons why you feel this is the case. Where in the math
curriculum you teach would graphics software make the least difference? Give some specific
examples and general reasons why you feel this is the case.

Least Most

initial instruction problem solving
record-keeping drill and practice
general practice low level skills

AP calculus graphing

classes above algebra classes below algebra

The above «.1swers were the ones that occurred the most often from inservice participants who
responded to this question.

2. Ask your students: Now that computers are available, what dc they think should change in
terms of how math is taught and what they are expected to learn? Ask at least two different
levels of math students. You might have them provide written responses, or you might carry
on a whole class discussion. The main goal is for you to gain increased understanding of
what your students think and feel about these questions. Write a report on what you find
out.2.

Main answer from 6th graders (average to below average): Nothing, we still need to learn

how to do the math because:
*  You need to make sure the computer does it right.

What if no computers were available?
Can't do certain things on a computer (ie, measure things).
Knowledge is good.
What if the computer malfunctions?
I don't want to be stupid.
Need knowledge for tests.
Need to know what math symbols mear: in the real world.

7th graders (average to above average): We still need to learn math because:
*  Computers don't think.
*  Need the knowledge in case no computers are available.
*  Mental math is good for you.
Use a computer :o0:
¢ Learn how to use a computer and how it works.
*  Make it easier, because a computer can do "hard" problems.
*  Less talking and more fun.
»  Take a teacher’s place!

]
’I.l..
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8th grade algebra students: We still need to learn math because:
*  You need to check computers.
*  Computers can't do everything.
*  What if computers aren't available? O

High school students responded similarly:
Pros

Computers in math would increase knowiedge in all fields.

Use computers to solve equations and proofs since not used in real life.

Can use time to learn real-life things, but then if computers disappear, we're in trouble.
Use computers to replace teachers so each student can work at his or her own pace.
Don't need to use a whole sheet of paper to solve a problem.

No textbooks, grading more efficient, immediate feedback.

Fun, but may be harder to understand.

Let computers do the work and we do the applications.

Much more fun—a desire to use software.

3-D for geometry helpful—visualization easier.

Can review as necessary.

Trial and error—time to do many.

Can go faster with more difficult problems to tackle.

Individualization, independence.

Cons

Concepts behind math won" be understood - answers just appear.

Question reliability.

Need « know formulas to use a computer or calculator.

No knowledge needed except programming—not using our brains. ’ ‘
What happens if there are no computers available?

Imagination will decrease.

Impersonal - a teacher knows when you don't know it!

Harder to type than write.

e > e o0 o o o

In general, the lower level students in high school felt we should leave well enough alone and
leave computers out of the classroom. They seemed to feel confusion and were wary of computers
The higher level kids seemed willing to try computers in the classroom. Many provided responses
such as "It sounds like fun" or "It'll make the class more interesting."
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4.2.5 Materials

These sample lesson plans are designed to be used with students at a variety of grade levcls.
They represent the types of activities that can be done with students after learning the material in
Session 2.

Inservice facilitators will want to use some of these materials during the session. If the session
is more than two hours in length, it is appropriate to have participants work through a number of
these student activities.

Index to Materials Page

(LP) Catch a Big Fish

(LP) Parallel and Perpendicular Lines

(HO) Graphing Problems

(LP) Comparing the Populations of Oregon
with Other States

(LP) General Lesson Plan for Simple Samples

(LP) Sizing Up Our World

00 ~1 O\ £
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Catch a Big Fish

Description: Materials: ‘
Tcpic: Statistical Sampling of Fish Population Software: MECC Graph

Grade Level: 4-9 Equipment: Apple //computer

Time: One period Other materials: Cardboard fish

Grouping: Students in Groups of 2, 3 or 4

Objectives: .

1. Teach sampling methods
2. Measurement practice (cm or inches)
3. Graphing sampling results

Before you start:

Use the pictures in the Statistical Sampling of Fish Population article to create a fish pond of
paper or cardboard fish. Color them various colors.

1. Determine variables to be analyzed: How many different kinds, how many fish, size,
color? This determines the grade level and the difficulty.

2. Students should have experience using MECC Graph.

3. Place all the "fish" in a "fish bowl" (a paper bag will suffice).

Lesson: (Sequence of instructional activities)

Students catch a fish in the fish bowl one at a time.

Record the length, type, and color of the fish.

Replace it in the bowl. ‘
After recording a specified number of data points, the students graph their results by use of
computer graphics.

All of the groups of results are combined and presented. Compare the small samples, the

whole group sample, and the original sums in the fish bowl. Which was the best

predictor—srzall or whole group?

Do a statistical sampling of a new fish bowl.

Have students predict the total in the fish bowl. Reward the best-estimating group.

U S

CNo

Follow-up: Students can
. 1. Take a statistical sample within the school.

2. Take a statistical sample of local businesses.
3. Poll their parents on some items of data.

Comments:

1. Vary the available fish ponds and post the final results. Have students match the "real” data
with the fish pond.

Explain that this is how scientists make predictions in the real world, whether fish ponds or
presidential races.

Have students bring articles from newspapers and magazines based on samples.

This can be done in a piecemeal fashion, or as an ongoing project, rather than allocating
regular class time.

Eab el

t0 0
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Para.lel and Perpendicular Lines

Description: Materials:

Topic: Graphic representations of parallel Any equation graphing program & and
and perpendicular lines. appropr:ate computer w/lg monitor or
Grade level: 8-12. projection display system.

Time: 12-15 minutes.

Grouping: Whole class dzmonstration
Objective: Students will explore the similarities
and differences in the ecuations for parallel and
perpendicular lines.

Before you start:

Set up equipment.
Lines and linear equations have already been introduced to your students.

Lesson:

Give the students two equations such as: y=2x+5and y = 2x - 4.

Have students predict what the lines look like.

Graph the two lines using the graphing program.

Students supply another line parallel to those two.

Students generate a different pair of parallel lines.

Include at least one set of parallel lines with negative slope.

Display an equation like y = 3/5 x -1 and have students predict the equation of a line
perpendicular to it. Guess and check.

Find two lines perpendicular to it.

Begin with a line with negative slope like y =-1/2 x + 1 and have students predict a line
perpendicular to it.

. Whatabout y=3x-8 ory=-4x+1/7?

Voo NoumB e

[
o

Follow-up:

*  Where do parallel lines (or line segments) occur in the real world? (Look for pictures, and
perhaps prepare a bulletin board display.)
*  Where do perpendicular lines (or line segments) occur in the real world?

* Have students sketch equations and predict parallel and perpendicular equations to given
linear functions.

Comments:

Students can improve their estimation and intuitive guessing by using lines that have other than
integer slopes. Indeed, giving students only examples and exercises having inter slopes may lead
them to believe that only integers are ailowed.

(=
s
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Graphing Probiems
(Activities to be done using SuperPlot)

L Predict and Graph. Give students a (computer-generated) handout with some sets of
coordinate axes for graphing equations, and some equations to be graphed. Students are to rapidly
sketch the equations, and then check their results by use of a computer graphics package. A sample
is given on the next page.

II. Parallel and Perpendicular Lines

Which of these is/are Find the equations of two lines
parallel to y=(2/5)x+1? that are perpendicular to
y=(2/5)x+1?
3)) §= 2;-:—.’;0 (Check by graphing)
y=2x-
c) y=.4x+3

II. Find the roots of Create two functions with roots

x4 - 23x2 + 18x +40 -2and 2. (Check by graphing)
(Use zooming features)
IV. Predict how these three graphs Predict what the sum of y = 2 sin x
differ: and y = cos x looks like. ’
=sin(x/4) (Graph each separately and then
y=sin (x+n/4) y=2sinx+ cosx)
y=sin x + m/4

e
w
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Predict and

s 1. y=3x

2. y=Inx

3. y = sin(3x)

07
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Comparing the Population

of Oregon with Other Siates ‘
Description: Materials:
Topic: Bar graphs comparing population MECC Graph (one/computer)
with other states Apple computers (1-12)

Grade level: 5-10
Time: 12-15 min. for whole class demonstraticn
OR pairs/ computer
Objectives: » Students will gather information on another state and compare it with Oregon's.
* Aids the ordering and perspective of information regarding their home state.

Discussion: A bar graph can be effectively used to display a set of data (such as population of
several states) for easy visual comparison. Another good example of the type of data that one might
want to display with a bar graph is the population of a siate every ten years for the past fifty years.

Before you start:
Set up equipment.
Gather information on Oregon and other states or use data from this example:
Area (Sq miles) 1982 Population
Oregon 96,981 2,649,000
Washington 68,192 4,245,000 0
North Carolina 52,586 6,019,000
South Carolina 31,055 3,203.000

Lesson:

Present the sample above to the whole class.
* Have students find the population statistics for other states.
* In pairs, swdents compare population sizes or growth between Oregon and other states
using bar graphs.
Have students present their findings to the rest of the class.

Follow-up:

Students can also compare urban versus rural distribution, minority populations, industnes,
etc. This could also de done as a comparison betweea the U.S.A. and other countries.

o ®
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General Lesson Plan for Simple Samples
O Description: Materials:
Topic: Statistical sampling with replacement Software: Any graph software
Grade Level: 5-12 Equipnent: One or more computers
Time: 15 min off +15 min on computer Other materials: Sampling sets of
Grouping: Students in groups of 2, 3, or 4 materials
Objectives:

1. Introduce sampling methods,

2. Organize data to be collected,

3. Data gathered and recorded,

4. Graphing sampling results, and

5. Statistics: Mean, median, mode &/or standard deviation

Before you start:

1. Create or select a collection to be sampled. Suggestions include: colored beans, painted
macaroni, construction paper pictures, colors or makes of automanbiles observed at
particular sites or times, etc.

2. Determine variabies to be analyzed. How many different kinds, how many of each, size,
color? (This determines the grade leve: difficulty.) Students should have experience using
the graphing :00l selected.

3. Place all the objects in paper bags or other storage devices. (Teacher keeps the secret totals
in secure place.)

4. Have students bring articles from newspapers and magazines based on samples as an

introduction to this topic.
‘ Lesson: (Sequence of instructicnal activities)

1. Students select an object one at a time.

2. Record the appropriate information for each object.

3. Replace object.

4. After recording a specified (small) number of d.  _oints, the stuuents graph their results.

5. All of the groups of results are totaled togetherz .. sented. Compare the small samples,
the whole group sample, and the original quantihe. Which was the best predictor - small
or whole group?

6. Do a statistical sampling of a new collection of sim’i1r objects.

7. Have students predict the total in the collection. The group with the best estimate gets the

reward.

Follow-up: Students can
1. Take a statistical sample within the school.
2. Take a statistical sample of the local businesses.
3. Poll their parents on some itzms of data.
4. Bring articles from newspapers and magazines based on samples.

Comments:
1. Vary the available collections and post the final results. Have students match the “real” data
with each collection.

2. Explasm that this is how scienfists make predictions in the real world ( e.g., presidential
races

. ff
. A
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Sizing Up Our World

Description: Materials:

Topic: Metric mcasurements Software: MECC Graph

Grade Level: 3-8 Equipment: 1 Apple/2 students

Time: 15 min off +10 min on machine Other materials: Worksheet: recording
Grouping: Students in pairs data

Objectives:

1. Students will gather data,

2. Students will use the metric measurement system.
3. Students will save the graph on disk, and

4. Students will add new data to a file.

Before you start:

1. Be familiar with MECC Graph.

2. Determine if this activity is restricted to the classroom, the playground, the halls, or the
school. Select the objects the students wiil measure, OR place a restriction on the size of
the objects and have the students determine which things to measure (e.g., "length must be
between 3 crn and 30 cm long").

3. Make suffizient copies of the worksheet to record the data. Have enough measuring tools
(you may want to use the large 1 cm x 5 cm paper clip as the measuring unit).

4. Determine the pairs of students who will work together.

Lesson: (Sequence of instructional activities)

1. Pair the students and hand out worksheet for recording data, Sizing Up Our World.
2. Review with the students which items are to be measured and in what units.

Sample A: BIG THINGS(metres & cm) Sample B: LITTLE THINGS (cm only)
Width of classroom Length of second joint on index finger
Length of classroom Length of pencil (new or used)

Distance to the office Disk top length

Length of blacktop playground Disk top width

Size of doorway Height of bike rack

Tables in the cafeteria Paper clips

3. After the data is gathered, have students present a list of things in ascending or descending
order.

4. After the list is in the correct order, students present the information on MECC Graph.
5. The information is then saved on disk and printed out (optional).
6. Next, add two new objects to their list. The students must predict where the new objects

should be placed on the graph to maintain order before measuring the objects and adding
the information to the file.

Foliow-up:
1. Have students measure objects at home and bring the data to school to be graphed.

2. Have students design their own metric house. They can design it in metres and make a
cardboard or graph paper layout in centimeters.

SR
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4.3
SESSION 3: SPREADSHEETS

4.3.1. Narrative Overview

The first two sessions focuzed on the use of computers to draw graphs. All math teachers are
experienced in drawing graphs by hand. Thus, the traasfer to using a computer to draw graphs is
relatively easy. Learning theory descrhes this as "near transfer.” Computer graphics was chosen
as the topic for the first two inservice sessions because of this near transfer. We didn't want to
have participants be faced simuitaneously with the task of learning the mechanics of using a
compute)r and learning a new subject area (such as spreadsheets, which are introduced in this third
session.

Spreadsheets are a whole new ball gams. Relatively few math teachers have a solid
background in accounting or bookkeeping. Many have not previously encountered a
paper-and-pencil version of anything akin to a spreadsheet. Thus, the topic of spreadsieets is
doubly difficult. Workshop participants must learn both how to use spreadsheet software and what
its uses might be in mathematics. Learning theory describes this as "Zar transfer."

One of the most important concepts in spreadsheets is that of developing a spreadsheet model
to solve or help solve a particular category of problem. In essence, tkis process is a type of
mathematical modeling. This suggests a third difficulty for many inservice participants. They may
have poor skills in mathematical modeling (in translating real-world problems into mathematical
problems) and relatively little experience in teaching mathematical modeling. (R=fer back to the
four-part diagram from the first session's Game of the Week, which helps clarify modeling and
unmodeling versus other aspects of mathematical problem solving.)

For all of these reasons, many math teachers encounter difficulties as they begin tu study
spreadsheets. The inservice facilitator can dzcrease the difficulties by using some of the techniques
which follow:

1. Check to see which inservice participants have had previous experience with spreadsheets
and/or accounting. Pair up these participants with those who lack such a background.

2. Select problem examples that do not pose a difficult mathematical modeling challenge. That
is, pick examples and exercises that present a minimal mathematical challenge.
(Remember, some of the participants do not have a strong math background. Right now
you want them to orient their iearning energies to learning about the use of spreadsheets,
rather than learning mathematicai modeling. But be aware that spreadsheets can help create
an excellent environment for teaching mathematical modeling.)

3. If possible, begin by using a simplified or very restricted spreadsheet system such as
Formula Vision. Participants can experience immediate success in using such software,
and they can begin to learn some of the features found in full-blown spreadsheet systems.

4. Move slowly, using lots of examples. Do not expect participants .0 master spreadsheets in
the time devoted to this topic. (Even if two or three full sessions are devoted to
spreadsheets, most participants will only scratch the surface of this pic. Spreacsheets are
a powerful aid to problem solving. Mastering spreadsheets involves mas:ering .. number of
mathematical modeling and problem-solving ideas.)

4 4
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5. Tf some participants have used spreadsheets in their teaching or for other purposes, have
them give testimonials. This will help other participants to see that it is possible and useful
for math teachers to learn to use spreadsheets.

6. Give careful consideration to spending more than one inservice session on spreadsheets.
There is enough material included here for two se:sions, and the topic of spreadsheets in
mathematics could easily use more than two session.

One way to think about a spreadshs  is as an extension of a calculat .. A spreadsheet can
stnre both numerical data and formulas. . can autoinaiicaily perform calcut. tior.s (following the
formulas) on the numerical data. Thus, many of ti.e issues that arise as one consic.rs effects 0”
calculators on the curriculum come up again witt the .e of spreadsheets. It is impcrtant to poiat
ow this analogy and to keep raising the i ue of what constitutes a good mathematical educator. for
life in ;1 world in which both calculators and computers (including spreadsheets) are readily
available.

Math teachers have little troubie thinking of applications of computer graphics in the math
curriculum. But many have wouble thinking of possible uses of spreadsheets. Thus, the
spreadsheet sessions should devote quite a bit of time to discussing pessible applications andd he
iroplications of such applications. One key topic for discussion is that of learning to use a tool
versus learning to soive problems using the tool. How much emphasis should be placed on each of
these areas, either during *he inservice or in the math classroorn, as spreadsheets are introduced in
the math curriculum?

The first activity is a brief, usually orie1ted introduction to spreadsheets. Neat, the participants
work on Formula Vision, an easy-to-use spreadsheet prograza. They solve several problems and
become familiar with some applications of this program.

The second activity is an introCuction to the spreadsheet program in AppleWorks. Note that you
are introducing participants both to a sophisticated integrated software package and to one , wrticular
application program in that package. Keep in mind that this combination may overwhelm some
(perhaps most) participants. Entire courses are given on the use of a spreadsheet such as the one in 4
AppleWorks.

If some participants become overwhelmed by tke topic, you may want to discuss how students
feel when they are overwhelmed by what they are expected to learn. Reassure participants that as

they continue to werk with spreadsheets, they will eventually begin to feel comfortable with this
topic.

-

l‘,
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4.3.2 Script -

Theme

Objectives

Materials

Refreshmenis

Assumptions

Pre-Class

Introduction
5 Minutss
(Butcher paper
Spreadsheet
transparency)

Activity
15 Minutes

Using spreadshee?’s in a math instruc ional setting

1. Introduction to the structure and format of a spreadsheet.
2. Explore spreadsheets in an instructional format.
3. Solve a problemn by constructing a simple spreadsheet.

Softwarc Handouts

Formula Vision Millionaire spreadsheet
AppleWorks (AW) Fast Food Heaven Exercises

(or some ott2r spreadsheet) Matrix. Multiplication

Other (PA) How to load Appleworks
Transparency . spreadsheet (AW) screen display for all three
Large butcher paper drawing of of the above (WS)

a spreasdsheet
Py now you should have the details of this well established.

It is assumed that many participants will not know the basics of loading
AppleWorks. If this is the case, explain (PA) how to get files from the
disk and save to the disk. If possible, pair up nonusers of AppleWorks
with participants who have used it before.

Formula Vision and Fast Food display should be loaded for participants to
use when it is time to do so, or placed by the machines along with a
Performance Aid so participants can get started by themselves. You may
want to have participants start on Formule Vision as soon as they arrive,
or you may want to start the whole class together with a brief discussion
of spreadshcets such as is suggested below.

Purpose: Introduce the concept of a spreadsheet and briefly explain

the structure of the session. The entire session will be on spreadsheets

and their uses in the mathematics class. The first hour will be fairly

structured. Unroll the butcher paper showing what a spreadsheet looks

like. (Be dramatic!)

1. Discuss the columns, rows, and labeling.

2. Explain that a cell is named by its row and column intersection.

3. Explain that most spreadsheets can be thought of as having an
indefinite number of rows and columns.

Overhez1 transparency of spreadsheet.

* Describe the movement of the cursor in a spreadsheet.
» Explain entering and deleting information.

Purpose: Participants use spreadsheets in an instructional context
with a2 minimal number of instructions. Have participants work in
pairs in exploring the Fast Food (Formula Vision) spreadsheet.

Pomy

‘D)
(94
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Fast Food Heaven
Exercises

Discussion
2-4 Minutes

Activity

20 Minutes
Millionaire (WS)

Discussion
2-4 Minutes

Break

Debrief
10 Minutes

Demonstration
15 Minutes
(Omit if time is
problem.)

Demonstratiz a:
{Omit if there is
a problem.)

* Work with the Fast Food Heaven Exercises. Give minimal
instructions. (Some of the problems on the WS have multiple
answers; these may lead to later problems without solutions.) After
about 10 minutes ask participants to think about the various skills
they are using (e.g., mental math, estimation, pencil and paper).

Debrief the activity. Was it stitnulating and/or motivating? Why?

In pairs, have participants play with the Millionaire (Formula Vision)
teroplate using the WS. They w.il have to change the labels and
formula for this worksheet.

Give as few instructions as possible. Once they solve the first
problem, have them try others. Change one or more of the variables.
What if the interest is compounded every day, every hour, minute,
second?

During the activity ask the normal types of questions:

 Are they enjoying the activity?

* What skills are they using?

» Could this or a similar activity be used in their classroom?

Debrief the activity.

10 minute beeak. Load AppleWorks into computers.

Debrief Game of the Week.

Purpose: Explain the very basic steps needed to construct a
spreadsheet. You will want to introduce the vocabulary of labels,
values, and formulas. After this explanation they will construct a
their own simple one.

Pick a problem Tom a word problem worksheet and have the class
discuss:

1. How the problem can be soived.

2. How to construct a simple template using a spreadsheet.

i3
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Example:

Problem 1. Cy had 35 problems for homework. He received $.10 for
each correct answer and was fined $.05 for cach incorrect answer. Today
Cy did 10 problems correctly and kad 25 wrong answers. How much did
Cy eamn or lose? Suppose that all you knew was that Cy earned $1.C0;
how many did he get correct? (Note that such a problem has many
solutions.)

One possible spreadsheet template to use on this problem is:

Activity

20 Minutes
(Omit if time is
a problem.)

Debrief

Closure
10 Minutes

A

B C D

1 #Probs. =

2
3 #Right
4 Amoun

= #Wrong = (B1-B3)
t = ((1*B3)-(05*D3))

The above is one of many possible templates. The important part is
solving the problem and discussing how it can be put onto a
spreadsheet. Depending on the skill level and background of the
participants, the presenter chooses one (or both) of the following:
1. Participants duplicate the above and find an answer.
2. Participants pick one of the other problems and
construct a spreadsheet template.

During or after the activity ask the same types of questions mentioned
earlier. What types of improvements could be made to the spreadsheet?
Some participants may be writing their guesses and computer
responses on paper. Would it be helpful if the spreadsheet was made
into a table so that all the guesses and responses could be reviewed? It
is possible using the replicate function. But this a more advanced
spreadsheet topic. How could this be used in problem solving? Can it
change or present new opportunities for some of the things we teach in
mathematics?

Teachers are now using spreadsheets in their classroom.

* Rick Thomas in Eugene, Oregon, developed a pre-algebra class
that uses spreadsheets. The classroom has five computers, and
students use them during class. They also have access to the
computer lab. Rick is the author of ClassWorks, a complete course
on AppleWorks for secondary school students. It is published by
ICCE and sold on a school site license basis which includes
templates, sample tests, overheads, etc.

Depending on time available, there can be discussions on where and
how to use spreadsheets. Also discuss possible project ideas. (See Pat
Lyon's spreadsheet unit for an example.)

Collect Logs
)
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Game of
the Week

Identify a strand in your curriculum where it might be appropriate to

use spreadsheets. Develop templates for Formula Vision or a full

blown spreadsheet that could be used to help solve some of the types of
problems encountered in the unit. ‘

[18 ‘
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4.3.3 Timeline

‘ Have Formula Vision disks with appropriate data file available at tts computers. The
participants should load the program and begin working with it as soon as they arrive at the
inservice. A large screen monitor or projection system is needed for this session.

0:00-0:15 Activity 1. Fast Food Worksheet and Formula Vision. Have participants try
all the questions.

0:15-0:24 Debrief. Was it easy to load and go? Were the worksheet problems easy to
solve? What steps did they take in solving the problem(s)? What did they
write down and how did they use the computer? Short explanation of
spreadsheet terminology and use.

0:24-0:44 Activity 2. Millionaire Worksheet and Formula Vision. let participants work
to solve the first problem and continue with the: extra problems if time permits.

0:44-0:48 Debrief. Was this any different from the other worksheet? V/as it easier?
Harder? Would they have used a computer if they had the choice?

0:48-0:58 Break. ollect logs and Game of the week, and load AppleWorks.

0:58-1:08 Debrief Game of the Week.

‘ 1:08-1:23 Demonstration of AppleWorks on large screen monitor or projection system.
1:23-1:45 Allow participants to use AppleWorks to solve the Millionaire worksheet.

Then let the "novices" do something similar to the worksheet while the
"experts” can work on either matrix multiplication or the continuation of the
Millionaire worksheet.

Another optior is to pair up the experts with novices and let the experts
become the teachers.

1:45-2:00 Debrief the activity. Is AppleWorks easier or harder than using Formula
Vision? Why? What 2re some of the similarities and differences between the
two pieces of softwarc? What seems to be hard about learning *0 use
spreadst ~ets, and what is not so hard?

Announce Game of the Week. Remind participants where we will meet next
week and to complete log sheets. Encourage participants to do the Game of
the Week.

Talk to five people about being "experts” for next week's session. It will be
on problem-solving software. Try to get different volurteers than last time that
there were a number of workstations staffed by volunteers. Have the software
available to loan to these volunteers.

"’
{
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4.3.4 Handouts

These handouts are needed during Sessicn 3. The facilitator m.y want to make some of these
into overhead projector foils for use during the inservice.

In prevaring these materials for publication, the authors were faced by the problem o: how to
deal with data sets or templates containing data that nesds to oe available to the participants. In the
~ase of Lucy Van Pelt (see Session 1) we askerd the reader to create a suitable database. In the
current session we ask the reader to create files to fit the da‘a for the exercises. This is relatively
easy to do. The Formula Vision spreadsheet has exactly 15 cells. Each cell can contain a label (the
name of the cell), a number or formula, and a unit of measure. For example, a ¢::11 might contain
the label RATE, the value 15, and the unit MPH (miles per hour).

The first exercice for this session uses Formula Vision with a template (worksheet) containing
the 14 food items and their prices given in the Fast Food lieaven Menu on page 3 of this section.
The 15th cell is labeled TOTAL. You will want to name the template (workshe~:) Fastfoods, as
that is the name that has been used in the Performance Aid on page 2 of this section. The
Performance Aid on page 5 may be of help in learning to create a worksheet.

Index to Handouts Page
(PA) Introduction to Formula Vision 2
(PA) Formula Vision: Fast Food Heaven 4
Fast Food Heaven M\ - 5
Fast Food Heaven Exercise< 6
(PA) Formula Vision: Cowipourd Interest 7
Miilionaire Spreadsheet 8
Millionaire Worksheet Exiensions 9
(PA) How to Load the AppleWorks Program 10
Fast Food Heaven AppleWorks Problems 14
Game of the Week 15
Game of the Week Outcomes 16
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Introduction to FORMULA VISION

[Note* This is a Performance Aid. It is a deiailed set of directions for accomplishing a specific task
with a particular piece of software.]

1. Insert the Formula Vision disk into the disk drive, with Side A up. (Be sure to close the drive
door.)

2. If the computer is off, tumn it on. If the computer is already on, hold down the Open-Apple
and Control keys, and press the Reset key (this is called a warm start). When you release
these keys, the disk drive should start and the program will load. (If it doesn't work, repeat
this step.)

3. Notice the instruction "Please press spacebar to continue” at the bottom of the screen. Follow
that instruction.

4. You will see a menu with four different selections. Read the menu and then press 1 in order
to "Go directly to Formula Vision."

5. Read and follow the instructions at the top of the screen that direct you to remove the Formula
Vision disk from the drive, turn it over, and insert it back into the drive. (Be sure to close the
drive door.) Then press the spacebar to continue.

6. Notice that you now have a 15 cell grid consisting of five rows of three cells each. We will
now tell you how to type a Label, Value, and Unit into two different cells. and then hov: tc
type a Label and Formula into a third cell. We will be working with the formula for the area
of a rectangle:

AREA =LENGTH * WIDTH

We will compute the area of a rectangle whose length is 8 inches and whose width is 6 inches.

Then you will be given the chance to experiment with other values .aG formulas,

~

. Type the word LENGTH and then the Return key followed by the Down Arrow key.
(Notice that the Label LENGTH is 1. v in the top of ac..i.)

8. Type the number 8 and then the Return key followed by the Down Arrow key. (Notice
that the Value 8 is nc'w in the middle of the cell.)

9. Type the word INCHES and then the Return key followed by the Down Arrow key.
(Notice that the Units, IN for inches, is now in the bat:c: of the cell.)

10. Repeat the steps 7-9 above, but this time type WIDTH for the cell Label, 6 for the cell Value,
and INCHES for the cell Units.

11. Next type the word AREA and then the Return key followed by the Down Arrow key.
(Notice that the Label AREA is now in the top of a cell.)

I
L S W
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12.

13.

14.

15.

Type the formula LENGTH * WID1iI and then the Return key followed by the Down
Arrow key. Be sure to use the a. lerisk to inuicate mu'ltiplicaton. Later you may want to
experiment with other symbols that you think might indicate multiplication. (Notice that what
you type does not appear in the c¢1l. Instead, the computer follows the directions specified by
your formula, computes 48 as the answer, and displays it in the cell. Notice also that the
computer indicates that the Units are square inches.

Now experiment, using different Values. Notice that as soon as you change a Value, the area
automatically is recomputed. Try changing the Units in one of the :lls; for example, change
6 INCHES to 6 MILES. Notice how the computer indicates that you have mixed units, and
that therefore you have done something wrong.

Continue to experiment by trying a different formula. Notice that there are enough cells so
that you can have several different formulas displayed at one time. What happens if you
attempt to use the Label from one cell as the Label for another cell?

Continue to experiment by trying some of the menu items at the top of the 15 cell display.
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Formul!a Vision: Fast Food Heaven

[Note: This is a Performance Aid. It is a detailed <et of directions for making use of the Formula ‘
Vision software and the Fast Food Heaven data to get started on solving some of the Fast Food
Heaven Exercises.]

1. Put the Formula Vision disk into the disk drive, label side up. Close the disk drive door and
turn on the machine. If the computer is already on, put the disk in the disk drive and close the
drive door. Then held down the Control and Open Apple keys and press the Reset key.

2. Once Formula Vision is on the screen, press the space bar. Select the number 1 and
follow directions.

3. Once Formula Vision is loaded, a 3 x 5 spreadsheet will appear on the screen.

4. To open the Files Menu in order to get the Fast Foods file, hold down the Control key and
press the F key.

5. The numbers 0 through 7 will appear, along with a description of what each number will do.
You want #1. Use the down arrow key to move the cursor to #1 and then press the
Return key.

6. Get the worksheet named Fastfoods (type it in, after the third letter, the name should
appear). Press the Return key.

7. The Fast Foods worksheet will be on the screen. Using the arrow keys, move the cursor ‘
to the ce!l named Total. The cursor should be right under the name Tot.l.

8. You can now use the menu handout as well as the screen to determine the guesses you will
type in. For example, if you think the first answer is a hamburger, fries, and a small coke,
type in H+F+SC. Then press the Return key and see what appears in the cell named Total.

9. You can change what you want calculated simply by and pressing the Return key.
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Fast Food Heaven Menu

Sandwiches

Hamburger (H)
Cheeseburger (CH)
Hamburger Supreme (HS)
Cheeseburger Supreme {CCS)
Hot Dog Supreme (HDS)

Side Dis}
Fries (F)
Cole Slaw (C)

Drinks

Small Cola (SC)
Large Cola (LC)
Small Diet Cola (SDC)
Large Diet Cola (LDC)
Milk Shake (MS)

Dess-rts
Ice Cream Bar (I)
Apple Pi> (A)

)
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Fast Food Heaven Exercises

Instructions

Look at the menu. For each problem below, d=cide which items the person bought and type in
a formula made by adding the abbreviated names. For example, if you think the person bought a
hamburger, fries, and a large cola, you would type H + F +LC in cell 15, the one named TOTAL |
and press the Return key. The computer will determine the total cost of a hamburger, fries, and a |
| large cola, and will display it in that cell. Ifit is not the answer you wanted, move the cursor back
to cell 15 (the TOTAL cell), type in a formula for your new gress, and press the Return key.

Problems

1. Judi, whose favorite restaurant is Fast Food Heaven, stopped by while cruising last night.
She ordered one sandwich, one drink, and one dessert for a total cost of $3.00. What did she
order?

o

Seymour, who was introduced to the wonders of Fast Food Heaven by Judi, Jdecided he had
to try one item from each of the four categories. He spent $2.95. What did he order?

3. Seymour enjoyed his meal so much that he went back the next day. This time he also ord=red
one item from each category. Two of the items were the same as the day before and two were
different. This time the cost was $3.90. What did he order?

4. Larry, who was very hungry, knew that Fast Food Heaven was just the place to fill up. He

spent $5.15 (I told you he was huingry) on five items, which included one dessert and one
side dish. What did he order?

9

I
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Formula Vision: Compound Interest

. ‘ 1. To clear the spreadsheet so that you can start writing a new one, hold down the Conirol key
‘ and press the T key.

2. The nnmbers O through 7 appear along with a description. Use the down arrow key to
move the cursor to #1 - Clear the worksheet. Press the Return key.

3. In Formula Vision, the mathematical symbols used are:

for addition

for subtraction

for multiplication

for division

for exponentiation (This symbol is called "carrot” and is the top of the 6 key.)
) for grouping

e i

Formula Vision uses other symbols, but you do not need to know them at this time.

4. Type in the necessary labels, numbers or formulas, and units name for the Millionaire
Worksheet.

5. Use the arrow keys to move around the spreadsheet. If you want to delete, simply put the
cursor on the decired st >t and either re-type th- ‘nformation or use the delete key. Practice
this un 1 you are comfortable in deleting.

6. The formula for interested compounded yearly is:
T =P * (1 + IntRate) A Years
where T = total, P = principal, and IntRate = interest rate expressed as a decimal equivalent.
Thus, 8.6% is expressed as .086. The same general formula holds for more frequent
compounding. Thus, suppose one had $12,500 invested at 9% per year, compounded
monthly, for 10 years. The computation to be performed is:
T =$12,500 * (1 + .0075) A 120

Here .0075 is .09 divided by 12 (months per year), and 120 is 10 times 12 (months per year).

C13 Notebook * 4.3.4 Handouts » Page 7




Millionaire Spreadsheet

1. Estimation: Suppose you wanted to have $1,000,000 in the bank exactly 20 years from
now. How much money would you need to invest today at 15% interest for 20 years to have
one million dollars? The remaining variable is the number of times the account is
compounded— that is up to you. It may be yearly, quarterly, monthly, daily, etc.

Write down your answer here _

2. Difficulties: Note here any difficulties you encountered in using this particular piece of
software & - solve this problem. Remember, Formula Vision is a rather restricted type of
spreadsheet software. The problem was chosen to let you encounter various difficulties.

-

3. Other applications: What are some other problems you might solve using this spreadsheet
software? Describe some that would be easier to solve not using the spreadsheet, and others
for which use of the spreadsheet would seem to work best.

1Y)
~1
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Millionaire Worksheet Extensions

The following probiems are similar to the Millionaire problem and can be solved using Formula
Vision.

1. Comparison Shopping: Compare interest rates and number of times compounded yearly
to get the best possible savings rate. For example: The United Trust Bank offers 8.5%
annually and the InterCounty Bank of Hazzard offers 8.25% compounded daily. Which bank
offers the best return on your deposit?

2. Limits: Hold the interest rate, amcuit deposited, and number of years constant and change
the number of times compounded annually to see the rate of change from yearly interest,
compounded biannually, quarterly, monthly, weekly, daily, hourly, every second.....What
happens? A graph may be helpful in understanding the results.

3. Graphing: Pick an amount of money (such as $1,000) and an interest rate (such as 8%).
Determine the amount of money you would have at the end of 5, 10, 15, and 20 years. Now
change the interest rate (to 10% for example) and repeat the calculations. Graph the results
and discuss what they show about compound interest.

. Inflation: Suppose that the annual inflation rate is 4%. A particular car costs $10,000.
Taking into consideration only the inflation rate, what would be the cost of a similar car 50
years from now?—10) years from now? Do the same calculations assuming an inflation rate
of 6% per year. Discuss the results.

?
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HOW TO LOAD THE APPLEWORKS™ PROGRAM

The following pages have been reproduced with permission frora ICCE. The pages are taken
from Appleworks™ for Educators by Linda Rathje, © 1986, pgs. 7-9 and published by ICCE.

The AppleWorks program is split into two parts:
Part 1: the "AppleWorks Startup" is on one side of the disk.

Part2: the "AppleWorks Program" is either on the back side of the disk or on a
separate disk.

1. Put the AppleWorks Startup disk in drive 1.
Pui the data disk, that came with th™~ AppleWorks book, in drive 2.
Turn on the monitor.

Turn on the computer.

woA W

If it is already on, hold down the open-apple and CONTROL keys, and tap the
RESET key.

6. The COPYRIGHT SCREEN should appear:

AppleWorks™
Integrated Software

By Rupert Lissner and Apple Computer, Inc.
Copyright Apple Computer 1983 V1.16 USA

Place the AppleWorks PROGRAM disk in Drive 1 and press Return. S5k Avail.
\ J

7. Remove the AppleWorks Startup disk from drive 1.
8. Insert the Program disk in drive 1, and press RETURN.
9. Type today's date using the form shown on the screen.

27
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10. Press RETURN.
‘ 11. The AppleWorks MAIN MENU should now be on the screen:

r )
Disk: Drive 1 MAIN MENU

Main Menu L

Add files to the Desktop

York with one of '+ files on the Desktop
Save Deslktop files to disk

Remove files from the Desktop

Other Activities
. Quit

o u s W N

\;fgpe number, or use arrows, then press Return A-? for Help y

‘actly

ty 1] AN INTRODUCTION

PART1 : HOW TO CREATE A SPREADSHEET "FROM SCRATCH"

‘ In this activity you will practice entering and changing informatio. in a spreadsheet. Tt.e examples
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are simple and serve as an opportunity for you to become acquainted with what a spreadsheet looks
like and what a spreadsheet can do.

NOTE: "Select" means to highlight an option, then press RETURN. é

“Enter" means to type in the information. If you make a mistake, use the
DELETE key to correct, then press RETURN to confirm.

1. Begin at the Main Menu.

2. Select: 1. Add files to the Desktop press RETURN
3. Select: 5. Make a new file for Spreadsheet press RETURN
4. Select: 1. From scratch press RETURN
5. Note the blinking cursor at the bottom of the screen.

6. For filename, type: SS PRACTICE press RETURN

Each time a new menu selection is made, another menu appears on the screen. Your screen
should now display the "Spreadsheet" menu, which is overlaying the "Add Files" and

"Main" Menus:
. - : ™\
Disk: Drive 2 SPREADSHEET Escape: Add Files O
Main Manu
Add Files |

Spreadsheet Make 8 new file:
1. From scratch
2. Froma DIF (TM) file
3. FromaVisiCalc (R) file

Type number, or use arrows, then press Return )

7 Press RETURN.

8. An "empty" spreadsheet should now be on the scresn:

06
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#1.

#3.

#6.

#38.

(" File: SS PRACTICE @— #1 REVIEW/ADD/CHANGE €— #2  Escape: Main Menu)
A

=eB= c D =Faz======G

[ T

#6
#5

OO NDWGDH WO -

Al —P 47

Type entry or use @ commands

— #9  #4 —P @-? for Help

\ %

The name of your spreadsheet file ("SS PRACTICE™).

The screen heading indicates a section of the Apple Works program. On this screen you
can review, add, or change information.

This screen heading indicates which section of the prc sram will be displayed if you press
the ESC key.

A reminder that pressing the Open-Apple and question mark keys will display a Help
screen.

Rows and columns divide the spreadsheet intu a grid pattern on the screen. COLUMNS
are identified by letters. ROWS are identified by numbers.

The highlighted bar on the screen is the spreadsheet CURSOR and indicates your place

within the spreadsheet grid. The CURSOR is in column A, row 1—its position is referred
toas CELL Al.

The CELL INDICATOR gives the cell number of the cursor's position. As you enter
information for a cell it will first appear in the space BELOW the cell indicator (see #9)

The spreadsheet PROMPT. Instructions for working w. ... the spreadsheet appear in this
area.

The blinking cursor indicates where labels, values, formulas, or AppleWorks commands
are entered. Your typing appears at this cursor.

1
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Fast Food Heaven AppleWorks Problems

Instructions

There are two possible approaches to this set of problems. First, the inservice facilitator might
create an AppleWorks spreadsheet template containing the information from the Fast Food Heaven
Menu (page 3) and in a format designed to help solve the types of problems given here.
Alematively, if sufficient instruction has been given on spreadsheets, participants might create their
own templates.

One approach to developing a useful template is to use one column for the names of the food
items, a second column for the costs of the food items, a third column for the number of each item
purchased, and a fourth column for the products of numbers of items (from the third column) times
their costs (from the second column). The total cost of a purchase is then found by a summation on
the fourth column.

The user of this spreadsheet then enters a sequence of numbers into the third column,
representing the number of each item purchased. This actually is a quite awkward approach, since
it is necessary to have zeros in the cells where none of the item is being purchased. While the
spreadsheet can initially have zeros in all of those cells, once one purchase has been processed, that
will no longer be the case. Thus, in solving the problems given below by trial and ez ‘or, the user
will have to spend quite a bit of time indicating that "zero" of particular food items were purchased.

The AppleWorks spreadsheet car. = set so that it automatically recalculates after each change to
a cell, or so that it recalculates only when directed to do so. The instruction for recalculating is to
hold down Open Apple and pzess the K key.

Prohlems

1. Judi, whose favorite restaurant is Fast Food Heaven, stopped by while cruising last night.

She o;'dered one sandwich, one drink, and one dessert for a total cost of $3.05. What did she
order?

2. Seymour, who was introduced to the wonders of Fast Food Heaven by Judi, decided he had
totry ¢ e item from each of the four categories. He spent $3.30. What did he order?

3. Seymour enjoyed his meal so much that he went back the next day 7This time he also ordered
one item from each category. Two of the items were the same 2., the day before and two were
different. This time was $3.20. What did he order?

4. Larry, who was very hungry, knew that Fast Food Heaven was just the place to fill up. He

spent $4.60 (I told you he was hungry) on five items whic: included onc dessert and one side
dish. What did ke order?

LI
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Game of the Week

The essence of a spreadsheet is that it is a piece of software designed to allow one to develop
certain types of mathematic:” modelis, and to have the computer carry out the computations
indicated by the model. Thus, a spreadsheet is usefu! when the type of problem under
consideration can be modeled (represented) vsing a spreadsueet, and the amount of
computation to be done is relatively substantal.

Think about the math courses that you teach. Select a strand or unit in a particular course
where you think a spreadshcet might be a useful toc’. Describe some of the types of problems
that one studies in this unit. Discuss how a spreadsheet would be useful in solving these
types of problems.

Next, select a strand or unit where you feel a spreadsheet would no* Je a useful and
appropriate tool. Describe the types of problems encourtered in this unit, and explain why a
spreadsheet would not be a useful tool ir Zzalingw  these types of problems.

L)
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Game of the Week Qutcomes

[Note. This is not intended as a handour. Rather, it is a brief discussion to give the inservice ‘
Jacilitator some ideas on whas outcomes may be expected from the Game of the Week.)

Find a strand in your curriculum where you can use spreadsheets.

Answers we recejved:

recording grades
perimeter, area and volume of polygons
decimel unit
gathering and sorting data
equivalent fractions
number patterns
ents
probability and statistics - frequency distribution
accounting
solving equations
mean, median, mode and standard deviation

® & & o & & ¢ o o o o

Many teachers stressed the need fci hzrdware and the availability of software. If these
problems were taken care of, they saw time in the curriculum to explore "What if ..." type
problems and more time for problem solving and working on the understanding of where and how
to use the math the students have leamned in "real life "

One of the most common uses of spreadsheets was to keep grades, either by the teacher or by
the students. One teacher suggested a print out of all the students’ grades and blanks to fill in.
Then they could work out what they needed to fill in the blanks with in order to achieve the grade 9
they desired!

A spreadsheet is a very powerful aid to modeling and solving certain types of problems. But
much of the math curriculum focuses on learning a Little bit about a lot of ideas, and quite a bit of
this learmning is at the lower-order skills level. For example, students need to leamn the mrathematical
vocabulazy, and they need to learn some formulas such as A = LW. These ate lower-order skills,
rather than problem solving. Since a spreadsheet is essentially an aid to medeling and solving
prgglle , itis of less use and interest in the lower order skills parts of secondary school
mathematics.

ek}
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4.3.5 Student Materials

They represent the * ppes of wotivities that can be done with students after inservice participants
have learned the r. : ¢rial in Session 3.

Inservice facilitators will want to use of some these materials during the inservice. If it is
more than two hours in length, it is appropriate to have participants work through a number of
these student activities.

ﬁ These satiple lesson plans are designed to be used with students at a variety of grade levels.

Index to Materials Page

Millionaire File for AppleWorks
Concession Session

Concession Stand File for AppleWorks
Go Soak Your Head

Archimedes Lives File for AppleWorks
Matrix Multiplication

Matrix Multiplication file for AppleWorks
Projectile Motion

Projectile Motion Tally Chart

Projectile File for AppleWorks

— OV AW
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Millionaire File for AppleWorks
This is a MacWrite file copy of what an AppleWorks file should look like for use with the
Millionaire worksheet. You will probably want to enter this information into an AppleWortks file
and not pass this particular sheet out to participants.

B ‘ -
:

File: MILLIONAIRE REVIEY‘V/ADD/CHANGE Escape: Main Menu

A B % —_—= -—-=E__~—==P=z=
11

2| How To Become A Millioraire
3i
4 Amount at maturity $1,035.31 <do not type here
5l
6l
7l ===
8l
9l Amount Deposited =$ $1,000.00 < Make changes
10! # times compounded yearly = 4 < here,
111 # years to maturity = 50 < here,
12l Annual interest rate =% 7.00 < orhere
131
141
15! How much should be deposited
16 in order to have $1,000,000

1’8/: at the end of 20 years? ‘\
1

D4:  (Value, Layout-D2) (D9*((1+(D12/(100*D10))AD10*D11)))

35
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Concession Session

Load the spreadsheet file Concession Stand. (A MacW'rite copy of the file 1s given on the next
page.)

Here is a chance for you to run your own business. This template is a very simple type of
simulation. The template consists of two parts. The top part allows the teacher (the person setting
up the simulation) to enter the vrices the supplier charges. The srident then decides how many of
each item to purchase. The Total Cost for each item and the Tota: for all Purchases are
automstically calculated.

In the bottom portion of the spreadsheet the student is allowed to entered the prices that the
Concession Stand will charge. The Gross Amount and P.<.,.t for each item are calculated
automatically, as well as the Total Profit and Net Profit. Here are the steps for running the
Concession Siand:

1. You must decide how much you wish your supplier to charge! In the top portion of th=

spreadsheet, enter the prices and the number uf items you wisk to buy from your

supplier.

In the bottom portion of the spreadsheet, decide how much the customers will be charged

and enter the values in the Price column. Next, enter the number of items you sold (or

hope to sell).

3. Play with the various possibilities. Ask yourself "W.at if questions. Is there a way of
“"beating" the simulation?

o

Extensions

1. In the classroom this coud be extended by making use of random events through the use
of cards or dice. Events such as how many of an item sold, weather, a short game, an
extra inning game, rival businesses, etc., could all be decided randomly. Divide the class
into groups and have them compete against ¢ach other.

2. Design your own business simulation.

3. Use this software to keep track of the inventory of a school store.

ry
#

Ci3 Notebook « 4.3.5 Materials + Page 3




Concession Stand File for AppleWorks

[Note: This is a MacWrite file copy of what aa AppleWorks file would look like Sor use with the
Concession Session activity.}

File: ConcessionStand REVIEW/ADD/CHANGE Escape: Main Menu
A B C D=== E =Fe===G H
Concession Stand

3l You are in charge of the concession stand at the baseball games.

41 Below is a list of items that you need to buy to be prepared for

51 the next game. First you must decide how many of each item you

6l need to purchase. Second you will have to decide how much to charge
7 your customers so that you will be able to make a profit.

8l

ot Supplier’s Prices
100 Item Price # Bought Total Cost Total for all Purchases
111 Hot Dogs $.39 100 $30.00
12 Peanuts $0.00 0 $0.00
131 IceCream  $0.00 0 $0.00
141 Cokes $0.15 400 $60.00
151 T-Shirts $0.00 0 $0.00
161  Napkins

71 per 100 $0.00 0 $0.00
1™ Total cost for all items purchased. $90.00
191 Fill in below the prices you will charge
201 Your Prices
211 Ttem Price #Sold Gross Amt Profit on # Sold
221 Hot Dogs $.75 80 $60.00 $36.00
231 Peanuts $0.00 0 $0.00
24 IceCream  $0.00 0 $0.00
251 Cokes $0.50 300 $150.00 $105.00
261  T-Shirts $0.00 0 $0.00

271 The paper supplies are a fixed cost. You
281  make no profit from them.

29  Total income $141.00
g(l) Net Profit on Today's Game
32 $51.00

G22:  (Vaiue, Layout-D2) +G29-G18
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Go Soak Your Head
(Archimedes Lives!!

Introduction

This simple spreadsheet (see page 6 of this secticn) helps calculate the approximate volume of
ahead. Since human heads rarely follow the Platonic Ideal, students are asked to measure a head
using two different geometric approximation models. One is for well-rounded individuals, using a
cylinder as amodel; the other uses a rectangular solid. (The more scientifically-inclined student can
actually find the volume of his or her head by submezging it in a bucket of water and measuring .
amount of displacement. Archimedes would be overjoyed!)

Cells E15 (formula for volume of cylinder) and E22 (formnla for volume of rectangular solid)
are protected to prevent destruction. The user of this spreadsheet enters height and radius of a head
into ceils D18 and D19, and length, width, and height of a head into cells D26, D27, D28. Then
when the spreadsheet is recalculatec., the two volume estimates will be in E15 and E22.

Activities and Extensions

1. Measure ¢. estimate the dimensions of your own head and enter the results. (If you wish
to go soak your head, please consult with your teacher.)

. Think of some other geometric solids a head might resemble. A cube? Tetrahedron?
Pyramid? Find the formulas for their volumes and add them to the spreadsheet.

. How could the spreadcheet be made into a table form so that all the students in the class
could add their own dircensions to it? Would it make sense to take an average of the head
measurements of class members?

. An activity that uses smaller utensils and mea-uring devices wou'd be to find the volume of

a finger or of the whole hand. What measurements would be needed? How could the
spreadsheet be laid out for an individual or for the entire class?
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Archimedes Lives File for AppleWorks

This is a MacWrite file copy of what an AppleWorks fi. . se with the Go Soak Your Q
Head worksheet.
File: Go Soak Your Head REVIEW/ADD/CHANGE Escape: Main Menu
A Cemm=——c=D=——==—= G a-
1l GO SOAK YOUR HEAD

2| This is a program to help calculate the volume of your head from two
3| perspectives. The head, unfortunately, is not shaped uniformly for easy
41 mathematical calculations. The first part of this program treats the
51 head as a cylinder and the second part as a rectangle. Measure a head
6l and enter the results. The program will automatically calculate the
71 volume. Then get a large bucket and fill it to the rim with water.
81 Place the bucket inside a large pan. Submerge your head completely.
O9I Then measure the overflow and you will have the volume of your head.
101
111 Which of the measurements below comes the closest? Is the average
12| of the two measurements closer?

131

14 Volume Area of Base

151 of = times = 0
161 Cylinger Height of Cylinder

171

18] Height of Head = 0

%g: Radius of Top of Head = 0

211 Volume

221 cf = Length times Width = 0
23| Rectangular times Height

24| Solid

251

26l Length of Head = 0

271 Widthof Head = 0

28| Height of Head = 0

E22: (Value, Proteci-N) (D24*D25*D26)
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Matrix Multiplication

Load the template entitled MatrixMult given on page 8 of this section.

1.

Displaycd is an example of tw . 3 by 3 matrices and their product. Enter two new matrices.
The product will automatically be calculated as you enter the new matrices.

Is matrix multiplication commutative? That is, is A x B = B x A for all matrices? Try a
couple of 3 x 3 examples and make a conjecture as to the answer.

What is the muitiplicative identity element? Check your idea.

Change the existing template or make a new template to nuultiply 2 x 2 matrices. Test your
results on several problems until you are convinced that your template is correct.
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Matrix Multiplication File for Appleworks

This is a MacWrite file copy of whac an AppleWorks file wuuld look like for use with the Matrix G

Multiplication worksheet.
File: MatrixMult REVIEW/ADD/CHANGE Escape: Main Menu |
-.....-::::::A:::::.—_::: eImmmrmoemml s E F G L!
11 Matrix Multiplication
2| From Mathematical Applications of Electronic Spreadshees
3l by D. E. Arganbright
41 The following is for multiplying two 3 by 3 matrices.
5I6| Enter your values into matrices A and B.
7 Matrix A Matrix B
8l
o 1 2 3 4 6 9
101 2 -8 0 3 i 0
111 3 0 1 -3 -1 1
12|
131 Product
141 1 5 12
151 -16 4 18
16l 9 17 28
171

The following are the formulas used for each cell to solve the matrix multiplication problem.

(A9*E9M+(BS*E10)+(C9*E11) (A9*FO)+(BI*F10)+(C9*F11)
(A9*GI9»+(BI*G10)+(C9*G11)

(A10*E9)+(B10*E10)}+C10*E11) (A10*F9)+(B10*F10)+(C10*F11)
(A10*G9)+B1C*G10)+(C10*G11)

(AIT*E9)+(BII*E10)}+C11*E11) (A11*F9)+(B11*F10}+(C11*F 1)
(A11*G9)+(B11*G10)+(C11*G11)

~a
o
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Projectile Motion
(How long is it actually going up?)

Load the PP OJECTILE spreadsheet file given on page 11 of this section.

a.
b.
C.

Read the directions in the spreadsheet.
Note that the initial velocity for the projectile is entered into cell C9.
Use the Table B(see page 10 of this section) to record the results of your investigations.

What initial velocity is needed for the projectile to attain a maximum height of approximately
200 feet? (Use guess and check methodology to solve this problem.)

a
b.

C.

What velocity did you start with? Were you high or low?

How long did it take to reach this height?

What do the negative numbers in the height column mean? Are they important?
How does a change in the initial velocity effect the rate of change of height?
When is the rate cf change of height increasing? Decreasing?

When is the rate of change of height greatest? Least?

What does a positive rate of c!ié.nge of height indicate? A negative rate of change?

What initial velocity shzuld be used if the projectile is to reach its maximum height in exactly
2.5 seconds?

Play with the spreadsheet and pose problems of your own.

Graph some of the results of your explorations.
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Velocity:

Initial Time:

Time Increment

Time Height

Projectile Motion Tally Chart

Velocity:
Initial Time:

Time Increment

&
&

Time Height

g

|

]
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Projectile File for Appleworks

This is a MacWerite file copy of what an AppleWorks file would look like for use with the
‘ Projectile Motion worksheet.

File: PROJECTILE REVIEW/ADD/CHANGE Escape: Main Menu
s==——=A======— C D E======F====G===z=== H-
1l PROJECTILE MOTION
2l suggested by Don McNair
3l

4| The spreadsheet will calculate the height and rate of change of a

5| projectile. Enter the initial velocity, the initial time, and the

61 time increments you wish to observe. Each tire you wish to see the
71 effect of the values, enter Open Apple K (for Kalculate).

8
9l Velocity = 1100 Formula: h(. = vt - 16172

101 Initial Time = 0

111 Time Increment = 0.5

12| (enter Open Apple K)

131 RATE OF

14| TIME HEIGHT CHANGE

151 0 0 0

16 0.5 46 92

171 1 84 76

181 15 114 60
‘ 191 2 136 44

201 2.5 150 28

211 3 156 12

22 35 154 -4

23| 4 144 -20

24l 45 126 -36

25 5 100 -52

26 55 66 -68

27 6 24 -84

28 6.5 -26 -100

29 7 -84 -116

-~
o« e
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4.4
SESSION 4: PRCBLEM SOLVING

4.4.1 Narrative Overview

Problem solving is now considered to be a major focus and central theme both in
mathematics and in all other academic disciplines. The back 10 basics movement of the past two
decades is now being countered with a problem solving movement. In essence, our educational
system is struggling to find an appropriate balance among the lower-order skills and the
higher-order skills in Bloom's taxonomy. The majority of educational leaders fe2l we moved too
far toward the lower-order skills during the past two decades, and now recommend moving
toward the higher-order skills.

Problem solving tends to have a variety of meanings even in math education. If ime
permits, it is an interesting exercise to have inservice participants write down their own short
definitions of problem solving. Then debrier, first in triads and then in the whole group. You
may find that few participants can give a reasonably comprehensive definition of problem
solving! If so, refer them back to Section 2.2, Role of Computers in Problem Solving, and to
the Game of the Week in Session 1, which contains the four-part math problem-solving model
discussed in the £irst of these math inservices. As you may recall, most math educators estimate
that the math curriculum spends 70% to 80% of its time teaching students to do things by hand
that a computer or calculator can do.

It is generally agreed that one of the main goals in math education is to incr.ase students’
math problem-solving skills. In addition, most math educators agree that students should learn
to apply their math problem-solving skills to math-orien’~d problems in other disciplines. But
this turns out to be a major difficulty. For example, many students will study metric
measurements in a math class and demonstrate competence through their performance on a test.
They will then go into a science class and display complete ignorance of metrics!

Learning theory talks about transfer of learning. The transfer of metric knowledge from a
math class to a science class is difficult for many students. But research on learning theory
suggests that transfer can be increased by appropriate teaching f.r transfer. One main thrust of
this inservice session is to discuss the question of transfer and how to help increase it. One goud
way to start this session is to briefly discuss the topic and then ask participants to write down
some examples of what they do to facilitate transfer. Debrief in triads and in the whole group.

There are many pieces of problem-solving software available. Participants will have the
opportunity to use several pieces of software during this inservice session. Generally, the
problem-solving software has been designed in a game format and is fun to use. Fundamental
questions include:

1. 'What does a student learn about problem solving by using the softwar ?

2. To what extent does the knowledge and skills acquired from using suc:, problem solving
software transfer to:

a. Solving math problems in a math environment?
b. Using math to help solve problems in non-math areas?

The first piece of problem-solving software examined in this inservice session (Mind
Puzzles by MECC) is quite simplistic. However, it allows discussion ~f the above questions,
and this discussion can lead into other related questions. For example, suppose that a student
develops good skill at solving computer-based maze problems. Does this help improve spacial
visualication skills or planning-ahead skills?

LS
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Pat McClurg did her doctorate work at the University of Oregon on a similar question. She
found that when students used scftv/are such as The Factory over a period of weeks, their scores
on spacial visualization tests increased more than the scores of those in a control group. Billy C.
Yates' dissertation, completec at the University of Oregon in summer 1988, replicated some of
the work of Pat McClurg and produced similar findings. These studies suggest that for one
particular piece of software thare is transfer to the types of skills measured by certain types of
spacial visualization tests.

Lt this inservice session (as in all sessions) we encourage participants to work together at the
ccraputers. The research on cooperative learning and cooperative problem solving supports the
contention that students learn more about problem solving by working together to solve
problems. This might be raised as a discussion topic in one of the debriefings.

The December 1986 issue of The Computing Teacher includes an article titled "The
Teacher’s Rgle in Using the Computer to Teach Thinking Skills." That article is reprinted in
section 4.4.6.

Some Specifics on This Session

The session begins with an off-machine problem-solving activity. There are many books
full of such activities. A few sample activities have been included in :his part of the Notebook.
Select one that you feel will be appropriate to the participants in the inservice.

Spend a short time with the activity and then debrief the steps the participants went through
in order to solve the problem. Note that cooperation and working together are needed in some
and that there are other activiues that may be done alone. Raise the question of wiiether the
problem-solving ideas parucipants used to solve the problems carry over to solving "regular”
math problems.

The second activity is done at the computer. Have the software Mind Puzzles by MECC
alieady loaded so that participants can begin at once. Tell participants they will have
approximaely 20 minutes to get through the software. They should do both Maze of Rodeniia
and Queen Bee of Menta. Maze of Rodzntia is very straightforward with explicit directions. It
is a maze game and should be easily understood. Queen Bee of Menta is more difficult to
understand and some participants may require help. However, the game is also very easy.

Mind Puzzles was selected because of its ease of use and as a tool to help raise questions
concerning problem solving. The debriefing may take more time than the time spent on the
computer. We use this piece of software to raise questions s 1 as:

1. Isitappropriate to use games in .caching?

2. Is this a "good” piece of software? (How does one judge whether a particular piece of
problera-solving software is good? If participants suggest a piece of problern-solving
software is good, ask them to cite supporting research studies!)

3. Do people (teachers included) always read directions? Is it possible to write directions
that all readers will find to be clear?

The third activity is to be done after the break. A number of "computer stations™ are loaded
with a variety of problem-solving software programs. (Get the software set up during the brek.
Use volunteers to help and to serve as assistants at the stations.) There should be software for
appropriate low ability and high ability students, and participants visit several stations.

Be sure to allow some tie for debriefing, even if this means that participants do not visit
every station. (Participants may explore software on their own, but it is harder for participants
to have group discussions on their own.) Make sure that transfer of learning is emphasized in
tne closing debriefing.
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4.4.2 Script

Theme

Objectives

Materials

Pre-Class

Introduction
5 Minutes

Discussion
10-15 Minutes

Activity
20-25 Minutes

Using problem-solving software.

1. To have participants think about what is meant by problem solving
and uses of computers to create environments that support the
development of good problem-solving knowledge and skills.

To increase knowledge of the issue of transfer of learning and to
focus on how to increase the amount of transfer that occurs as
students use problem-solving software.

3. To explore some problem-solving software.

Sojtware Handouts

Mind Puzzics Colors of a Cube

Teasers by Tobbs Off-Line P.S. Activity

The Factory - with jigsaw pieces

Gertrude’s Puzzles Description of each piece of

High Wire Logic software demonstrated.

Rocky's Boots Article from The
Computing Teacher

Load Mind Pt -zles into the computers. The data record sheets should be
included with participant handouts.

Begin by having participants work on the Colors of a Cube worksheet
without giving them directions. Participants may work alone or in
groups. Once ar indivirual or group solves the problem, watch to see if
they help each other, give the answer away, or just sit quietly. Use your
observations in the debriefing.

Debrief the above activity. Jow did the group react to the problem? What
are we trying to accomplish when we do problem-solving activities? Was
the ~ctivity metivating? How do you think students feel when they are
faced with these types of problems? Do these types of activities help
students to use what they have learied in a math class? Have the
participants keep these questions in mind when they go to the next
activity.

Purpose: Have particizants work in pairs and use the MECC Mind
Puzzles problem-solving software program, thinking about the steps they
follow. Tell them that they will have approximately 25 minutes to go
through both programs. Give no instructions verbally; participants should
have the instruction sheet with them from the handouts.

ey
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Discussion
15 Minutes

Break
10 Minutes

Activity
30 Minutes

Discussion
10 Minutes

Debrief the activity. How was this different from the worksheet they
received at the beginning? What skills were being vsed? Was the
computer useful for this activity? Would this be useful for students in
other areas or is it "just a game?" Did they learn anything from this piece
of software? Was it fun? Would they use it anywhere in their curriculum
or elsewhere? Try to get everyone involved in the discussion. There are
always a few people that have definite opinions, but we are trying to
facilitate new thinking and want to get everyone consciously thinking.

Collect logs.

Purpose: To allow participants to see other types of problem-solving
software and to have some hands-on time. It is desirable to have some
participants serve as facilitators at the stations. Have at least four different
pieces of software available for teaciiers to try out. Have participants pick
and choose which ones they would like to see, but keep the group from all
gathering at one computer.

Debrief the above activity. Tell them that therc is a list- .
problem-solving software in the handouts. They can mark the ones that
are available to them (check ahead of time at resource centers, ESD's,
etc., so that you can let them know). The list given here is not intended
to be comprehensive, and new pieces of this type of software are
published quiw regularly. Ask participants if any of them have used a
piece of problem-solving software that they have found to be particularly
appropriat " their teaching situation.

Close the session by briefly reviewing what was discussed. Problem
solving and transference should be something teachers are conscious of
and work toward directing students to do on their own.

Set the time and place for the next session.

()
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4.4.3 Timeline

Here is a sample two-hour inservice based on the materials in 4.4.2. Have Mind Puz:zles
' from MECC loaded into the computers. A large color screen or monitor is needed for this session.
0:00-0:08 The participants will enter and begin work on the The Colors of a Cube
activity. They may work alone or in groups. Do not give any specific
instructions.
0:08-0:15 Debrief. What do we hope to accomplish by having students do these t;pes

of worksheets? Dces the leamning transfer to other math problem-solving
situations, either in math classes or in other subject areas. Emphasize the idea
of transfer of learning, as it is a central theme for today's session.

0:15-0:40 Activity 1. Have Mind Puzzles loaded and ready to go. Tell participants they
will work in pairs and will have 25 minutes to go through both games. They
should make a note of any problems, questions, or answers as they work
with the software.

0:40-0:50 Debrief. How many people read directions first as opposed to trying to do th.
work without reading them? How was this activity different from the
worksheet activity used at the beginning of the session? What skills were
used in solving the problem? What did they learn from doing this activity?
Was it fun? Will the learning transfer? What could teachers do to increase the

transfer?
‘ 0:50-1:00 Break. Collect logs ind Game of the Week sheets.
1:00-1:10 Debrief Game of the Week.
1:10-1:20 Demonstration using Rocky’s Boots. Model how one night use a single

computer in the classroom. Involve the whole group.

1:20-1:50 Debrief briefly and explain that for the next activity there will be six different
stations available, each with one piece of software, Rocky’s Boots, G. “ude's
Puzzles, High Wire Logic, Teaser's by Tobbs , The Factory and MECC Math
Vol. 1. They will have 30 miz.utes to visit two or three different stations.

1:50-2:00 Debrief the activity. Which software seemed most useful for working with
students? What could students learn from using pieces of software like these?
Will transfer of learning occur, and what can teachers do to increase transfer?
Is it okay to play such games and have fun during a math class?

Research says that one gets better at problem solving by being in a
problem-solving environment in which one practices problem solving. Is the
typical secondary school math classroom a good problem-solving
environment in which students can practice solving problems? Rescarch also
says that a teacher’s attitude toward problem solving and transfer of learning
‘ is an important factor.

A}
-
Y
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4.4.4 Handouts

The pages of this secdon contains handouts needed in Session 4. The facilitator may find 1t
useful to make some of these intc overhead projector foils for use during the inservice.

Index to Handouts Page

Colors of a Cube

Introduction to Mind Puzzles from MECC
(PA) Mind Puzzles

Problem-Solving Software for Mathematics
Rociky's Boots

Gertrude’s Puzzles

High Wire Logic

Teasers by Tobbs

The Factory

MECC Math Volume 1

Game of the Week

Game of the Week Outcomes

— OWOWWOWRRNI1WNAWN
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Colors of a Cube (A Problem/Puzzie)

A cube has six sides, each a different color.
The red side is opposite the black.

The green side is between the red ard black.
The blue side is adjacent to the white.

The brown side is adjacent to the blue.

The red side is face down.

What cslor is the side that is opposite the brown side?

Now that you have finished, answer the following questions.

1. What grade levels of students might be able to solve this probiem, and what do you think
students would learn from doing this exercise?

2. What skills are used in solving this problem? Name some places in the math curriculum or 1n
applying math o other disciplines where these skills are useful.

-

1
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Introduction to Mind Puzzles by MECC

Mind Puzzles helps students to develop a variety of problem-solving skills that appiy to
virtually ali curriculum areas. Mind Puzzles is process-oriented rather than subject-matter
oriented and can be used whenever the objective is to develop thinking skills and processes rather
than to acquire knowledge. The programs are designed for individual or small group use by
students in grades 6-9. The program emphasizes a discovery approach to problem solving, and it
encourages students to use the computer as an exploratory tool.

Mazes of Rodentia presents students with a .umber of mazes of varying complexity.
Students must successfully navigate the mazes in order to win a tournament. The. e are three
different winning categories. To succeed, students must exit a maze with the fewes: number of
moves.

In Queen Bee of Menta, students exp. - programs to discover the secret code which
involves a 4 x 4 matrix of symbols and thei: .ssociated screen displays. Screen displays include
characteristic borders, movements, formations, and sounds. The exhibition of each type of
characteristic 1s determined by the order in which the symbols are selected.

A Top Ten Scores frame is part of each program. A Teacher Option enables teachers to view
or delete the names of the ten top-scoring playess in each category. This option is available for
both Mazes of Rodentia and Queen Bee of Menta.

Students can exit the program at any time by pressing Esc twice in a row when the program
is waiting for input.
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I.zind Puzzles (Performance Aid)

A. To get started:
1. Insert the Mind Puzzles disk, close the drive door and turn on the computer. (Or, do a
warm boot by inserting the disk and depressing the Open Apple, Control, and Reset keys
all at the same time.)

2. Typein 1 and then press the Return key to choose Mazes of Rodentia.

3. Typein Y to the next question. Take any notes you may need here:

4. First choose Maze Level 1 (Later chcose 2, 3, or 4).

5. Traverse and Record. You will want to develop a systematic record keeping scheme.
This is an important idea in solving many types of problems.

6. What happens when a different aid ic chosen?

7. How is the highest score obtained?

B. To advance:
1. After returning to the menu, choose 2 and press Return for the Queen Bee of Menta.

2. Y (Return) to read about the hss tory.
N (Return) to receive training.

3. Beginasan Apprentice Bee Keeper, Level 1.
Go through the tutorial.
N (Return) to the next level of training.

4. Nov'become trained as an Apprentice Bee Keeper, Level 2. You will need to develop a
record keeping ;cheme.

5. After that training, accept the challenge of 3 (Return).
Use ynur record keeping scheme to gather data about these “our new symbols
and each of their attributes.

upport materials. Look through the booklet from MECC for a more thorough understanding
of this disk. In the booklet you will find sample recording sheets that can be provided to
students. Which is better -- providing students with recording sheets, or askin, them to
develop their own recording sheets?

til.,
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Problem-Solving Software
for Mathematics

Here is a short list of some problem-solving software currently available that is generally
acknowledged to be of good quality.

Sunburst Communications. 39 Washington Ave., Pleasantville, NY 14850

The Factory
The Super Factory
Geometric Supposers

High Wire Lot

The King's Rule

Puzzle Tanks
Safari Search
Teasers by Tobbs
Semecale

Interpreting Graphs

Spatial relationships, multiple solutions.
Three dimensional visualization and rotation.

Geometric concepts. There are several major
pieces of software in this series.

Deductive logic, Boolean opzrations, critical
attributes.

Inductive reasoning, numerical patterr. and
relatonships.

Math and logic skills, multiple solutions.
Deductive reasoning, analysis.
Problem solving.

Working with a variety of units in word
probiems.

Graphs are given and the user must find the
situation that has been graphed.

The Learning Company. 4370 Alpine Rd., Portola Valley, CA 94025

L4

Gertrude's Puzzles
Moptown Hotel
Rocky's Boots

Spatial relationships, critical attributes.
Sequences, deductive reasoning.

Logic, spatial relationships.
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MECC Software. 3490 Lexington Avenue North, St. Paul, MN . 5126 ‘
o Problem-Solving Strategies Looks at exhaustive search, trial and error,
making lists and tables, and simplifying the
problem.
* Math Vol. 1 Eight programs to solve math problems for 6th
grade on up.
* Math Vol. 4 Thirteen nrograms for Algebra I - Trig students
orn up.

Conduit. The University of Iowa, Oakdale Campus, Iowa City, IA 52242

* Graphing Equations Problem solving through graphing.
(Green Globs)

”~
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Rocky's Boots
(Grades 2 - College)

Rocky’s Boots is logic-oriented problem-solving software. It is in a game format where the
“player" moves from room to room as he or she learns what each piece does and how to connect
them. There are six sections, each with varying numbers of rooms, which increase difficulty as
you go up. Some of the skills involved include: activating targets, ider.fying positive and
negative values, recognizing and avoiding glitches, building and debuggi g circuits, classifying,
abstracting and inferring, applying Boolean logic to solve problems, and using combinatorial
logic. You will need a color monitor to use this piece of software.

When using this software for demonstration, it may be helpful to copy pages 25 and 26 of
the manual that accompanies the software for a handout. These pages give a screen picture and a
short description of each section.

The package comes with a diskette and a student handbook. There are versions available for
Apple, Commodore, IBM, and Tandy comnuters. Rocky’s Boots retails for $49.95 and is
available from:

The Leamning Company
545 Middlefield Rd.
Suite 170

Menlo Park, CA 94025
(800) 852 - 2255

Gertrude's Puzzies
(Grades 1 - 6)

Gertrude's Puzzles is a problem-solving program that builds basic thinking skills. It1s an
exploratory game in which students solve puzzles. To play the game and solve the puzzjes,
players must understand and use the atributes of the playing pieces on the screen. They do this
by following rules of classification and ordering based on color and shape. As they move
through the various rooms, they can coritrol the environment by choosing whicn puzzle 0 solve
and the level of difficulty. You will need a color moniter to vse this piece of software.

When using this piece of software for demonstradon, it is helpful to have pages T7-T9 from
the documentation ready for handouts. These pages contain screen pictures of the eight rooms as
well as a short explanation of what can be done in each room.

Gertrude’s Puzzles comes with a diskette and student handbook. There are versions available

fer Apple, Commodore, and IBM computers. Gertrude’s Puzzles ro.ails at $44.95 and is available
from:

The Learning Company
545 Middlefield Rd.
Suite 170

Menlo Park, CA 025
(800) 852 - 2255

CI3 Notebook « 4.4.4 Handouts+  ge7




High Wire Logic
(Grades 5-9)

High Wire Logic is a game based on Boolean logic. There are two options in a game setting.
Some of the skills involved in this piece of software include. working with higher order rules,
identifying multiple solutions, scanning for clues and hints, making organized lists, and
examining assumptions. You will need a color monitor to use this piece of software.

The PRACTICE option introduces and allows students to practice six logic types: and, or,
and-or, and-and, or-or, and the exclusive or (xor). The PLAY option shows students two sets of
colored shapes; one set is up on a high wire, the other set falls to the net below. The shapes on
th= wire fit the rule. The shapes in the net do not fit the rule. Students are challenged to write as
many rules as they can that fit the shapes on the wire but not the shapes in the net. The more
difficult the logic type used, the higher the points awarded for each correct rule.

When using this piece of software for demonstration, it may be helpful to have pages 8
from the documentation ready to pass out to participants. These pages have screen pictures and a
short explanation of each rule.

High Wire Logic comes with two diskettes and a teaching guide. It is available for the Appic
computer and retails for $59.00. It is available from:

Sunburst Communications
Room D 7575

39 Washington Ave.
Pleasantville, NY 10570-9
(800) 431 - 1934

Teasers by Tobbs
(Grades 4-10)

Teasers by Tcbbs is a problem-solving program that provides drill and practice for addition
and multiplication facts. The game is in the shape of an addition or multiplication gnd. The gnd
presents a series of math problems, each with a missing number. Students decide which number
can't be, might be, or must be the correct solution. Students can play solo or in groups and a
score is kept. There are six levels, each one advancing in difficulty.

Teasers by Tobbs comes with two programs, z diskette, teaching guide and back-up diskette.
There are versions available for Apple, Atari, TRS-80, IBM, and Commodore computers.
Teasers by Tobbs retails for $59.00 and is available from:

Sunburst Communications
Room D 7575

39 Washington Ave.
Pleasantville, NY 10570-9
(800) 431 - 1934
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The Factory
(Grades 4-12)

The Factory is a problem-solving visualization game designed to teach several strategies.
working backwards, analyzing a process, determining a sequence, applying creativity, visual
reasoning, and rotation. There are three levels. The first level allows students to experiment with
three machines. The second level allows a student to make a product and challenge other students
to produce that product. At the third level the computer creates a product ard the student must
produce it.

The Factory comes with three programs, a diskette, teaching guide, and back-up diskette.
There are versions for Apple, Atari, Commodore, TRS-80, and IBM computers. There is a
network version available. The Factory retail; for $59.00 and is available from:

Sunburst Communications
Room D 7575

39 Washington Ave.
Pleasantville, NY 10570-9
(800) 431-1934

MECC Math Volume 1
(Grades 3-6)

This software package gives students experience in using basic lugic to master elementary
math concepts. There are thre: different games available. Students interpret clues as they try to
guess a secret number, track down a "hurkle" hiding on a coordinate grid, or confront a
factor-grabbing fiend.

MECC Math Vol. I comes with a diskette and a teacher's guide. It is available for the Apple
computer. MECC Math Vol. 1 is available from:

Minnesota Educational Computing Corporation
3490 Lexington Ave. North

St. Paul, MN 55126

(612) 481-3500

Note that many states, provinces and school districts have MECC site license contracts. The
license allows multiple copies of software to be made for classroom use.

~
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Your Name

Game of the Week

1. Ask your students to give you an example of a real life situation outside of school in which
they have had to use the types of math skills and content being taught in the math course they
are currently taking. Also, ask them to provide an example of ar: application of these math
skills from another class (not math class) sometime during the current school year.

OR:

2. Write down some examples of what you do in the classroom tha. facilitates transfer of
learning. (If you have never asked your students what could be done in class to helr
increase transfer of learning, you might try doing that and then discussing the results.)
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This is not intended as a handout. Rather, it is a brief discussion to give the inservice facilitator
some ideas on what ourcomes may be expected from the Game of the Week. There were two

Game of the Week OQutcomes

chc ces for this week's game.

1.

To a large extent, students gave responses bases on math skills learned prior to their current

Ask your students to give you an example of a real life situation outside of school in which
they have had to use the types of math skills and content being taught in the matl, cuures hey
are currently taking. Also, ask them to provide an example of an application of t:ese math

skills from another class (not math class) sometime during the current school year.

course. Typical answers from middle school students (grades 6-8):

- Do+, -,x,/ of whole numbers ,decimals, and fractions for:

- measuring/metal shop/building something
- finding area/scaling/drawing/architecture

High school students answered as follows:

shopping

counting items

keeping score

checkbook balancing
saving money

difierences in dates/time
home ec/cooking/calories
dividing people intG groups
bills

how many pages left to read
locker combinations
teaching

computer class/games

playing chess/cribbage/monopoly

L ] ] L] L] L] L] L L L] L] L]

computer circuits on a chip

finding discounts

centering a mirror/carpentry/architecture

probability questions
programming graphics on a computer

analyzing problems for solutions/what method to use

reading and interpreting tables
formulas and when to use them
doing two column and algebraic proofs
making graphs/scale drawings/maps
in science/forensics

planning a trip/distances
proportions

changing Fahrenheit to Celsius
cooking

paychecks

surveying

rate of change

areq, volume, work

games/sports

enough money/age/bank azco ats

telling time

checking lunch money
taxes

profit making

comparative shorping
science—timinyy/measuring
figuring out gredes
averages/sports/pcp. density
interest

estimating

mileage/distan:e
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2

Write down some examples of what you do in the classroom that facilitates wransfer of
learning.

recipe adjustment

kids compute owa percentage for quiz grades

give pra:tical, real life situation story problems and problem-solving problens.
simulaticns {e.g., cost of a home with interest held constant)

have students look for patterns, guess at answets, sketch

break down a difficult problem into a series of easier problems

- give questions resulting from the answer to the problem to make them think about .he problem

numerical guessing games

cut and paste/ making models with polygons

use materials from the real world (newspapers, checks, etc.)

do scientific experiments that relate to math formulas or concepts
applications in real life that involve students whenever possible

- assigr. problems where students must use prior knowledge and the current lesson in order to

complete the assignment

- average and sort data

LY
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4.4.5 Materials

These sample lesson plans are designed to be used with students at a variety of grade levels.
They represent of the types of activities that can be done with students after learning the material in
Session 4.

Inservice facilitators will want to use some of these maerials during the sess.on. If the session
is more than two hours in length, it is appropriate to have participants work through a number <f
these student activities.

Index to Materials Page

(LP) Off-line Problem-Solving Activity

(LP) MECC Math Vol. 4

(LP) The Factory

(LP) Problem-Solving Strategies: Diagonals

(LP) Teasers by Tobbs

(LP) Tic Tac Show 1

SO~ AN
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Description:

Topic: Problem solving—Hypothesis Posing
Grade level: 2-12
Time: 3-5 minutes
Grouping: Whole group
Materials: Letters that spell a word with each letter cut into puzzle pieces.
Objectives: 1. No single student can solve the problem from the start.

2. All smdengs participate.

3. Students develop group building skills of communication, cooperatiun, and trust.

Off-Line Problemn Solving Activity
(Jigsaw Puzzle) 0

Before you start:

Select a word suck as COMPUTER, or PROBLEM. Cut out the letters of the word selected in
large block fonnat, with individual letters beirg perhaps six inches high, and the "lines” making up
the letters being about an inch wide. Then cut each letter into several pieces using a jigsaw cut.
Now you have a jigsaw puzzle which assemtles into a collection of letters, and the '=tters can be
formed into the original word.

Lesson:

1. As students come into the classroom, hand each student one or two tieces, so that all
pieces of the puzzle get dictributed. Do NOT explain the problem to hem.

2. Make observations about what students are doing with pieces and state those out loud.
"Jane is holding up her piece.” . :k is turning huis around and flipping his piece.”

3. Encourage anyone who is trying to combine two pieces. Allow students to move to
combine pieces cr check a fit.

4. Once a couple of students begin to recognize that letters can be formed, encourage th. - rest
of the students to engage in forming letters.

5. At this point students may decide that the letters can be c~mbined w spell a word.
Typically, someone takes over icadership and arranges e letters. If noi, a question to ask
might be “"What can you do with tiese letters now?" The teacher can then write the letters
on the board for all in th- class to see.

6. Debrief the activity. Have students verbalize the steps in the prc blem-¢ dlviag process.
Reinforce the concept of problem posing. There were two problums: what the pieces we:e
for and what the letters combined to make. Reinforce group cooperation, com.munication,
and trust.

Lo
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Follow-up: (Other prob.  -solving activities)

1.

i
P

Ask students to arrange themselves alphabetcally without speaking.

. Students are blindfolded anc! then asked to arrange themselves by height withuut speaking.

Form a circle of four studcnts nolding hands. Bring all hands tc the center, let go of those
hands, and take hands from elsewhere in the circie (no two pe.-ple holding only each
other's hands). Now untie the knot to form a circle without letting go of hands. Scme
students may end up facing the outside of the circle. Now form a group of five or mcre
stud=nts and repeat the activity. Is it possible to untie a circle of six st..ents?

Any problem which meets the~= conditions:

a. No one person can completely solve the problem alon=.

b. Communication is required in some form for the problem to be solved.
c. Movement of materials or students.

d. Takes less than five minutes.
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MECC Math Vol. 4

Description: Materials:

Topic: Problem Solving Software: MECC Math Vol. 4

Grade Level: 11-College Equipment: Apple and monitor,
Time: Varies dara disk, Printer ( onticnal)

Grouping: Demonstration or Individuat Use
Objectives: Using the computer to solve
complex equations.

Before you start:
Select problems that would be very time consuming to solve manually.

Lesson: (Seguence of instructional activities)

*  Students then use the proper program to solve the problem.

* Problems thai encourage charniging the parameters or function values should be posed.
*  Use real world problems and have siudents find 1aethuds for solving these problems.
* Have them compare the efficiency of the various methods.

Follow-up:

* Have students find real world problems that would be very difficult to solve wathout the
help of these programs.

* What other areas of mathematics should use the computer as an aid to solve the problem?

* Where in the real world is the computer used to solve problems?

Comments:

Each of these programs has a very specific format. It will be necessary to spend some ame to

understand the proper inputs.

£
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The Factory

Description: Materials:

Topic: Thinking Backwards Software: The Factory by Sunburst
Grade Level: 3-12 Equipment: One or more computers
Time: One or more 15 min sessions Other materials: concrete aids
Grouping: Whole class or groups of 2 or 3 or problems

Objectives: 1. Thinking Backwards Strategy
2. Exercise Spatial Relations
3. Sequencing Steps Strategy

Before you start:

" 1. Do aproblemin class that is bes: done by thinking backwards. Here are two examples:

a. Seymour left 2 plate of brownies to be equally divided among Jim, Judi, and
Larry. Jim took his share to his room. Judi did not know Jim had any so she
took what she thought was her share. Larry came in and not knowing that Jim
and Judi had taken cookies, took his share. This left 8 cookies. (Answer not
given. This could be done with real brownies.)

b. Begin with a graph aad figure out the equation that the graph represents.

o

Do a problem that requires some spatial manipulating. Examples may be found in many
different puzzle books.

3. With a large screen monitor or projection system, and using The Factory, under Make a
Product, have the whole class determine how to make one easy product. This allows you
to work on vocabulary, discuss sequencing, and verbalize strategies.

4. This is a continuatien of 3. Have the students close their eyes. Describe three machines 1n
a particular order. Students are to visualize the product that the machines would produce

and then draw their predictions on paper. Then use The Factory 1> check their predictions.

Lesson: (Sequence of instructional activities)

1. Working in groups of two or three students, go to the machine and design an easy product.

2. After students have all designed an easy product, have students work in groups of two or
three to create a more difficult product.

3. Students design a factory on paper. Predict their product. Test out the factory design and
check how close they were to the prediction.

4. Students challenge others to design a factory that produces their product.

5. Students come up with other examples in everyday life that require the Thinking
Backwards strategy. PR
Follow-up:

o
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Follow-up:

1. Select provlems that would be very difficult to solve without lots of calculation or time, and
have students identify when Thinking Backwards is the appropriate strategy.

to

Do some imagery exercises with vaious problems in the future. Just have srudents close
their eyes and form the appropriate images for a certain setting and then begin the ! .on.

Comments:

Visualizations are helpful ir. Jeveloping concepts. They provide a deeper understanding of
mathematics. The ability to visualize and manipulate shapes can be developed through practice.

Research evidence suggests that students get better at spatial visualization through practice.
Also, spatial visualization skills arc useful in attacking a wide range of math problems. There are
innumerable activities that you can ask your students to do that will provide practice. For exan e,
ask your students to work from memory and:

¢ Draw a floor plan of where they live.

+ Draw a map of a route from where they live to the school.

* Draw a floor plan cf the school.

« Sketch a picture of a friend and give details of how the friend was dressed yesterday.

by
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Problein Solving Strategies: Diagonals

Description: Materials:
Topic: Problem Solving Strategies Software: MECC Problem Solving:
Grade Level: 5-9 Strategies: Diagonals
Time: Equipment: Apple computer, monitor
Grouping: Demonstration; divide the students Other materials: Dodecagons drawn

into groups of four. on handouts for student
Objectives: Leam three problem-solving strategies:

1. Trial and Error

2. Simplifying

3. Exhaustive Listing

o

Before you start:

This can be part of a problem solving unit or done as an individual lesson. You may review
basic geometric parts (e.g., sides, vertices, and diagonals) before the lesson or let the program do
it.

-Lesson: (Sequence of instructional activities)

Demonstration: Use the tutorial aspects of the program for a demonstration. Students work or,
the problem individually as the program asks questions. The sequence of steps is:

1. Have you used this program before? Answer No. Then do the tutorial on dodecagons.
2. Prog.am will go through the following strategies:

a. Trial ard Error Have the class guess the number cf diagonals.

h. Make an Exhaustive Lisring—Students work at their desks and try to list all the
diagonals. Do they get them all?, leave some out?

C. Simplifying the Problem—Students will make a table and Sind the number of
diagonals in a triangle, square, pentagon, hexagon, etc., trying to find a pattern.

Student Groups: Divide the class irto groups of three or four students.

1. Teacher wtroduces the problem and reviews the vocabulary (dodecagon, sides,vertices,
diagonals).

2. From the main menu of the program Diagonals choose the strategies you wish to
explore.

a. Trial and Error—Iave each grup guess the number of diagonals. Ask if they ..sed
any strategy- = the.. guessing. '

b. Exhaustive Search—Divide the groups so that there is a recordkeeper to keep track
of all of the, diagoaals.

c. Simplify the Problem—a recordkeeper is needed to make a table. Everyone in the
group attempts to find the formula for the pattern.

3. Ask the clast to decide when each strategy is most appropriate.
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Follow-up:

Have the class extend their answers to find the number of diagonals in 15 or 20-sided @
figures. Use these strategies with other kinds of problems.

Comments:

This program could be run by groups of students as a tutorial. This weli-directed program
does not need teacher supervision.

£
Y]
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Teasers by Tobbs

Description: Materials:

Topic: Problem Solving Software: Teasers by Tobbs
Grade Level: 3-9 Equipment. Apple Computer
Time: 5-7 min/l=-el Other materials: scratch paper

Grouping: 2 per computer
Objectives: Use problem-solving stra:egies such as:

1. Guess and Check

2. Inductive Reasoning
3. Thinking Backwards

Before you start:

Students should know their addition facts before using the addition portions and tneir
multiplicatior: facts before using the multiplication portions.

Teasers by Tobbs is sequenced to take the user from beginning drill through deductive
reasoning. The reir“yrcing drill allows students reinforcement of their arithmetic facts and time to

adjust to the format of the program and the computer. Tne later levels of difficulty present problems
in a "backwards" jresentation and lead into deductive activities.

Lesson: (Sequence of instructional activities)

1. Students should proceed through the different levels at their own nace.

2. The teacher can use *he program for demor.stration, reinforcement, and strategy
clarification at differe.at pc .is during the year.

3. Instead of asking for the answer, ask for the two numbers that form the swer where
Tobbs is sitting,

4. This can be used in an introductory Algebra course, as the higher levels ~ .roduce solving
equations and the concept of variables.

Foillow-ur

Have studeats design arithnetic grids similar to those iu the program to challenge others in the
class or other classes.

Comments:

Stress the analysis of the strategies used to solve t!.c problems. Get stude~s to verbalize the
strafegies ana -nderstand that multiple correct solutions exist 10 any given problem.

~

“t
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Tic Tac Show Lesson Plan

Description: Materials:

Topic: History, Science etc. Scftware: Tic Tac Show by Advanced
Grade Level: 4-5 . L juipment: One or more corputers
Time: 20 min + 20 min + 20 min Other materials: Student questions on
Grouping: 2 or 3 students working together paper

Objectives: Students design a quiz, take the
quiz, and revise the quiz

Before you stert:

» This can be one sroup or many different groups.

*  Students will design a quiz containing questions relative to a specific topic and supply all
the right answers to the questions. They must keep in mind that the questions will be given
to the whole class.

*  Select the topic or source of content to be quizzed.

 Students should have played Tic Tac Show.

Lesson: (Sequence of instructional activities)

1. Students write up 10 questions.

2. They write all the poisible correct answers to the 10 questions.

3. They enter the questions in the editor for Tic Tac Show and then save the file on disk.

4. They play the game and check their quiz with correet and incorrect answers, taking
notes on any possible changes.

5. Students then go back to the editor and revise their questions and answers.

6. The teacher now plays Tic Tac Show with the whole class as a review before a quiz.

Follow-up:

1. Quiz someone else's room with the meterial.
2. Have students from another room design a quiz for your room.
3. Have the students present the quiz at a PTA or PTO meetins,.

Comments:

The major purpose of this lesson is to have students analyze their wording and become
curnfortable vith revision. Some additional products include the realization that vften questions
have more than one acceptable right answer (e.g., What is 3+4? Some possible answers include.
Seven,7, VI, 2 + 5, 8 -1, a lucky number, and 4+3) , analysis of what content is important in a
section, and student cooperation.
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4.4.6 Readings

Note: The December 1988 issue of The Computing Teacher, whick is published by ICCE, is a
theme issue focusing on Thinking Skills and Problem Solving. Some of the arac'2s from this 1ssue
of The Computing Teacher might make suitable handouts for a workshop.

The book Computers and Problem Solving: A Workshop for Educators, by David Moursund,
(published by ICCE) contains a large number of activities that can be used in an inservice
workshop.

The Teacher's Role in Using the Computer
to Teach Thinking Skills

by
Robert M. v: 1 Deusen and Jean Donham

[From the December!January 1986-87 .ssue of The Computing Teacher. Reprinted with
permission.]

‘We teachers have complained about the quality of instructional software tor some time. But
our comg..int is becoming less valid as software developers have begun to ident:fy a curricular
niche for the computer: thinking skills. Attempts to teach thinking skills in the context of social
studies, science, or literature are sometimes unsuccessful because in the struggle between teaching
content and teaching process, content often wins. What is needed i~ a manageable environment .z
which the focus can be placed on process—the thinking skills.

How Do We Create Such an Environment V/ith 2 Comp .ter?

As educators, many of us have tended to assume that for students tc learn with a comp:.ter,
they must be seated at it, L.ands on. There are indeed situations in which that is appropriate.
However, if the teacher is to play an active role in focusing on skills and strategies, then the teacher
must be interacting with students and the corouter. To teach thinking skills, such teacher direction
is essential. A 25-inch monitor for the students, one computer, and a sinall monitor for the tezher
i5 an appropriate armangement. The teacher can then run the program and direct the instruction,
focusing on the targeted thinking skills, labeling those skills, and increasing the probabil.ty of
transfer.

Appropriate software can help the teacher create a manageable environr.ient *o focus on
thinking. The following criteria can assist in choosing this software:

* Does the software focus on significant thinking skills as its objective?

¢ Are there multiple levels of difficulty so that the teacher can ad:ust to students’ needs?
* Are there multiple solutions that vary in scphisdcation?

* Does the software have multiple problems so that it can be used repeatedly?

+ Is the software designed for a cooperative, non-competitive environment?

Most software designed to teach thinkin  kills does so within a specific situation that can be
effectively modeled with the computer. Fi, ... 1 lists examples of exemplary software with which
to teach thinking skills. Avoid the assumption that software teaches. Itis the teacher who teaches,
the software is only the medium.
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What Does the Teacher Need to Do?

As with any instructional material, the teacher must perscnally learn how to use the software
first. Learning the softwave is always composed of two parts. learning the mechanics of the levels,
choices, exit mechanists, and help systems which allow one to move between the vanous
components of the program; and understanding the learning objectives of the program. what 1s 1t
lesigned to teach? How car the teacher facilitate that learning? And what kind of questions should
the teacher ask which will cause students to actively develop the structures and insights this
program is designed to encourage? This second component—the teaching component——is otten
tewally neglected. Thus often r.ccurs when teachers assume that software teaches. Teachers teach,
and in crder to effectively do so, they need to know where they are going or they re liable to end up
somewhere else.

"Where teachers are going" is in search of thinking processes, not in search of right answers.
Consider, for example, Safari Search from Suaburst Communications. Safary Search was
designed to teack deductive logic, analysis, and hypothesis formation and « -ang. ASxSgnd s
presented, behind wh._ch hide one or two animals. Each cell of the grid will display, upon being
chosen, relevant information about the direction of or proximity 0 tle hidden animal(s). It1s, of
course, the process of determining the l~cation of the animals, the language ysed tc explicate that
process, and the thinking behind that language which the teacher wants students to experience.

If the teacher has worked through the program as a Jearner and then .cpped back to analyze the
process used, it is often clear that a model or manipularive would aid the student while using the
software Physical models or paper/pencil two-dimensional semi-concrete models can aid in the
development of the concept or strategies being learned.

For example, wher using The Learning Company's Moptown Parade at Level 6, it1s very
desirable to use physical manipulatives of tlie 16 possible Moppets (two heights, two weights, two
colors, and two kinds). In Level 6 students line up the Moppets, changing one, two, three, ur four
attributes between each of the five Moppets in the parade. Learners pencfit significantly by actually
moving the manipulatives and checking tc see if each differs by the specified number of attributes.
While <ome students will limit themselves to a "guess and zheck" strategy, others will progress to
analysis, generalization, elaboration and synthesis throug;, the use of manipulatives. Thus focus on
the process of learning through actively manipulating the environme.t and creating their own
kno “ledge allows studen:s to connect the artificially divided compartments of learmung 1nto a fabric

of related elements.
Ca ] r]
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While working through the learning objectives, the teacher may divide the students into
cooperative groups to gather and organize data, form and test hypotheses, make jeneralizations,
elaborate, find multiple solutions, or even write an algorithm for the general solution to the class of
problem. Cooperative groups allow students to develop their own theories on the problem and its

‘ possible solutions. In addition, students who are frustrated at a given stage in the problem-solving
process have the opportunity to retrace and clarify the process with peers. Cooperative groups also
limit the impact of those students who might divulge the essence of the solution before others have
had time to process.

Program Targeted skills
Ths Factory Spatial relationships problem
(Sunburst Ccmmu' ications) solving, multiple solutions
The Incredible Laboratory Hypothesis test'1g and
(Sunburst Communications) t rmation, or¢ .ization of data
Safan Search Deductive reasoning, analysis

(Sunburst Communications)

The King's Rule Inductive reasoning, numerical
(Sunburst Communications) patterns and relationships

Moptown Parade Sequencss, rroblem solving,
(The Leaming Company) deduction, _.ical attributes

Tei. rs by Tobbs Problem solving

Q (Sunburst Communications)

Gertrude's Secrets Spatial relationships. critical
(The Learning Company) attributes

High Wire Logic Deductive logic, Boolean
(Sunburst Communications) operations, critical atiributes

Word-a-Mation Word relationships, pre-analogy

(Sunburst Communications)

Puzzle Tanks Problem solving multiple
(Sunburst Communications) soiutions
Figure 1.

Software for Teaching Thinking Skills

The teacher’s role in questioning *hroughout the process is critical. Thinking out loud is an
important aspect of teaching thinkin, _sills. Teachers can demonstrate effective strategies fo:
problem solving by creating an environment in which all thinking is thinking aloud. Often a
three-step questioning approach is useful. What do you think? establishes the students’ positions.
Whether right or wrong, the follow-up needs to be asked: Why go you think it? This elicits the

¥
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rationale beh. 7 the students’ thinking. Follow-up questions which explore exceptions, special
cases, and app. 't contradictions will cause students to push their own thinking as far as 1t can go.
The third question, How did you figure it out? asks swdents to relate the steps or processes used 1n
arriving at the stated position.

The teacher must pursue all three steps. Whether the initial answer to the “What do you think?"
question is right or wrong is irrel*- “nt. The answers to the final two questions are much more
revealing than the answer to the i Juestion.

The teacher's role in the model shifts from evaluator to facilitator. A metaphor may help to
clarify the distinction. The leader of a mountain-climbing expedition has choices. She or he can
climb independently to the top and extol the beauty and virtues of the mountain, and then try to pui
everyone else up the mountain; or can work with the climbers every step of the way as a fellow
mountain climber, albeit one with more experience and knowledge. It is this latter technigue that the
computer allows, with teacher and students as allies. What do you think we ought to try first?

1y did you choose that? What will happen if we do this? How did you figure that out? What
else could we do? Do you agree or disagree with that? Why? How else couid we solve this? Is
one way better than the others? How do you know? When students make suggestions, the teacher
must resist being the evaluator—the answer-giver. Rather, the teacher should ask questions to
explore the thinking and then test the student's suggestion on the computer. The computer will
provide the feedback. Why do you suppose that didn't work? What could we do differently next
ume? Why do ; ou think that will make a difference® What's different about your two responses?
What's the same? Which difference is critical? How do you know? These questons help students
to monitor their own thiniking.

When the teacher assumes the role of guide rather than director, students experience attudinal
change—they are more willing to take risks, to try different approacles. Risk-taking is encouraged
when the teacher’s responses are characterized as accepting, building upon, integrating, and
extending student ideas. If nsk-taking is encouraged in the classroom, the process of learning wil
in fact produce learning.

How Does the Teacher Encourage the Transfer of Learning?

The computer can help creasz a manageable environment tor focusing on skills. But ai some
point those skills need to be applied in a new environment if they are indeed to be learned. Transfer
of learning from one situation to another is not automatic; it requires teacher direction. A cnucal
step in effective teaching is to apply the skills or strategies taught in the computer-assisted lesson to
other situations. For example, suppose the teacher has been using Sunburst's The :ncredible .
Laboratory to focus on hypothesis formation and testing, and those same strategies apply in science
units, McGraw Rill's Elementary Science Study (ESS) "Mystery Powders," for example. Itis the
teacher's role to make the connection, to say, "Remember when we. . . ."

The computer has been derided by many as a passing fad, as a resurrection of waching
machines, as a toy, and as replacement for fiash cards and workbooks. But the surge 1n
development of software for t2aching thinking skills suggests we may now have a way to teach
skills we had not been able to teach effectively before computers.

Barry Beyer from Geo:ge Mason University has related research on how we leamn skills to the
teaching of thinking skills specifically. Several of his findings are relevant to the teacher role
discussed here. Beyer's research suggests that any skill 1s best leamed when learners:

1. Are consciously aware of what they are deing and how they do it. The

teacher-directed learning and questioning strategies recommended here help create that
consciousness for learners.

2. Are not distracted by competing input. The microcosm created by the software
eliminates distraction and focuses on specific skills and strategies.

3. See the skill moaeled. The teacher, taking a collaborative position, can model the
skill(s) relevant to the specific software.

4. Verbalize heir processes as they engage in the skill. The How do you know?
and Why do you think that? kinds of questions encourage this.

A\
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5. Receive opportunities to practice the skill in contexts other than that in
which the skill was introduced. The teacher'’s efforts to facilitate transfer—by
relating skills learned to content area activitizs—is critical for transfer of learning to occur.

Teaching thinking skills must be deliberate; we cannot expect such learning to occur by
seating students at computers to independently experience even the best software. The teacher's
role is the critical factor for capitalizing on the instructional potential of microcomputers.
Remember: Teachers teach.

[Robert M. van Deusen, Geant Wood Area Education Agency, 4401 6th St. S.W., Cedar
Rapids, IA 52404; 2nd Jean Donham, lowa City Community Schools, 509 S. Dubuque St., lowa
City, IA 52240.]
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4.5
MATH SESSION 5: DATABASES

4.5.1 Narrative Qverview

Cc aputers are changing the basic nature of information storage and retrieval. Two major
categories of computerized information storage and retrieva' _ystems have been developed. The
first is cz'led a bibliographic information retrieval system. It is designed for the storage and
retrieval “articles and books, or references to articles and books. Many educators are familiar
with the . iucational Resources Information Center (ERIC) system. It contains hundreds of
thousands of references to educational materials. Maierial in the ERIC system is indexed under
key word descriptors. Users of the system can retrieve both detailed citation information and
abstracts of the articles in the system. Some bibliographic systems contain the entire articles and
books that people want to access. Decreasing costs of computer storag: are making such systems
more common. .

There are now hundreds of commercially available bibliographic reuicval systems. Generally
they are accessed via telecoramunications systems and are moderately expensive to use. Use of
such systems is common at the graduate student and researcher level. In the past couple of years,
use has begun to occus at the secondary schoo} leve] The CD-ROM laser disc eventually will
become common in schools and people’s homes. Thus, ir is appropriate for all students to learn to
use bibliographic retrieval systems.

The second major category of computerized information retrieval system is isually called a
database. A database typicall, is a collection of factual information organized into records .1
fields. An example is providzed by a teacher’s gradebook. There is one record for each student.
Each re~ord is divided into a nmber of fields, such as score on first homework assignment, score
on first quiz, score on second hcmework assignment, etc. An airline reservation system is a
database with information about -.ach flight, the seats available, which seats have been sold, etc.

Database systems are botn easy to use and easy t0 learn how to use. Even at the grade school
level students can lcam to use such systems and quite a bit of instructional material has been
developed. By the upper elementary grades students can learn to create their own databases, enter
them into @ microcomputer system, and use them to solve problems. .A number of school distncts
have begun to integrate such computer use into their elementary or middle school curriculum.

The topic of database is not central to the current mathematics education curriculum. We
devote one full session to the topic for two reasons. First, databases are a very important aspect ot
the computer field and of computer applications to eduvation. Thus, we introduce the topic as part
of general computer literacy for educators.

Second, databases are applicable aross the curiculum as an aid to solving a wide variety of
problems. A database is used to store, organize, and retrieve information. A number of interestng
mathematical problems have come out of addressing issuss of sturage, organization, and retrieval
of information. 1he topic of sorting algorithms provides a good example. The mathematics
underlying sorting is both fun and challenging.

In this session we use the AppleWorks database program. One of the main goals of this
session is to introduce participants to a database. Just like with spreadsheets, many of the
participants will not have encountered computerized databases before. A secondary gcal is to heip
participants learn about an "integratcd"” package—AppleWorks is an integrated software package
that allows data to be moved easil' among its various applications.

As computer literate educator. , the participants shovld know about databases and some of
their uses. Calling up certain data, ordering data, and searching for data are just some of the things
a database can do. (Nore: A calculator caa be considered as a storage and reti.cval device. A
catl)culator with trigonometric and other functions is a substitute for bulky and hard 0 use math
tables.) .
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Some questions concernirng databases are: Will I be able to make use of a database 1n the
mathematics curriculum? Will it make teaching a particular topic any easier/harder if I use one?
Wil 't make the topic any clearer to students? Can I use it for personal use in terms of grading,
keeping records, or any other teacher activities? How can I integrate databases with what I'm
teachin ,?

There are no easy ar.swers to those questions. But a good starting point is to think about the
fact that the field of ma:hematics makes progress through building on the previous work of or-=rs.
Some of the mathematics we have students learn in school was developed more than 2000 years
ago. But building on the previous work of others suggests information retrieval. “Instead of
reinventing the wheel, I'll do some library research on how t was previously done.”

To wha extent do we teach students to look up math materials and ideas in a library? How
does the math you teach help students learn to nake use o the mathematical progress that has
occurred over the past 200 years? What do students need to carry in their heads, and what do
they need to learn how to look up in a book?
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4.5.2 Script

-

This script contains ¢ “ough material for substantially more than a two-hour inservice. Thus,
the facilitator will need to select a subset of it :o present in the time available. (Most facilitators will
also incorporate a number of their own ideas and materials.) An example timeline for a two-hour
session is given in the next section. It represents what was actually done by the NSF facilitators in
one particular two-hour session.

Theme

Objectives

Materials

Refreshments

Assumptions

Pre-Class

Activity
Build a database
(15-20 Minutes)

Organizing and retrieving data using a database

1. Introduce the structure and format of a database
2. Explore databases in an instructional format
3. Build a database from "raw" data

Software Handouts

AppleWorks (LP) Buildin - a Data Table

Apple Presents AppleWorks (PA) AW Database Intrcduction

Mind Puzzles from MECC (PA) Intro to AW Database 2

Files: Organic Pies (AW) (PA)Introto AWD. ~ise3
Software 86 (AW)

Note that data for these two files is included in the Section 5.2.4
Handouts for the inservice Session 5. You will need to create the
two AppleWorks database files and enter the data into them.

Scissors, masking tape
Butcher paper for making a data table
Construction paper and marking pens

It is assumed that participants know the basics of how to load
AppleWorks and obtain a file from disk. Hand out the Performance
Aids and get participants to follow them in exploring the files aspects of
AppleWorks. If some students have used AppleWorks quite a bit
more than others, pair up experienced with inexperienced users.

Hand out a copy of Mind Puzzles for each computer.

Purpose: Participants will create a simple database by recording

data in free form, then transfer it into a table. The database to be
constructed will consist of restaurants and their characteristics. That is,
each record will consist of the name of a restaurant and its
characteristics. Participants will use discove:y techniques to build a
suitable organization for the file and what fields each record might
contain.

L Y
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Scissors
Masking tape

Debrief

Activity
Queen Bee of Menta
15-20 Minutes

Debrief

Pemonstration
5 Minutes

Discussion
5 Minutes

» Use masking tape to put a very large piec~ of butcher paper on the
wall in the front of the room.

» Distribute full (or half) she~*: of construction paper and marking

pens to pairs of participane..

« Have each pair decide on a favorite restaurant and brainstorm a

number of the important characteristics of the res’ wurant.

* Begin building the table by asking participants to cut out the name
of their restaurants and taping them along the left side of the butcher
paper display.

¢ Continue building the database by having participants decide on

labels for some of the important characteristic of their restaurants,
and putting them along the ton of the butcher paper display.

Review the process of transforming unstructured data intn ordered
data. Speculate on what hypotheses might be formed and investigated
using this data. A very key idea in designing a database is to determine
what problems are to be solved, what que.itons are to be answered, by
use of the database.

Instructions on Handout or Cverhead:

* Load Queen Bee of Menta

» Follow instructions .

 Play the simplest challenge in Queen Bee of Menta. Note that this
same piece of software was used in the sessiocn on Problem
Solving. Her the focus is on gathering, recording, and organizing
information as an aid to problem solving. A database is merely a
collection of data. A major theme in mathematics is gathering data,
determining a pattern in the data, and using knowledge of the
underlying pattern to solve a category of problems.

As they use Queen Bee of Menta, reinforce the importance of following
instructions in the tutorial. Once everyone has begun to organize the
data in a table, pull everyone's attention from the computer to 2 group
discussion. Have them explain what has occurred and how they feel.
Statements elicited could include: need to organize information, make a
taole, too much information to keep in one's head. Then turn the focus
from the software to the purpose of this session. Participants can
check out Queen Bee of Menta and take it back to their school to
continue the challenge.

Use a large screen display to demonstrate looking at the records in a
computer database and selecting records that have certain specified
characteristics. The file used caa ve one that participants will use later
in the session or another one of your choice.

Debrief the activity. What was the computer useful for? What other .
data might be added to database file to make it more useful? What are

some questicns that seem related to the database but that cannot be
answered using the database?

Break for Refreshments

PRy
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Collect Logs

Activity
50-40 Minutes

Debrief

Activity

Closure

Participants load up 4pple Presents AppleWorks and work through
the tutorial. Then continue by working witl, the file Organic Pies.

During or after the activity, ask the same types of questions mentioned
earlier. What types of impruvements could be . e to this database
file? Some participants may be writing their guesses and computer
responses on paper. How could this "< usex in problera solving? Can
it change or present new opportunites for son:e of the things we teach
in mathematics?

Note also that you may want to spen« time debriefing the Apple
Presents AppleWorks tutorial. What are the good and bad features of
these computer-assisted instruction materials? :

Participants load the file Software 86 and answer questions by
making appropriate use of this database. (Editor’s Note: In a two hour
inservice session, there won't be time to work in depth with two
different databases. The facilitator will need to decide which of the
available databases the participants should explore.)

Depending on time, discuss where and how to use databases. In what
sense are the database ideas presented and explored dering this
inservice session appropriate materials to include in a secondar; school
mathematics course?

Handout and discuss the Game of the Week for next week.

[ ’
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4.5.3 Timeline

Q This sample timeline for a two-hour inservice is vased on the materials in 4.5.2. Have Apple
Presents ArpleWorks, AppleWorks, and the AW Sample Files disks avaitable. This particular
Umeline uses the Organic Pies file from the AW Sample Files disk.

0:00-0:05 The participants are organized into pairs and given the favorite restaurant
activity oraily as they arrive. .
0:05-0:15 Use the butcher paper and facilitate participants in developing a restaurant

database. During this process, discuss ideas about creation of a c'atabase and
what types of problems might be solved using the restzurant datavase.

0:15-0:20 Fnish debriefing the initial -tivity; then give a very brief lccture on Gatbases
and their roles ir problem solving.

0:20-0:35 Participants work with the Queen Bee of Menta problem solving software,
with major emphasis being placed o designing appropriate forms for
recording data. The idea is that one records data (that is, creates a uesign for a
database and enters data into the database) to help solve a specified category
of problems.

0:35-0:40 Debrief the activity by having participants share some of the different data
recording formats that they developed. Emphasize that there can be many
different databases designed as an aid to solving a specified category of
problems or answering a specified category of questions. Two features of a
well desig:ied database are that it can be relatively easily used to address
related but unanticipated questions, and that it can be extended (ex ;.anded) to
include related data that may be needed to answer additional questions
sumewhat related to the original type of questions the database was designed
iv help answer.

0:40-0:50 Give a whole class demonstration ¢ { using a database to answer a variety of

%ucsn'ons or solve a variety of problems. (Make usc of AppleWorks and the
rganic Pies file.)

0:50-1-00 Debrief Game of the Week; let participants volunteer ‘nformauon from
themselves and their students.

1:00-1:10 Break. Collect logs and Game of the Week.

1:10-1-40 Have participants use Apple Presents AppleWorks and then go into using the
Organic Pies file with AppleWorks to answer some of the que.tions about
organic pies.

1:40-1:50 Debrief. Was it easy to use? What are some possible ecucational uses of
databases?

Explain the Game of the Week that is to be done during the coming week.

. CB Noiebook * 4.5.3 Timeline « Page 1

oy

oy



1:50-2:00

Get several volunteers 13 agree to take home copies of the geometry-oriented
software (and its documentation) that will be demonstrated in workstations
next session. Their duty is to work with the software enough so that they can
load and set up the software, do a demonstration run of it, and help answer
questions.

The project evaluatc. will pass out surveys and give instructions. Participants
may leave as they finish filling out the evaluation instruments. (Editor's Note:
The NSF project staff included an evaluator. A formal formative evaluation
of the mathematics sessions was done at the end of the fifth session.
Participants were asked to provide quite a bit of information on their opinions
about the inservice sessions up to this point.)

.
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4.5.4 Handouts

These hand. s are needed by participants during Session 5. The facilitator may find it useful
to make some of these into overhead projector foils for use during the inservice.

Participants making use of the Handouts ir this section will need access to two AppleWcrks
databa.z files. We have called one of them Organic Pies and the other Software 86. A listing
far each of the files is provid:d in this secdon. You (the facilitator of the workshop) wi'! need to
enter the files into AppleWorks in an arpropriate manner to fit the detailed Performance Aids given
in *his section. Put them on a disk titled AW Sample Files.

Index to Handouts Page

(PA) AppleWerks Database Introduction Z
(PA) Introduction to AppleWorks Database 2 3
AppleWorks File Organic fies . 5
(PA) Introduction to AppleWorks Database 3 6
Software 86 AppleWorks File ' 8

(PA) Cutting and Pasting Files 10
Game of the Week 11
Game of the Week Outconies 12

.
R
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AppleWorks Database Introduction

Part 1:

The software that you are about to use is an example of Tuiorial Mode computer-assisted
instruction. As you use it, think both about what you are learning and also about the learning
experience. Is this a good way to learn about AppleWor*:s? How does it compare to the way
AppleWorks and its spreadsheet were introduced to you during the Session 3. Spreadsheets part of
this sequence of inservice sessions?

Most likely you will want to go through this tutorial with peacil and paper readily available.
Make notes on "facts” that seem worth while remembering, but which are not apt to stick in your
mind from a single brief computer tutorial presentation. Be aware that the notes you are taking are a
type of database.

1. Getan Apple Presents AppleWorks disk and load it into the computer with side 1 facing
up.

2. Alogo will appear on the screen and then be replaced by a menu. Introduction is
highlighted on the screen. Press Return.

3. A box will appear on the screen. Every time you are dore reading, just press the Return key
to go on.

4. Go through the Intreduction and press Return to go on to the Overview. When Snished,
go on to Gateway. Once you are finished with Gateway, press the Open-Apple and
Escape keys simultanecusly.

Pause here. Let your inservice facilitator know tk 1t you have reached this point.
Then continue.

Part 2:

1. The menu shou.? be on your screen with Introduction highlighted. Type in the number
4. The Database should now be highlighted. Press Return.

2. A new menu should be on the screen with Getting Started with the Database
nighlighted. Press Return.

3. A box will appear on the screen again. Each time you are done reading, press the Retusrn key.
G» through the section on Getting Started. When you are funis; :d, press Return and go
through the section on Arranging, Moving, and Updating.

4. When finished with that section, press the Open-Apple and Escape keys at the same tme
twice.

5. The original menu should now be on your screen. Type in the number 5 and press
Return. Remove the disk and put it in its sleeve.

6. Now you will work with AppleWorks and a file. Go to the handout Intr yduction to
AppleWorks Database 2. :
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Introduction to AppleWorks .Database 2

Get the AppleWorks and AW Sample Files disks. Insert side 1 of
the AppleWorks disk into drive 1 and put the AW Sample Files disk
into drive 2. Close the disk drive doors.

Follow the directions on the screen. (If there are none, oress the Open-Apple, Control,
and Reset keys at the same time).

The AppleWorks logo should appear on the screen with a blinking cursor.

Take the disk out of disk drive 1, turn it over and insert it again into drive 1. Close the disx
drive door and press Return.

Type in today's date and pruss Return.

The main menu should be on the screen with the Add files line high-lighted. Press
Return. .

A second menn called Add Files will appear on the screen. The firs. line should be
highlighted and say: The current disk: Drive 2. If it does, press Return. If not, use the
down aitow key to highlight #2 and then press Return.

A third menu will appear with the file Organic Pies highlighted. Press Return.

The file Organic Pies will appear on the screen.

Please answer the following questions:

L.

Use the down arrow key until you reach the bottom of :  .lc. What is the name of the last
yie on the list?

Arrange the list in order from largest to smallest for total units sold. What were the top three
selling pies?

Now list them from largest to smallest for total sales. Are the top three pies the same?
Which pie(s) woald you re ~ommend {f any) that Organic Pies quit making? Why?

Arrar.ge the pies in chronological order. Which pie has been made for the longest time? The
shortest ime?

Delete any pie that has not had a total sales of over $1(OQQ How many pies are left?
0
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12.

Arrange the pies in order f~sm smallest to largest for total sales Using the zoom function,
find out the total profit of the pie at the top of the list.

Coconut Custard is my favorite pie. Zoom in and find out how much prfit each pie makes.
This is the last question for this file!

Press the Escape key to get to the main menu. Since you no longer need to work with this
file, type in the number 4 and press Return.
The Remove files menu will appear on the screen. Press Return.

The Organic Pies menu will appear. You do not want to save the changes made, so type in
the number 3 aua press Return.

Answer yes to the question "Do you really want to do this?" at the bottom of the screen by
using the right arrow key and Return key.
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AppleWorks File Organic Pies

No.e: This is a AacWrite copy of an AppleWorks file for use with the Introduction to AppleWorks
Database 2 worksheet.

Column 1 2 3 4 5 6 7 8 9

Apple Light 4000 2000 Jul 4 B84 16,000 4000 4.00 3.00 1.00
Carob Crunch 3600 900 May 5 84 14000 5004 389 250 139
Coconut Custard 2800 700 May 5 84 12,000 2884 428 325 103
Crispy Cotton 20 20 Aug 14 84 80 40 400 200 200
Granola Pudding 200 50 May 5 84 800 400 400 200 200
Kumquat 60 150 May 5 84 3600 600 600 500 1.00
Pisco 5 3 Jul 4 84 20 1500 4.00 1.00 3.00
Pure Peach 800 400 Jul 4 84 3200 1200 400 250 150
Ragamuffin 500 250 Jul 4 84 2,000 750 4.00 250 150
Rhubarb 400 2 Ju 4 8 1,600 800 4.00 200 200
Squash Blossom 400 200 Jul 4 84 1,600 400 400 3.00 1.00
Strawberry Strip 460 200 Aug 14 84 1,600 4508 3.48 2.50 98
Vegetable 285 100 Jul 4 84 1,200 48735 421 250 171
Very Berry 6000 1500 May 5 84 24,000 6000 400 3.00 1.00
Yogurt Yummy 1250 300 Jul 4 ¥4 3,675 1175 294 200 94
Zucchini 200 50 May 4 84 800 500 400 150 250

zzzzzzzzrzzz. 1006 1000 May 14 88 25000 4000 400 3.00 1.00

When you make up these files, you need the following inforn ation to type into the record.

1. Pie Name

2. Units Sold

3, Units/Month

4, Date Introduced
5. Total Sales

6. Total Profit

7. Price/Unit

8. Cost/Unit

9. Profit/Unit

cr
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Introduction to AppleWorks f)atabase 3

1. Remove the AppleWorks disk from disk drive 1. Putin the Apple Presents AppleWork,s
side 2 disk into drive 1. Close the disk door and press the Control, Open-Apple and
Reset keys simultaneously.

2. A menu will appear on the screen with the Word Processor highlighted. Type in the
* number 3 and press Return.

3. Another menu will appear with Cutting and Pasting ..ighlighted. Press Return.

4. Go through all three sections and take notes when necessary as you will be sending some
information to a friend using the word procc “sor and database.

When you have finished, take out the Apple Presents AppleWorks disk and insert side 1 of the
AppleWorks disk. Load up AppleWorks and get the Software 86 file from the AW Sample
Files disk on the screen. .

1. One of the nice features of a database is that you can select certain information from a large
file.

2. Your friend wrote you a letter and wants to know all the software that you have available for
math. The only list you have for your district is the one on this file. Rather than print out the
entire list and send it to her, you've decided to send her a list with just the math software.

3. Look through the file and see if you notice a way to categcrize the math software. Write down

any ideas here. g

4. Now let the computer dn some of the work. You can select criteria that AppleWorks uses to
select records. Press “he Open Apple and R keys simultaneously. That's for record
selection rules.

5. You now have a list of the categories for the records. Pick a category that you think will be
able to cut down on the list of scftware and press Return.

6. Now alist of comparisons appears on the screen. Pick one of the comparicons and press
Return. For example, say you picked Program Name as a category. Now you might pick

contains and then type in the word math. This would tell the computer to 100k at all the
names of the software in the file and if it contained the word math in it, you wanted it.

7. You can have up to three selcction criteria. You can decide what categories and comparisons to
r.ise. When you finish, you will have a list on the screer that fulfills your set of criteria.

8. Now you want to save w’s file (if it is not the file you want, start over until you have the file
you want). Press the Escape key to get you back to the main menu.

9. Type in the number 3 and press Return. Software 86 is listed as changed. Press Return.
Save the file... is highlighted. T.css Return.

. Let the old ... is highlighted. You do not want it to replace the original file, s0 type in the
number 2 and then press Return.

e
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11.

13.

14.

15.

16.

17.
18.

19.

20.

Use the right arrow key to go to the right of Software 86 and delete the name by using the

delete key. Now typ~ in a new name that you would like to save this inforniation under and
press Return.

You now have a file of math software under a new name. Once you have saved the file, the
main menu appears on the screen. In order to print out your list, type in the number 2 and
press Return to get back to your file.

Now your file should be on the screen. Since several of you are connected to the same printer,
make sure you print or & at a time. Pres. the Open Apple and P keys at the same ame in
order to print.

Now that you have a hard copy of your file, press the Escape key to 80 back to the main
menu. You want to check youor list against the original Li_t, so type in the number 4 to

remove your file. A screen telling you that you have saved your file will appear. Press
Return.

Now the main menv is again on the screen with Add files... highlighted. Press Return
and load Software 86 again.

Jus* for your own information, check to see how well your criteria was in terms of getting all
the math software. List problems, thoughts and observations here.

Now to practice cutting and pasting! Press the Escape key to get back to the main menu.

Press Return (Add files... should be highlighted). This ime, you want to make a new file
trom the word processor, so type in the number 3 and press Return.

From scratch should be highlighted so press Return. Type in a name for this file (A letter
will do if you're stuck for a name).

Now you Jave a typewriter in front of you, so type a letter to your triend and add your list of
software from the database. When you are {inished, print the letter out. (There is a "help”
page following this one on cutting and pasting.)
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Software 86 AppleWorks File

Note: This is a MacWrite file copy of an AppleWorks file for use with the Introduction to
AppleWorks Database 3 worksheet.

Acquisitich Num Program Name Publisher Subject Topic

20000 IBM REPORTING A IBM - -

C20001 PERSONAL EDITOR IBM - -

C20002 IBM DOS 2.10 MicroSoft Corp. - Disk Operating
C20003 IBM DOS 3.10 MicroSoft Corp. - Disk Operating
C20004 IBM FILING ASSI {BM G File Utility
C20005 IBM FILING ASSI IBM - -

C20006 APPLE SUPER CO- Alpine Computin - Pilot

C20007 iBM DOS VERSION MicroSoft Corp. - Disk Opurating
C20008 APPLE SUPER PIL Apple Computer (63 Autnoring Langu
20009 MICRO GARDENER Educational Act AG Growing Plants
C200113 dBASE lI Ashton-Tate cs Database
C20011 APPLE LOGO Logu Computers s Programming Log
c20012 GUIDE TO OPERAT IBM CS Intro. tc IBM
C20013 BASIC 2.0 MicroSoft Corp. CS Bas'«: Programmi
C20014 BASIC 3.0 IBM cs Basic Programmi
C20015 Speech Regonit Keytronics - Speech Recognit
C30000 Treasure Hunter Grolier History -

C30001 Secrets of Scie Grolier Science -

C30002 Play Writer Adv Woodbury English Writing

C30003 Calculated Risk Woodbury Science/m Archaeology
C30004 Play Writer Ta Woodbury English Writing

C30005 The Story of M! Groliar English Vocabulary
C30006 Surrounding Pat Strawberrv Hill Math Visual Patterns
C30007- Peters Growing Strawberry Hill Math Graphic & Number
C30008 What's Next Strawberry Hill miath Analyzing Patte
C30009 Miss Mouse Grolier Reading  Rhyming
C30010 Rhyme Land Grolier Reading  Cqncept of Rhym
C30011 Rhyme-A-Line Grolier Reading Rhyme Vocabular
Cc30012 Mcun Bingo Grolier -Aeacing Vocabulany Buil
C30013 Rhymo's Falling Grolier Reading  Vocabulary Buil
C30014 Arith-Magic QED Arithm Area and Prime
C30015 Arith-Magic aeD Arithm Area and Prime
C30016 The Semantic Ca Sunburst Math Problem Solving
C30017 Tobbs Leamns A1 Sunburst Math Puzzles, Proble
C30018 Tha Factory Sunburst Math Strategies in P
C30019 The King’s Rule Sunburst Math Math and Disccv
C30020 Gecimetric Supro Sunburst Geometrty Quadrilaterals
C30021 The Geomatric Sunburst Geometry Trianglas
C30022 Teasers by Tobb Sunburst Math Puzzles, Proble
C30023 Targets (Teache Sunburst Math Numbers
C30024 The Increcible Sunburst Mcth Problem Solving
C30025 Master Match Advanced Ideas Learn Skill Memory and Reas.
C30026 Tic Tac Show Advanced Ideas Leamn Skill Testing Knowled

{‘.‘r

N LW §
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£30027 The Game Show Advanced Ideas Leam Skill Vocabulary, thi
C30028 Dinosatrs Advanced |deas Leam Skill Matching
C30029 Wizard of Words Advanced Ideas Llangua,. 2+  Reading, speili
‘ C30030 Lucky's Magic H Advanced ideas Leam Skill Reading and Mem
C30031 Typing Tutor Acadery Software Typing Touch typing
C30032 Typing Tutor Academy Software Typing Touch typing
C30033 Typing Tutor Acadsmy Software Typing Touch typing
C30034 Typing Tutor Academy Suftware Typing Tor 1 typing
C30035 Dccimal Serigs Quality Educati Math C. as
C30036 Proportions ¢ d Quality .ducati Maitn Proportions and
C30037 Machines, Work Educational Act Science -
C30038 Heat and Light Educational Act Science
C30039 The Structure o Educational Act Science -
C30040 Electricity and Educatinnal Act Science -
C30041 Whole Numbers Educational Act Math Add, Sub, Mult
C30042 Tables 1-12 Ro Educational Act Math Rounding Off Nu
(30043 Fractions: Addi Educational Act Math Addition and Su
C30044 Decimals: Add Educational Act Math Decimais
C30045 Graphs and Mean E:ducational Act Math Jraphs, Mean
C30046 Ccnverting Frac tiducational Act Math Fractionsand P -
C30047 Measuring with tducationai Act Matn erimeter, Circ
C30048 Basic Writing S Educational Act Englich Writing
C30049 Basic Writing S Educational Act English Writing
C30050 Magic Slate {Te Sunburst Wrd Proc 80 Clmn Ve
C30051 Magic Slate (Te Sunburst Wrd Proc 20/40 Clmn Ve
C31052 Diascriptive Re Educational Act Reading  Diagonistic Test
C30953 Diascriptive Re Educational Act Reading Vocabulary
e C30054 Diaseriotive Re Educational Act Reading  Reading Sequenc
C30055 Diascriptive Re Educational Act Reading  Main Idect.
C30056 Diascriptive e Educational Act Reading  Fact/(~iri~n
C30057 Diascriptive Ra Educational Act Reading Deta.
C30058 Diascriptive R« Educational Act Ft ;ading Inference
C30059 Leaming with F Siemra Math Counting
C30060 Wizmath Sierra Math -
C30061 Wiztype Siemra Typing Typing Skills
C30062 Horneword Writer Sierra English Writing Spelling

The records that you wil! need in order to create the above file in AppleWorks iucludes.

Acquisition Number

Program Name .
Publisher

Subject

Topic

Machine

Copyright Date

Grade

Price

Rackup Info

poeh  pad ek
P SveNaU AWM

# Labels
-~

~
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10.

11.

12.

Cutting and Pasting Files

In the Wurd Processor, type your letter vntil you get to the place where you want to insert the '
data information.

Press the Open Apple and Q keys at the same time.

A list of files should appear on the screen. Use the up or down arrow key to hignlight the
Database file you want and press Return.

Your database file should now be on the screen. Press the Open Apple and P keys at the
seme time. AppleWorks wiil give you some options. You want #1 - Get a report format.
It should be highiighted, sc press Return.

A list of options will appear and you want #1 - CATE Sftwr by Sbjct, which 0uld be
highlighted. Press Return. |
|

A screen full of options will appear. All you are interested in at this point is to print this file, so
press the Open Apple and P keys at the same time.

You want this file printed to the clipboard, so type in the number 4 and press Return.

Since there is a date on your letter, you do not need one here, so press Return. A message

telling you that the report is on the clipboard will appear. To continue working with the

Database file, you would press the Space F ar. However, you want to get back to the letter, so

press the Open Apple and Q keys at the same time.

Use the up or down arrow keys to highlight your letter and press Return. O

Now you should be back in your letter. Place the cursor where you want the database to be
copied by using the Return key or Space bar.

Press the Open Apple and C keys to copy the information. Use the right arrow key to
highlight from the clipboard and press Return.

Your file should now be in your letter. Use the down arrow key to get to the end of the data
and finish your letter. Yc-1 may print the letter out if you wish.

)

$4 s
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Game of the Week

Many students think of mathematics as "A bunch of formulas to memorize and to use to solve
problems.” To a certzin eatent this is correct. Mathematicians have developed a very large number
of formulas that can be used to solve quite a range of problems. But, which of these should
students memorize, and what are alternatives to memorizing formulas?

One answer lies in learning to make use of books of formulas. For example, instead of
memorizing a formula for the volume of a sphere, one learns the generai concept that solids have
volume, and that formulas exist for the volume of commonly occurring and “"regular” solids.
Rather than memorizing a large number of formulas, one learns to look up the needed formulas.

P:ck one or two classes and make a list of the formulas you teach for that class (or for you
non-math teachers, formulas that you know). Now :nok for common characteristics, descriptors,
or some other way of associating fields of information that .. uld be useful to you or your students
in dealing with a database containing these formulas. A few possible fields might be: should it be
memorized (yes, no), week number taught, course it is taught in, number of variables, area
formulas, interest formulas, differentiation formuias, often used in physics courses (yes, no), and
so on. The idea is to begin to think about the development of classifi ~ation schemes that are
appropriate to you and your students.
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Game of the Week Qutcomes

Note: This is not intended as a handout. Rather, it is a brief discussion to give the inservice ‘
facilitator some ideas on what outcomes may be expected from the Game of the Week.

They did not seem to be able or willing to develop a classification scheme that would be useful to
themselves or their students. A few participants tried to form some sort of grid so that formulas that
are taught in more than one class could be shown.

The essential formulas listed were:
Formulas with two variables

* Area and perimeter formulas
° Percent formulas

* Distance and work formulas
» Velocity formula

« Difference in time zones

* Temperature change formula

Formulas with more than two variables
* Volume formulas
* Interest formulas
» Analysis and trig formulas
» Proportion formulas
* Line formulas
* Surface area formulas
* Right triangle and other geometry formulas &

Many of the participants simply listed formulas for various mathematica: ideas and left it at that.

 Quadratic formula

In the debriefing of this game it was evident that many of the participants had not given much
thought to information retrieval aspects of mathematics. Few participants were able to categorize
formulas in a manner useful either to themselves or to their students. The gare and discussion did

give several participants a chance to see the different formulas they teach and where they coincide
for certain classes.
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4.5.5 Materials

’ These sample lesson pians are designed to be used with students at a variety of grade levels.
They represent the types of activities that can be done with students after learning the material in
Session 5.

Inservice facilitators may want to use some of tiese materials during the session. If the session
is more than two hours in length, it is appropriate to have participants work through a number of
these studeat activities.

Included in this section is a more detailed performance aid that facilitators may wish to use if
there is more time available. It is on creating forms and reports from an AppleWorks database.

Index to Materials Page

Database Record Selections 2

(PA) Database: Creating AW Forms and Reports 4

(LP) Building a Data Table S

(LP) Tombstone City 9
L0
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Database Record Selection
(or How Do I Get the Records I Want?) ‘

Databases are convenient ways of storing information. The power of them is not just in storing
the data, but in the ways the data can be manipulated. This reference will examine four Open
Apple commands for manipulating data. None of the following commands delete or lose any of
the information in the database. They only rearrange or choose specific records for examination or
printing.

Arrange (Open Apple A)-Sorts information in four possible ways:

1. Alphabetically, beginning with A. This is represented on the menu by "from A to Z."

2. Alphabetically backwards, beginning with Z. This is represented on the menu by "from Z
to A."

3. Numerically, from smallest to largest. This is represented on by menu by "from 00 9."

4. Numerically from largest to smallest. This is represented on the menu by "from 9 t~ 0."

After placing the cursor on the column to be sorted, enter Open
Apple A. Select the desired option and press Return.

Find (Open Apple I)-Finds the desired pattern of characters (numbers, letters, and special
characters) wherever they appear in the database. This does #ot depend on the column the
cursor ic in when the Open Apple F command is entered. The whole database is
searched and the entire record containing the desired pattern is returned. You can think of
this as being somewhat Ii'-e the Search command in a typical word processor.

Select (Open Apple R)-Allows for the selection of records based upon searching specific .
fields using a wide variety of comparison options in combination wath Boolean operators
such as and and or. For example, suppose that one had a file containing used autos, the
year built, and the number of miles on their odometer. With this database it would be
possible to find all the Toyotas built after 1977 that have greater than 100,000 miles.

Enter Open Apple R and the category names of the database are presented. Choose the
name of the category to be examined. Press Return and a long list of options appears.
Select the desired option and press Return. If this is the only selectio:. criteria then press
esc (escape). Otherwise, choose the next selection criteria. Press Return after each
selection. When all criteria have been entered, press esc. To retrieve the entire original
database press Open Apple R and select yes.

The above commands can be used from REVIEW/ADD/CHANGE in either the multiple-record
or single-record formats. It is common to use these ccmmands in the multiple-record layout
because the results appear on the screen together, rather than one at a time as in ihe single-record
format.

The fourth command discussed in this handout is called Calculate and allows you to specify certain
types of calculations to be performed on the numerical data in a database. To use the command,
enter Open Apple P. This enters the Report Format routine ¢ the database. Select number 2 -
Create a new "tables” format, press Return, enter a name for the report, and press Return. After
you have created a report format it will automatically be saved when the database is saved.

In the Report Format routine you will be able to use both Arrange and Select from above, as well as
Calculate dzscribed below. 0

(2
v f
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Calculate (Open Apple K)-Calculate allows a new category to be created, which contains
information from other categories. Simple arithmetic perations are performed on a category
(or combinations of categories) in the database and the results entered into the new category.

Place the cursor one column to the right of the category where you wish the calculated results
to appear. Enter Open Appic K. A new column filled with 9's automatically appears.
Enter a name for this category and press Return. Enter the formula or calculation to be
executed. Operations are performed from left to right. Parentheses are nor accepted. Press
Return and answer the questions on the bottom of the screen. Finally the database will
reappear, but with the 9's still present. Enter Open Apple P and select number 3 - The
Screen. The calcuiated category(ies) will appear.

There can be up to three calculated categories. The calculations in creating a calculated
category may make use of any noncalculated categories, and they may also make use of
calculated categories. However, the calculations in creating a calculated category may only
use other calculated categories that are to its left.

The fundamental underlying ideas of a spreadsheet and a database are rather closely related.
Generally speaking, a spreadsheet is designed to contain a preponderance of numbers and formulzs
that manipulate the numbers. That is, a spreadsheet is designed to be quite powerful at calculations.
A typical spreadsheet may have no or relatively poor searching and sorting capabilities, the featares
that a database system is designed to handle well. On the other hand, a typical database system may
have relatively poor computational capabilities. The Calculate feat-res described above fall into the
"relatively poor" category.

0Q
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Databases: Creating AW Forms and Reports

Note. This long handout contains considerable detailed information about databases in AppleWorks. ‘

Creating a Form

1.

Once you have decided on the field names for your database, you are ready to create an input
form. Obtain a data disk and a copy of the AppleWorks program. (If the disk upon which you
wish to store the data is not yet formatted, you can format it within AppleWorks by choosing
the Disk Formatter function from the Ouier Activities menu.) Start the AppleWorks
program and move to the Main Menu. Select item 1 (Add Files to the Desktop).

From the Add Files menu, select item 4 (database). From the database menu, select 1
(From Scratch). Type in the name of your database at the prompt on the bottom line of the
screen.

Now yon see the (Change Name/Category) screen, which you will use to create and edit
forms. It has two parts: a space for typing in field names {called Category Names in
AppleWorks) and a space conining a summary of commands (Options:) for creating forms.
Note that in the Category Name space, there is already a field name (Category 1). Erase
this by moving the cursor to the end of Category 1 with the right-arrow key, then press

the Delete key until the entry is erased. Note: In the upper right corner of the display, there
is a note that if you press the Escape key, you can restore the entry you are deleting or
changing.

4. Type in the field names one at a time, pressing Return after each entry. Note that the contents
of the Options space change when you first press Return. When you have typed in the last
field name and have pressed Return, press the Escape key.

Typing in Records

5. You now see the Review/Add/Change screen. Read the note in the center of the screen,
which reminds you that this is a new database. Press the Spacebar.

6. Now you can fill in the form on the Insert New Records screen. Type in the entry after

each field name and press Return. Mote that when you type in the last entry and press
Return, you will automatically move to the next empty record.

Viewing Individual Records and the Whole Database

7.

When you finish typing in the last record, press the Open Apple Z key. This will give you a
"zoomed-out" view of the entire database (or at least the first part of each record). Experiment
with moving the cursor to different parts of the database and zooming in and out with Open
Apple Z. In Sample Screens #1 and #2 (see the last pages of this guide), you see an example
of "zoomed-in" and "zoomed-out" views. Note that all seven fields can be seen in the
"zoomed-in" view, but the last two fields are not in view in the "zcomed-out” view. When you
are finished, wress the Escape key.

Now you have returned to the Main Menu screen. You co '!d stop working with the database

now if you wished; the database you have just created will remain on the Desktop while you

werk on anuther one or create another document with the word processor or the spreadsheet.

We will continue with it, however. Note (in the upper-right comer of ihe screen) that if you

press Escape, you will return to the database you created. Press Escape and return to the @
database.

On

)
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4.5.5 Materials

These sample lesson plans are designed to be used with students at a variety of grade levels.
They repsresent the types of activities that can be done with students after learning the material in
Session 5.

Inservice facilitators may want to use some of these materials during the session. If the session
is more than two hours in length, it is appropriate to have participants work through a number of
these student activities.

Included in this section is a more detailed performance aid that facilitators may wish to use if
there is more time available. Itis on creating forms and reports from an ApnleWorks database.

Index to Materials Page
Database Record Selections 2
(PA) Database: Creating AW Forms and Reports 4
(LP} Building a Data Table 8
(LP) Tombstone City 9

T
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Datbase Record Selection
(or How Do I Get the Records I Want?) ‘

Databases are cornvenient ways of storing information. The power of them is not just in storing
the data, but in the ways the data can be manipulated. This reference will examine four Open
Apple commanc's for manipulating data. None of the following commands delete or los2 any of
the information in the dztabase. They only rearrange or choose specific records for examination or
printing.

Arrange (Open Appte A)-Sorts information in four possible ways:

1. Alphabetically, beginning with A. This is represented on the menu by "from A to Z."

2. Alphabetically backwards, beginning with Z. This is represented on the menu by "from Z
to A"

3. Numerically, from smallest to largest. This is represented on by menu by "from 0to 9."

4. Numerically from largzst to smallest. This is represented on the menu by "from 9 t0 0."

After placirg the cursor on the column 1o be sorted, enter Open
Apple A. Select the desired opiion and press Return.

Find (Open Apple F)-Finds the desire pattern of characters (numbers, letters, and special
characters) wherever they appear in the database. This does nor depend on the column the
curser is in when the Open Apple F command is entered. The whole database is
searched and the entire record containing the desired pattern is returned. You can think of
this as being somzwhat like the Search command in a typical word processor.

Select (Open Apple R)-Allows for the selection of records based upon searching specific '
fields using a wide variety of comparison options in combination with Boolean operators
such as and and or. For example, suppose that one had a file containing used autos, the
year built, and the number of miles on their odometer. With this database it would be
possible to find all the Toyotas built after 1977 that have greater than 100,000 miles.

Enter Open Apple R and the category names of the database are presented. Choose the
name of the category to be examined. Press Return and a long list of options appears.
Select the desired option and press Return. If this is the only selection criteria then press
esc (escape). Otherwise, choose the next selection criteria. Press Return afwer each
selection. When all criteria have been entered, press esc. To retrieve the entire original
database ~ress Open Apple R and select yes.

The above commands can be used from REVIEW/ADD/CHANGE in either the multiple-record
or single-record formats. It is common to use these commands in the multiple-record layout

because the results appear on the screen together, rather than one at a time as in the single-record
format.

The fourth command discussed in this handout is called Calculate and allows you to specify certain
types of calculations to be performed on the numerical data in a database. To use the command,
enter Openi Apple P. This enters the Renort Format routine of the database. Select number 2 -
Create a new "tables" format, press Return, enter a name for the report, and press Return. After
you have created a rzport format it will automatically be saved when the database is saved.

In the Report Format routine you will be able to use both Arrange and Select from above, as well as
Calculate described below. ’

.l (‘:1
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Calculate (Open Apple K)-Calculate allows a new category to be created, which contains
information from other categories. Simple arithmetic operations are performed on a category
(or combinations of cawgories) in the database and the results entered into the new category.

' Place the cursor one column to the right of the category where you wish the calculated r sults
to appear. Enter Open Apple K. A new column filled with 9's automatically appears.
Enter a nam." for this category and press Return. Enter the formula or calculation to be
executed. Operations are perforried from left to right. Parentheses ave not accepted. Press
Return and answer the questions on the bottom of the screen. Finally the database will
reappear, but with the 9's still present. Enter Open Apple P and select number 3 - The
Screen. The calculated category(ies) will appear.

There can be ap to three calculated categories. The calculations in creating a calculated
category may make use of any noncalculated categories, and they may also make use of
calculated categories. However, the calculations in creating a calculated category may only
use other calculated categories that are to its left.

The fundamental underlying ideas of a spreaasheet and a database arc rather closely related.
Generally speaking, a spread.heet is designed to contain a preponderance of numbers and formulas
that manipulate the numbers. That is, a spreadsheet is designed te be quite powerful at calculations.
A typical spreadsheet may have no or relatively poor searching and sorting capabilities, the features
that a database system is designed to handle well. On the other hand, a typical database system may
have relatively poor computational capabilities. The Calculate features described above fall into 1he
“relatively poor" category.

-
i. -
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Databases: Creating AW Forms and Reports

Mote. Thus loug, handout contains cunsiderable detailed information about databases in AppleWorks. O
Creating a Form

1.  QOuce you have decided on the field names fcr your database, you are ready to create an inpus
form. QObtain a data disk and a copy of the AppleWorks program. (If the disk upon which you
wish to store the data is not yet formutted, you can format it within AppleWorks by choosing
the Disk Formatter function from the Other Activities menu.) Start the AppleWorks
program and move to the Main Menu. Select item 1 (Add Files to the Desktop).

2. From the Add Files menu, select item 4 (database). From the database menu, select 1
(From Scratch). Type in the name of yo... database at the prompt on the bottom line of the
screen.

3.  Now you see the (Change Name/Category) screen, which you will use to create and edit
forms. It has two parts: a space for typing in field names (called Category Names in
AppleWorks) and a space containing a summary of commands (Options:) for creating forms.
Note that in the Category Name space, there is already a field name (Category 1). Erase
this by mowving the cursor to the end of Ctegory 1 with the right-arrow key, then press
the Delete key until the entry is erased. Note: In the upper right comer of the display, there
is a notw that if you press the Escape key, you can restore the entry you are deleting or
changing.

4. Type in the field names one at a time, pressing Return after each entry. Note that the contents
of the Ontions space change when you first press Return. When you have typed in the last
field name and have pressed Return, press the Escupe key. ,

Typing in Records

5. You now see the Review/Add/Change screen. Read the note in the center of we screen,
which reminds you that this is a new databzse. Press the Spacebar.

6. Now you can fill in the form on the Insert New Records screen. Type in the en*y after
each field name and press Return. Note that when you type in the last entry and press
Return, you will automatically move to the next empty record.

Viewing Individual Records and the Whole Database

7. When you finish typing in the last record, press the Open Apple Z key. This will give you a
“zoomed-out" view of the entire database (or at least the first part . each record). Experiment
with moving the cursor to different parts of the Jatabase and zooraing in and out with Open
Apple Z. In Sample Screens #1 and #2 (se= the last pages of this guide), you see an example
of "zoomed-in" and "zoomed-cui" views. Note that all seven fields can be seen in the
“zoomed-in" view, but the last two fields are not in view in the "zoomed-out" view. When you
are finished, press the Escape key.

8. Now you have returned to the Main Menu screen. You could stop working with the database
now if you wished, the database you have just created will remain on the Desktop while you
work on another one or create another document with the word processor or the spreadsheet.
We will continue with it, however. Not (in the upper-right corner of the screen) that if you

press Escape, you will return to the database you created. Press Escape and return to the ’
database.

’

o
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Adding Records

Note. Inidal the back of the paper forms which you have entered and pass them to the training group

10.

on your right. Accept the paper forms from the iraining group on your left. Use these forms
to add records to your database.

Move the cursor to the end of the last record in your database and press Return. You will see
amessage in the center of the screen ~minding you that you can add records to the database by
selecting Yes as your response to the prompt o. thie bottom line.

Follow the sequence of steps 6-8 urtil you have added all the records you want.

Note: QObtain other paper forms and pass yours 0. until you have 5-6 records in your database.

Now take some time to consider what kinds ¢ questions you might ask about this
information. Can it be grouped or sorted in w.eful ways?

Generating "Table" Reports

11.

12.

13.

14,

15.

Press Open Apple P. This will take you to the Report Menu, which you will use to create
report formats. A format is a way of laying out the information so that the printed report will
be useful. There are severzl options on the screen:

1. Get areport format: This is not highlighted, since you haven't created any formats yet.

2. Create a new "tables" format: Ycu will use this in a moment to create a report in
tabular form,; that is, a report in which the information is laid out in rows and columns.

3. Create a new "labels" format: You will use this later to create a report in which the
information can be laid out in blocks. For example, you would use this function to prepare
roailing labels.

4. Duplicate an existing format: There are times when it is useful to create a report that
is a variation on a forme: that aiready exists. You can save a lot of work and avoid making
ermrs by duplicating an existing format and changing it to meet your needs.

5. Erase a format: Use this function to eliminate report formats which vou no longer need.

Select Item 2 (Create a new "tables” format) and press Return. Tvpe in a namc for the
report at the prorapt on the bottom line.

Now you see the Report Format screen, which you will use to create a tabular report format
for your database. Note the large block of "reminders" in t.se center of the screen. At the
bottom, you can see the field names and the first three records of your database. If there are
seven or more fields in your database, you will see only the first two letters of the seventh
field, and any other fields will be "off-screen" to the rignt. See Sample Screen #3.

Use the right-arrow key to move the cursor to the rightmost column of your report. (If you
had some columns off-screen, this will bring them into view.) Note that to the right of the last
column there is ax indication (under the vertically-printed letters Leti) of how many columns
wide the report would be if you were to print it out right now. Most printers can only print 80
columns unless special preparations are made. Press; Open Apple P.

Now you see the Print The Report screen, which you will use to select the device on which
the report is to be printed. AppleWorks may be set up to send reports to many different kinds
of printers. Many printers require special setups; if you are using AppleWorks on a system
whose printer does not appear on the Print The Report scree::, you may have to go to the
Other Activities screen to select the Printer Information function to add your z.incer to
the choices on this screen. If you must do that, all will be well, because your database and the
formar that you are preparing now will remain on the Desktop. For now, though, select The
Screen as the place to print the report and press Return. Type today's date (if you wish) at
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the prompt at the bottom of the screen and press Return. This will print the revort onto the
computer screen in vxactly the same way that it would appear on a printer. This function is
usciul for checking what a report will ook like without actually taking the time to physicatly
print it out. See Sample Screen #4. Note tha. you may have some columns in which there is
insufficient room to display the information, while there is too much room in others. Press the
Spacebar.

16.  You can change the width of any column by moving the cursor (by means of the right arrow
and left arrow keys) to the column you wish to change. If you wish to widen the column,
hold down the Open Apple key and press the right arrow key until the column is wide
enough. You can narrow the column by pressing the Open Apple left arrow key
combination. Try printing the changed report to the screen by following the directions in step
15.

17.  You can also eliminate a whole column if you wish by moving the cursor to that column and
pressing Open Apple D. If you wish to restore a column which you have deleted to its
former position, move the cursor to the column which had formerly followed the delcted
column, then press Open Apple I. You will then see the Insert a Category screen, which
lists all the categories which have been deleted. Select the one you wish to restore by
highlighting it and pressing Return. It will reappear in its former position.

You can use a similar method to move a coiuran to a new location ir. the report. Just delete it
with Gpen Apple D, move the cursor .0 the new location, then restore the column with
Open Apple 1L

Another way of moving columns is by switching adjacent columns with Opzn Apple > and
Open Apnle <.

18. Experiment with other functio-  Jse Open Apple A to sort on particular columns. If you
have numbers in any columns, right-justify them with Open Apple J. (Don't be disturbed
when AppleWorks replaces all your numbers with 9999999.99; that's just the program's
way of telling you that something special is being done with the numbers.) Arrange for the
report to add up any numeric columns by using Open Apple T. Sample Screen #5 shows a
format for a report listing debtors in decreasing order of indebtedness, with the amount owed
by all totaled. Sample Screen #6 shows whatthe  -~rt looks like - hen it's printed on the
screen.

When you have finished experimenting with tahular reports, press Escape.

Generating "Label" Reports

19.  You should now see the (Repert Menu) screen. “elect Item 3 (Create a new "labels"
furmat). Type in the name of the label-style report you intend to create and press Return.

20. This version of the (Report Format) screen lets you create. block-oriented reports like mailing
labels. You can move the field names to different places on the screen by placing the cursor on
the first lettel)' of the field name, holding down the Open Apple key and using the arrow keys
(any of them).

You can delete categories or blank lines with Open Apple D. You can insert blank lines and
previously deleted fields with Open Apple 1.

If you want to pririt mailing labess, you can put the city, state, and zip code neatly on the same
line by using Open Apple J, which will left-justify ti-e information so that it will print just
one space to the right of the data which precedes it in the line.
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You can arrange for both the field name and its data to be printed on the report by using Open
Apple V. This can be useful if the information ic not self-evident.

Sarnple Screen %7 shows what the fields look like before they are formatted. Sample Screen
#8 shows a finished format. Sample Screen #9 shows a "zoomed-in" view of one record (a
handy way of getting an idea of what one "block" of the finished repo:t will look like).

Experiment v/ith some of the other functions in this formatter. You can view your options by
pressing Opzn Apple 2.

Print the report by pressing Open Apple P and selecting The Screen Jrom the (Print the
Report) screen. Sample Screen #10 shows what the first three records in the sample file look
like when they are printed on the screen.

{
'

o
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Building a Data Table
(A Database Pre-Computer Activity)

Description: Materials:

Topic: Explores the transition from data Other materials: butcher paper,
organization, fields and records into 5x8 cards, masking tape, felt tp pens
table format Software: None—needed

Gra'e Level: 3-12

Time: 20-25 min.

Grouping: Whole Class & Groups of 4

Objectives:
1. Students will create a record
2. Students will identify the fields in the records
3. Students will create a table using the records

Before you start:

°  Gather felt pens and 5x8 cards

» Tape the butcher paper to the wall

* Select the category for record generation—animals, sports, book titles, rock stars, food (fo
this write-up, animals will be used)

+  For greater variety in record generation, assign a letter of the alphabet to each group.

* For example, a group with the letter P might create a record for python, platypus, or
polar bear. Another possibility might be type of animal: mammal, reptile, fish, etc.

o Organize the class into groups of 3 or 4.

Lesson: (Sequence of instructional activities)

* Each grouo brainstorms all the information on an animal of their choice. They record the
information in any fashion on a piece of paper. A quick check around the rocm determines
if there has been any duplication. (5 min.)

+ Whole group discussion-the important characteristics of the animals e.g., habitat, number of
legs, marnmal, domestic, etc.

* The icacher demonstrates how data on an animal can be recorded on a card.

¢ Record the field names the students determine on the chalkboard. Have the students suggest
21 organization for the 5x8 cards.

+ Hand out the 5x8 cards and the felt tip pens. Students organize each record on the card.
Now, all the cards together become a file of records

Follow-up:
* Students create files for their own personal STUFF.

* The next time a report is assigned the students, use the new organization device for
recording and gathering information.

=
~2
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Tombstone City

Thanks to Jim Rae
Description: kZateriyls:
Topic: Gathering information, posing hypou.ses Softwarc: a databa : manager
Grade Level: 5-9 Equipment: one compater
Time: 4-5 days, 15-20 min./day Other materials: one cemetery
Grouping: 3-4 students per group
Objectives:

1. Students will gather informaticn from a cemetery
2. The information wili be organized and stored in a database
3. The data will be analyzed and hypotheses pcsed

Before you start:

°  Select a cemetery that your students can easily visit

*  Assign student groups

¢« Determine with students which data should be recorded from the tombstones. Items could
include: birth data, date of death, number of years lived, first name, last name, sex, inscription,
picture, shape of si« ite... .

*  Create a data gathering sheet with the field names that correspond to the database headers.

Lesson: (Sequence of instructional activities)

Each student group gathers information for at least five headstones.

Students type in the data into a database.

All the data is complied into one file.

Analyze the daia nd ask questions: Did many people die in a particular year? Did the average
number of years lived vary according to sex? Was it more custcmary to have crosses on
tombstones before a particular date?

If any patterns or ideas emerge, follow them up by gathering more data: checking encyclopedias,
old newspapers, a different cemetery.

Follow-up:

Create a story about one of the tomtstones. Explain why the person with that tombstone died
during that year, at that age, etc.

What are some events that would affect the kind of data gathered from tombstones: changes in
the economy, world wars, influenza epidemic, etc.

Have students predict how tombstones will read in 100 years.
Comments:

This may not be a desirable subject for some students, but it can offer a wealth of material
about the community in which students are growing up.

{
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4.6
SESSION 6: GEOMETRY AND
VISUALIZATION

4.6.1 Narrative Overview

Teaching three-dimensional geomerry using two-dimensional media is a very common
occurrence. And most math teachers have difficulty in doing good three-dimensional drawings on
the chalk boaxd or overhead nrojector foi. It's no wonder students have & hard time trying to
understand what a section of a cene looks Ii' -, or even what a rectangular prism is!

Although computer screens are still a“ -o-Gimensional form, their ability to display
three-dimensional figures should "ielf students visualize cbjects in three-dimensional space. With
proper software, these two-dimensionai representations of three-dimensional figures can be rotated,
viewed from different perspectives, shaded to help suggest their three-dimensional nature, etc. Such
use of computer graphics has become common in science research labs.

Studies have showr: that witl practice, one's ability to visualize becomes better. We are now
able to allow students to create and marnipulate two-and three-dimensional objects using the comp..ter
and specific software. The programs we use for this session exemplify such software.

One question that arises with the availability of such software is: Should teachers change their
method of geoinetry instruction? Many will say no due to our set curriculum—a certain amount of
material must be taught in a given time frame, and discovery and inquiry methods are more
time-consuming methods of instruction.

We disagree. The ideas given in this session aze & “vay for students to discover geometric
theorems and definitions by themselves, making the meanings much more real to them. We believe
th at students will retain what they iearn through this method and will apply the same type of
questioning skills in other areas.

A focus of this session is using a computer to do 2 lot of the "hands- on" construction.
Because of the speed of the computer, students can construct figures and make observations without
the time-consuming process of actually drawing with a pencil and compass. This allows students to
make conjectures and see if they can prove or disprove those conjectures.

One software program,Super Faciory, looks at a cube from one viewpoint and rotates it to see
all faces. It is a game (with various levels of difficulty) in which the computer generates a cube with
different "pictures” on the sides. The student mnst then figure out how to recreate the cube by
rotating and turning a second cube and putting the various pictures on that cube. This requires
visualizing the entire cube and what you must do in order to recreate it.

The " cometric Supposer series allows students to do a variety of constructions on triangles,
quadrilaterals, and circles. Students can use the software to do constructions and come up with their
own definitions for altitude, median, etc. Once these definitions are in place, students can work with
them to "discover” theorems and try to prove and/or disprove them. One student from a high school
in Boston, MA, actually discovered a new thecrem! He found a new way to construct five triangles
of equal area in a given triangle using the Geometric Supposer-Iriangles. It may not be possible to
teach an entire geometry course with computers, but integrating them into the curriculum will help to
bring understanding and discovery into the course.

Geometry by Broderbund is a Macintosh-based piece of software that uses the graphics in a
hypertext-type of presentation of geometry materials. It allows the user to move parts, find
examples, do problems and proofs, and page back and forth. It follows a standard geometry
curriculum and does not have the same discovery approach as the Supposer series. It provides a nice
way for students to review or catch up on work missed when the teacher does not have time for
individualized instruction. The graphics capabilities Lelp to introduce three-dimensional objects
much better than a standard textbook.

';ﬂq
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There are new and exciting pieces of software coming out for geometry. Anything that works
with practicing visualization will help to improve students’ abilities. It is not an easy task for many
students, so the more they practice, the better they will become!

Most secondary schools in the United States follow the “traditional” mathematics curriculum of
a vear of algebra followed by a year of geometry and then a second year of algebra. Schools in most
other parts of the world integrate these three courses, and there is soine movement ioward this idea in
the United States.

The traditional geometry course in the United States has heavy focus on plane Euclidian
geometry and on formal (two column) proofs. There are many good alternatives to such a course.
One alternative is to place increased emphasis on those aspects of geometry where computers are
particularly useful. The use of Logo in schools provides an example of what can be done. Or, one
might teach some graphics-oriented programming using other languages, such as BASIC or Pascal.
Such revisions to the classical geometry course are exciting.

But the use of computer programming in geometry courses poses a major problem. Most
secondary school mathematics weachers have relatively little knowledge of computer programming.
They do not have adequate preparation to deal with computer graphics in a computer programming
environment.

An alternative approach, which has a greater chance of adoption, is to make very powerful
graphics application packages available to both teachers and their students in geometry cl:sses and in
all other secondary school mathematics classes. Software of this type can be explored in an inservice
session.
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4.6.2 Script

Theme

Objectives

Materials

Refreshments

Pre-Class

Introduction

Pentominoes
5-10 Minutes

Debrief
5 Minutes

Visualization skills and use of computer graphics in mathematics.

1. Experience activities which enhance three-dimensional visualization
skills.

2. Explore geometry and pose problems using computer-assisted
constructions.

3. Cover the rules of logic using educational computer games.

Software Handouts

The Factory The Factory (LP)

Super Factory Colors of a cube

Gertrude's Puzzles Gertrude is a Pretty (LP)

High Wire Logic Pentominoes (Facilitator must
Geometric PreSupposer provide; paper ones are OK)
Geometric Supposers Triangles Geomerric Activities (WS)
Geometric Supposers Quads Gertrude's Puzzles (PA)

Geometric Supposers Circles Supposers (PA's)

Load a puzzle from Gertrude's Puzzles into each computer. As
participants arrive, get them started on this software. (Note: This same
software was used in the Problem Solving Session. Here the emphasis is
on spatial visualization which is a very important aspect in solving many
types of problems.)

Purpose: Explore use of math manipulatives in geometry.

Hand out the pentominoes without saying what they are.

What do all of these pieces have in common? Obrzrve as participants play
with these mathematical manipulatives. Listen to what participants say to
themselves and to each other. Encourage them to verbalize what they are
conjecturing and learning. (If activity lags, you might suggest that they
try to arrange their pentominoes into a rectangular shape. You might ask
if it is possible to arrange them into a square, using all of the pieces.)

What roles do such math manipulatives play in geometry instruction? Are
they mainly suitable for use in the elementary school grades, or are they
also useful at the secondary school level? Are there some other math
manipulatives that the participants commonly use in teaching geometry or
other secondary school math topics?

L1l
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Activity
5 Minutes

Discussion
5 Minutes

Activity
15 Minutes

Debrief

Demonstration
10 Minutes
The Factory

Alternative

Break;
Collect L.ogs

Activity
Super Factory
The Factory
15 Minutes

Ask participants to draw a three by three square grid of dots on a piece of

paper. Then ask them if it is possible to draw a connected line path

consisting of no more than four straight line segments in a manner that

passes through each dot at least once. ‘

Debrief the activity. The answer is YES, but for many this is a difficult
exercise. The difficulty lies in setting a mental boundary on the problem
To solve the problem, one must allow the line segments to go outside the
boundary of the large square that the dots define. We want students to
solve problems and often they will put extra conditions on the problems.
How can we break down some of these barriers, boundaries?

Purpose: Experience logic games in pictorial format. Instructions on
overhead or board or handout:

* Press the space bar and Gertrude flies away.

* Solve the puzzle

 Press the space bar and do the same puzzle again.

* What is the optimum strategy for solving this puzzle?

* If ime pennits, try another room.

What grade level are these activities appropriate for?

Where does this fit into geometry?

What might we mean by the concept of mental images providing physical ’
boundaries for abstract ideas?

Purpose: Practice whole group visualization activity. Use a large
screen monitor or computer projection system. Make a product explaining
the three types of machines.

Point out the Test the Machines option on the menu.

(Note: The Factory was used during the Problem Solving Stssion earlier
in this inservice series. Itis an excellent piece of software for helping
students practice a number of important ideas in problem solving. But it
is also an important piece of ;o tware for giving students practice in
spatial visualization.)

Demonstrate The Super Factory.

Purpose: Participants practice visualization skills using either
SuperFactory or The Factory. Participants work in pairs to solve the
problems.

W12 O
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Discussion
5 Minutes

Activity

45 Minutes
Geometric
Geometric
Activities (WS)

Debrief
10 Minutes

SToTemEmTm oo T T A T A R AT e TR e A P AR T

Debrief the activity. What was the computer useful for? Where does this
skill fit in the cusriculum? Where is this skill useful? Mention Pat
McClurg's dissertation and Billy Yate's dissertation. Both of these
research projects suggested that use of The Factory is helpful in

dev eloping the spatial visualization skills of students. Was the activity
interesting?

Purpose: Participants will explore geometric relationships.
Load the Suppesers and hand out the Geometric Activities (WS). Put the
performance aids on the appropriate computers. Let them explore.

How does this type of tool affect the Geometry curriculum? Can also
discuss possible project ideas.

Debrief last week's Game of the Week
Introduce this week's Game of the Week

T3
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4.6.3 Timeline

This sample timeline for a two-hour inservice is based on the materials in Section 4.6.2. Have
a large-screen monitor available for this session, one or more Macintosh computers for use with
Geometry from Broderbund, and paper circles already cut out for the first activity or scissors
available so that people can cut out their circles as soon as they arrive.

0:00-0:10 Pentominoes exercise. Have a set of pentominoes (cut from stiff paper is OK)
to give to each participant as they arrive. Do not give them any directions. Or,
give bare minimum directicas such as "Why don't you play with these fro 2
while while we wait for the rest of the pcople to get here."

0:10-0:15 Debrief this exercise. Emphasize the value of having aids to spatial
visualization and manipulation.
0:15-0:25 Have Gertrude's Puzzles loaded onto the coraputers before paricipants arrive.

As soon at the previous activity is completed, get participants working on this
piece of software. Emphasize that they pay special attention to how a
compuier with its flat screen display can be used to display three dimensional
objects.

0:25-0:30 Debrief. How "good" are the computer graphics in this piece «.£ software?
What would make them better? Are they good enough so they do not distract
from working with the problems in this program?

0:30-0:40 Demonstratior Class activity using Super Factory. Have the entire class
I work on a chalicnge p-oblem after a bri~f explanation.
0:40-0:45 Debrief. What was the computer useful for? How does this type of software

affect the geometry curriculum? Does it? Shonld it?

0:45-0:55 Debrief last week's Game of the Wezk. Briefly describe the software stations
that will be aveilable for participants to work at after the break.

0:55-1:05 Break. Collect logs and Game of the Week sheets. Load rhe Supposer’s

series and Gecmetry into appropriate computers. Leave Super Factory loaded
for those interested in playing with it.

1:05-1:50 Allow participants to go to the various stations. There should be time for
participants to get an initial exposure to two different pieces of software. At
each workstation there should be one or more "experts" (participants who have
had a chance to work with the software during the previous week) to help
answer questions.

1:50-2:00 Debrief. Now that they have seen the software, can it be integrated easily? Is
hardware and access still the main problem, or teacher insecurity? With the
software available, especially Geometry, will students be able to "catcii up" on
their own? Will they use the software for demonstration and class activities?
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4.6.4 Handouts

This section includes handout materials needed by the participants during Session 6 of the Math
Inservice. The facilitater may find it useful to make some of these into overhead projector foils fur

use during the inservice.

Index to Handouts

Super Factory

Geometric preSupposer: Points and Lines
Geometric Supposer: Triangle
Geometric Supposer: Quadrilaterals

Geometry
Game of the Week

Results of Game of the Week

Page
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Super Factory
(Grades 4-12)

Super Factory is a problem-solving three-dimensional visualization game. It is designed to
texch several important problem-solving strategies: working backwards, analyzing a process,
determining a sequence, visual reasoning and rotation.

Super Factory consists of three levels:

1. Research - allows students to explor: three dimensional objects. Students can “play”
with a three dimensional cube; they can try returning the cube to its starting position.

2. Design - Allows students to plan a strategy and execute it.

3. Challenge - confronts the students with a problem to solve. They must duplicate the
pictures on the faces of a cube.

Super Factory comes with three programs, a diskeite, a teaching guide and a back-up diskette.
There are versions for Apple, Atari, Commodore, TRS-80, and IBM computers. Super Factc ; is
available for $59 from Sunburst Communications, Room D 7575, 39 Washington Ave.,
Pleasantville, NY 10570, Phone (8C0) 431-1934.

Geometric preSupposer: Points and Lines
(Grades 4-12)

The Geometric preSupgoser is a program designed primarily for learning and teaching
geometry in the elementary ar.d middle school grades. The preSupposer enables the user to carry
out constructions and to draw segments, circles, angle bisectors, perpendi-ulars, and parallels, as
well as measure and do arithmetic combinations of .:  : measures.

There are seven menus and five submenr:s which .low for ease of use in creating geometric
drawings. The Geometric preSupposer comes with a diskette, teacher’s guide, reproducible ac:ivity
sheets and a back-up diskette. It is available for the Apple computer. The Geometric preSupposer
is available for $99 from Sunburst Communications.

Geometric Supposer: Triangles
(Grades 7-12)

The Geomerric Supposer: Triangles is a program that allows the user to relatively easily carry
out a variety of constructions that are possible using a straightedge and compass. These include
construction of triangles as well as the drawing of segments, medians, altitudes, parallels,
perpendiculars, perpendicular bisectors, angle bisectors, and in‘cribed and circumscribed circles.
In addition, the user can measure lengths, angles, areas, and diswances as well as the arithmetic
tombinations of these measures. Of course, it takes a fair amount of effort to learn to tell the
computer to do these constructions.

This program provides students with a tool to learn about properties of triangles and to make
measurements, change scale, and repeat experiments. Students can make conjectures about
triangles and experiment to see if the' are true or not.

There are seven menus and five .ubmenus which allow f.r ease of use in creating geometric
drawings. The Geometric Supposer: Triangles comes with a diskette, teacher's guide,
reproducible activity sheets, and a back-up diskette. It is available for the Apple computer. The
Geometric Supposer: Triangles is available for $99 from Sunburst Communications.

d6
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Geometric Supposer: Quadrilaterals
(Grades 7-12)

The Geometric Supposer: Quadrilaterals is a pr._-am that allows the user to relatively easily
carry out the types of constructions that are possible using a straightedge and compass. These
include construction of quadrilaterals as well 2s the drawing of segments, parallels, perpendiculars,
angle bisectors, and inscribed and circumscribed circles. In additon, the user can measure lengths,
angles, areas, and distances, as well as the arithmetic combinations of these measures.

This program provides students with a tool tc leamn about properties of quadnlaterals and to
make measurements, change scale, and repeat exp.riments. it allows students to make any
construction they wish on any quadrilateral. The program records that construction as a procedure
that can be executed with any other quadrilateral. The user can explore whether the consequences
of a given construction are dependent on some particular property of that quadrilateral or if the result
can be generalized.

There are seven menus and five submenus which allow for ease of use in creating geometric
drawings. The Geometric Supposer. Quadrilaterals comes witl a diskette, teacher’s guide,
reproducible activity sheets, and a back-up diskette. It is available for the Apple computer. The
Geomerric Supposer. Quadnla:erals is aviilable for $99 from Sunburst Communications.

Geometry
(Grade 9-college)

Geometry is a Macintosh program that helps to illustrate and/or teach many of the classica'
topics in plane georzetry. It fcllows a classic geometry curriculum. It reviews, amplifies, and
complements a y¢ 'r long geometry course. It has a blend of tutorial material, over 350 problems
and proofs, and spcmal interactive animation that allows you to experiment with the basic concepts
of tgheomet}'y It also has a specially developed module that gives extensive practice and assistance
with proofs.

Geomerry comes with two disks and a User's Guide. Geometry is available for the Mac.ntosh.
It requires a 512K (or up) Macintosh or Macintosh Plus and an external drive. Geomerry is
available for $99.95 from:

Broderbund
17 Paul Drive

San Rafael, CA 94903
(415) 479-1700

4 -y
{

CI3 Notebook « 4.6.4 Handouts » Page 3



Name

Game of the Week '
Dz either 1 and 2 together, or 3 by itself.

1. The “changing process” can be verv fficult. How do you feel about the changes a computer
can make in your curriculum? Excitement, resistance, fright, r.ore trouble than it's worth,
etc., are all natural feelings. Please be honest. If it will help, leave your name off and just
make sure I know you turned this in next week.

2. Do you think software writers should write more programs iike Geomerry from Broderbund
(essentially a textbook in compu er form, but with all the advantages of computer graphics)?
Why or why not? Would you tend to use software of this form over others? Why or why
not?

3. (Optional Game of the Week) Richard Bandler and John Grinder are psycl.. .nerapists who
have developed a field of study that they call Neuro Linguistic Programming. They have
written a number of bocks on this topic. A good introduction to their ideas is p-ovided in
Frogs into Princes: Neuro Linguistic Programming published i 1979 by Real People Press,
Box F, Moab, Utah 84532.

Bandler and Grinder suggest thas people have a variety of methods of accessing and
processing information, with visual, auditory, and kinesthetic being the most important.
Sore people have visual as their primary acquisition/processing mode, while others have
auditory or kinesthetic as their primary mode.

Research in mathematics suggests that being quite good at visual acquisition/processing .. Q
information is related to being good at matherzatics. This type of research may suggest that
students who are good at visual acquisition/processing of information may be good at
geometry.

Bandler and Grirder's research indicates that one can often pick out people whose primary
-1nde of informuation acquisition/processing is visual by observing their eye movements as

| they answer questions such as "What color is the top of the three lights at a stop light" and

' "Wh. .. color was the rug in the living rocm in the house you lived in when you were in grade
school?" Visually oriented people tend to niove their eyes up (look up and to the right, or up

' and to the left) when attempting to answer such questions).

| This Ge— of the Week is an experiment. Observe the eye movements of students as you
ask them such questons. Note which students have eye movements up and to the right or up
and to the left. Then attempt to rel: ‘e this to how good they are in geometric aspects of the
math currcul. m you teach.

o CI3 Notebook « 4.6.4 Handouts - Page 4




Results of Game of the Week

(Nore: This is not intended to be a handout. Rather, it gives the inservice facilitator an indication
of the types of responses that participants might provide in responding to the Game of the
Week.)

There are two choices for this week's game. The 1=sults for both follow:

1. The "changing process” can be very difficult. How do you feel about the changes a
computer can make in your curriculum?
e excitement

problem-solving

still have to learn the basics

frustration because not enough hardware or software available

difficult because of time needed

infusion of fresh ways to work on a problem

refocusing of what is really importani in math

scheduling problems for use of computers

will allow students to address conceptual matters in a more relaxing and fun manner

difficulty in finding the right software to do what is needed

teacher training needed

necessary preparation a hassle

need someone who can "troubleshoot" on short notice

need lab assistant(s) and money

a good tool for student use

still considered a toy by students who want to "play" games

may be more trouble than it's worth

chance to create the future and help decide what uses are best

challenging to integrate

at this point, it will add to a teacher’s workload

at this point, ideal circumstances are not available in terms of hardware, software, help,

etc., so too much extra work {0 ask of a teacher

learning to use the tool is not a priority at this point

motivation for teachers is difficult because of time involved

® & O & & & o &6 O & 6 O o6 o o o o o o o

2. Do you think software writers should write more programs like Geometry from Broderbund?
Why or why not? Would you tend to use software of this form over others? Why or why
not?

* Yes, if instructions were easy to follow.

* Yes, as a tutorial. One great advantage to using computers is to get away from textbooks!

» Can see some applications, but need to see more programs before a decision can be made.

* Yes, the graphics are very nice and students can understand better.

* Yes, for independent working students. Nice form for review or catch up, but until it is
available for all, not very practical.

* No, scftware should be an addition to a textbook.

* No, it's (00 limiting. Computers (software) should keep up with the changes, not be like
a textbook that is behind the times in terms of curriculum changes.

» Noreason to have a computer replace a textbook.

* Yes, as a resource room tool where a student can get extra help.

’ *  Yes, the visual effects were excellent! Much easier for a student to understand than a

standard textbook.

D)
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3. Primary accessing mode—eye movemsnt.

* In a middle school low level math class, the top students tended to look up, whereas the
rest tended to look down rather than sideways. ‘
* In a high school geometry class, the top students tended to have a lot of eye movement,
not necessarily always looking up. Students with average to below average grades tended
to heve less eye movement.
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4.6.5 Materials

TR RN

e These materials in this section are designed to be used with students at a variety of grade levels.

Session 6.

number of these student activities.

Index to Materials

(LP) Gertrude is a Pretty Smart "' Goose
(WS) Geometric Activities

ro
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They represent the types of activities that can be done with students after learning the material in

Inservice facilitators may use of some of these materials during the inservice session. If the
session is more than two hours in length, it is appropriate to have participants work through a
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Gertrude is a Pretty Smart Ol' Goose

Description: Materials:

Topic: Logic and Patte:ns Software: Gertrude's Puzzles

Grade Level: 2-12 Equipment: Computer and color monitor
Time: 10-30 Minutes Other materials: Attribute blocks

Grouping: Pairs of students
Objectives: Different for different levels

Before you start:

Determine the goals according to the level of the students. At the beginning levels it is useful
to use attribute blocks before and after using me computer.

Lesson: (Sequence of instructional activites)

1. Students practice moving the green square and exploring the rooms. It is easier and
quicker to use a joystick than the keyboard.

2. Students learn how to play each of the games (six in all) one at a time, with whole class

discussions after all students try a particular room (game). After discussing the strategy

used and what was leamed, students return to try that same room and improve their logic

skills.

Determine the optimum strategy for each of the rooms.

Determine the least number of steps for soluticn in each room.

Determine all tlie possible solutions given a specific set of pieces and a puzzle.

Use the shape editor to design new pieces.

Off-line: have students design board games that are similar to Gertrude's rooms.

Students keep a map as they traverse the rooms. A complete map is quite complex.

How many distinctly different variations are possible for each of the rooms? Consider both

the combinations c{ puzzle pieces and the distinctly different solutions.

VRN B W
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fapy

Game theory can be explored at many different levels. For example, how often does

Gertrude bring a blue diamond? Determine all the distinctly different combinations possible

using the given set of pieces.

2. Design a set that has more than one piece that looks alike. What happens? What real life
situation does this simulate?

3. Have students design games with game pieces, rules, and randomness.

Comments:

This is often treated as a child's game - too simple for older children. Often the reverse is true.
It appears to be simple and yet many of the rooms are challenging.

In addition to the logic, patterns, and attribute training, the laws of probability, combinations,
and permutations can be explored extensively. Once students have learned the strategies and have
discussed and compared them, go on to programs that allow students to build challenging games;
for example, Pinball Construction Set, LodeRunner, ot Planetary Construction Set.

0
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‘ Geometric Activities

Listed below are some geometrically oriented exploratory exercises that can be done with
students at a variety of grade levels. For many of these, the Geometric Suppuser software would
be quite useful.

1. Look at five isosceles triangles or five thombuses (or five of anything) and make a definiticn
based on comparing and contrasting lengths of sides and degrees of angles, perimeters, and
areas. The idea here is to give students five different examples of something (such as an
isosceles triangle) and ask them to write a definition that encompasses all five examples, but
that is as narrow as possible. Thus, students seeing five different isosceles triangles might
write a definition "A closed, connected figure made from three line segments." But that
definition holds true for all triangles, so is not narrow enovgh.

2. Draw a triaigle on the board. Ask studentst raw a line parallel to the triangle. Ask them to
draw a line perpendicular to the triangle. Have them make up a "reasonable" definition of
what it might mean for a line to be parallel or perpeadicular to a triangie. The same exercise
can be done starting with other geometric figures.

3. Draw a triangle, any triangle, select a label category, and reflect the whole figure. Does the
reflected triangle have the same area? same angles? Justify your answers.

4. Sums of angl-s: Either compare the sum of angles in a variety of tr.ungles (right, acute,
obtuse, isosc+'.s, and equilateral) or quadrilaterals (parallelogram, trapezoid, kite, and
‘ random). Compare the sum of the exterior angles. Look for patterns and generalizations.

5. Construct a triangle. Draw a median and compare the areas of the two sinaller triangles.
Compare the perimeters. Repeat these steps for at least two more triangles. (Tiis requires
more thought using certain pieces of software than others).

6. Start with any random quadrilateral. Connect the midpoints of the sides ccnsecutively. What
can be said about this smaller quadrilateral? Repeat these steps for at least twe more
quadrilaterals. (This requires more thought using certain pieces of software than others).

7. How does a central angle compare to an inscribed angle in a circle?

8. Find acircle with the same area as a square. That is, start with an arbitrary (uaspecified size)
square. Then using the standard straight edge and compass construction techniques, construct
a circle with the same area as the square.

9. Trisectany angle. That is, start with an arbitrary (unspecified size) triangle. Then using the

sta;ldmd straight edge and compass construction techniques, divide the angle into three equal
angles.

a7
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4.7
SESSION 7: INVERTED CURRICULUM

4.7.1 Narrative Overview

With computers becoming increasingly available in schools, a major question that keeps
popping up is: Should we continue to teach the "conventional” mathematics topics in the order that
we are teaching them now? Computers are allowing much younger students to do "more difficult”
mathematics on an intuitive level. Computers can help students address problems that traditionally
are kept from them untii their later mathematical years.

Graphing data or fun.tions and solving equations are typical examples that come up when
people discuss an invertec. curriculum. An inversion occurs when we teach a student to use
computer tools to accomglish these tasks before we teach how to accomplish the same task by hand.
Indeed, students may learn machine methods for some tasks for which they never learn manual
methods.

It is generally agreed that problem solving is indeed something that mathematics teachers want
to encourage in students as young as possible. Even before calculators and computers, we have
questioned whether to teach students to use certain tools and ideas before they fully study and
understand the underlying theories. Computers merely add another dimension to this question.
Can students "understand" what they are doing when a calculator or computer does much of the
work? Can/should students really solve problems using tools and ideas that they do not fully
understand? Teachers who have used computers in the classroom as an exploratory tool are amazed
at how much math younger stude:ts can discover if left to their intuitive abilities with just a few
hints or a little help now and then. So the question becomes: When do we teach which concepts?

We don't have an answer. But it seems to make sense that if students at younger ages are able
to "discover" some mathematics, they should not be held back or told they have to wait until later
before they can do those types of problems. This will mean a rearranging of curriculum and scope
and sequence.

The mathematics education community works at curriculum change both from a top down and
a bottom-up approach. Attempts to implement “new math" repres:...t a top down approack.. Much
of the current calculator use in the curriculum has come about through a bottom-up approach.

Most uce of computers in the math curriculum has come about through a buttom-up approach.
Many individua! math teachers are taking the time and effort to learn how to use computers and are
using their knowledge in their teaching. If we wait for a directive from the country, state, county,
or even the district level, it will likely be quite some time before anything will happen. Eventually,
the larger entities will catch up with what is going on in the individual schools and classrooms and
will mandate reform of some type. But those whe =ve on the leading edge want to make changes
now.

This particular session focuses on what an individual teacher or individual school can to
implement computer-related changes in the mathematics curriculum. Changes in mathematics
education do not happen quickly. Therefore, we take the optimistic attitude that any change that
occurs because of this inservice is a step in the right direction. If all this session does is make a
participant aware that she or he is capable of implementing a very small change, it will be a success.
Rarely will a participant leave this inservice and become a prophet or "instant integrator" of
computers into the curriculum. With that thought in mind, facilitate the debriefings by getting ideas
and suggesticns from all participants, and be aware that just thinking about change is a major step
for many participants.
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A~

CI3 Notebok * 4.7.1 Narrative ‘Overview * Page 1




4.7.2 Script

Because of the special nature of this session, it isn't appropriate to prepare a detailed script.
This session is designed primarily as a sequence of small group and Jarge group discussions. It
emphasizes getting participants to more fully understand that using the computer as a tool ailows the
“inversion" of the order of teaching many topics. Computers allow a major shift in emphasis in
what it means to learn a topic.

The NSF inservice had a number of participants from each school, and it had participants from
a number of schools. Thus, in small group discussions it was appropriate to divide participants up

The first approach lays foundations for continued meetings of the math staff in a particular
school. Since not all math staff from a school were participating in the inservice, any change
involving the whole staff would have to be based on whole staff meetings at the school.

The second approach to dividing participants into groups allows coordination between schools.
If there are to be significant changes to the math curriculum in a school district, there will need to be
a lot of coordination among all of the schools. Since not all schools were represented in the
inservice, a number of additional meetings involving the wider audience would be needed.

If participants have not already read Section 1.1 " What the Research Literature Says" about
change in education, assign it as reading to be done before the current session. It gives
foundational information about change in education, what works and what doesn't.

Vivian Johnson's Ph.D. dissertation work, which was based on long term evaluation of this
NSF project, suggests that it is quite important for a school to have a long-range plan for computers
in the school. Schools that have such plans tend to make more instructional computing progress
over a period of years than schools lacking such plans. Thus, one central focus of the current
session could be the lazring of groundwork for getting each school to develop its own long-ro.age
plan for computer use throughout the entire curriculum. For more _ifcrmation on long-range
planning, you might want to read Long-Range Planning for Computers in Schools written by David
Moursund and Dick Ricketis. Itis published by Information Age Education, 1250 East 29th Place,
Eugent, Oregon 97403-1621. The phone number is (503) 345-1575.

0y
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4.7.3 Timeline

This sample timeline is for a two-hour inservice session. Have an overhead projector
available. There was no computer use for this session.

An alternative approach to devoting a specific session te the inverted curriculum is to introduce
such ideas throughout the sequence of inservice sessions.

0:00-0:25

0:25-0:30

0:30-G:45

0:45-0:55

0:55-1:05
1:05-1:15
1:15-1:20

1:20-1:35

1:35-1:47

1:47-1:50

1:50-2:00

Intocaction to the idea of an inverted curriculum and possible futures of
mathematics education. Present and have discussed an overall philosophy of
what a teacher can do as an individual, a department, a school, a city, etc.

cavity 1. The participants shouid fill in the blanks "off the top of their
heads."

Discussion. In groups of three, each from a different school, participants
share and discuss their answers. They can use the back of the page for
different observations, responses, questions, and concerns.

Debrief as a whole group. As other ideas, questions, and concerns come up,
participants can note them on the back of their papers.

Break. Collect logs and Game of the Week.
Debrief Game of the Week.
Activity 2. As individuals, fill in the blan's, again off the top of their heads.

Part 2. Get together in school groups and discuss responses. Share ideas
and thoughts. What does it mean in terms of the math curriculum? How can
computers facilitate problem solving? What can you, as an individual teacher,
do to bring about change in a smooth fashion? What do you see as changing
in the future of math education? How can you convince others in your
department/school/district that computers should be used as a tool? Do not
spend time on "Lack of (hardware, software, books, trained teachers, etc.)
..." issues. Look at long range goals and positive steps that can be taken.

Each school will give a three minute synopsis of what their school came up
with in terms of steps and activities they can do.

Announcements; reminder that participants will do their final presentations in
the next session.

Fill out evaivation form. (The project evaluatur used this time as part of the
formative evaluation of the whoie NSF project.)

2
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4.7.4 Handouts

’ These handouts are needed by participants ducing Session 7. The facilitator may find it useful
to make some of these into overhead projector foils to use during the inservice.

Index to Handouts Page
Math Education for an Information Age Sacicty 2
Game of the Week 3
Alternative Game of the Week 4
Game of the Week Qutcomes 5
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Question: What could be done to make mathematics education more appropriate for students in

MATH EDUCATION FOR AN INFORMATION AGE SOCIETY

our current and future Information Age society?

This handout consists of three distinct parts. The first part focuses on what can be done in the
individual schools of the participants. The second focuses on school districts. The third focuses on
what individual participants in the inservice sessions can do as individuals, as members of a school
faculty, and as members of a district faculty. In a typical inservice session this handout might be
used for three distinct activities. The first activity would focus on iadividual schools, and the first

part of the "numbered" parts of the form given below, etc.

When requested to do so, please write very brief responses, giving your "off the top of the
head" ideas. In each case the "a" response should not be computer-based and the "b" response
should be computer-based. Do not go on to the second and third activities until there has been

discussion and debriefing on the first activity.

1.

2.

w

(First Activity): What could be done in my school ?

a. (Not computer-based)

b. (Computer-based)

(Second Activity): What could be done in my school district?

a. (Not computer-based)

b. (Computer-based)

(Third Activity): What could I do in my own teaching to support ideas from: 1. and 2. above?

a. (Not computer-based)

b. (Computer-based)
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Name:

Game of the Week

For many students, the reward for "learning” their math comes much later in life. Ask several
or all students in each of your different classes these questions.

a. Why are you taking this math class?

b. What do you expect to learn in this math class?

c. Do you ever expect to have to use any of the skills you have leamned in this class?

d lﬁ)fo?you think that any of the math you hLave leameu will help you in any way later on in your
e
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Alternative Game of the Week

List or describe activit®  *hat you (the teacher) do in your classroom that can now be enhanced or
mede easier by the use ux a computer as a tool. Pay particular attention to the idea of an inverted
curriculum.

¢
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Game of the Week Outcomes

Note: This is not intended as a handout. Rather, it is a brief discussion tc give the inservice
facilitator some ideas on outcomes that may be expected from the Game of the Week. There were
two choices for this week's game.

1. For many students, the reward for "learnirg” their math comes much later in life. Ask some
students in each of your different classes these qucsuons a) Why are you taking this math
class? b) What do you expect to learn in this .nath ciass” c) Do you ever expect to have to use
any of the skills you have leamed in this class? d) Do you think that any of the math you have
learned will help you in any way later on in your life?

In answer to (a), middle school students responded mainly with:
it's required

to learn math

to learn to be a grown-up

to get a job

for education

to get a good grude as it's my favorite subject

High school math students answered similarly but also added statements such as:
» for college entrance
* it's required
* Idon't know
+ Irelate to objects better than to numbers this was from a geometry student

In answer to (b), middle school students answered.
math

. » alg.ora/g-~wetry
+ fun things *  +,-x/J/, fractions, decimals
* how to do taxes » everything you need to know
* how to use and understand math *  mental math
+ different ways of doing math »  math for jobs
* leam to be better and faster at math
High school math students said:
* geometry * alot of things
* more about shapes and polygons * Idon't know
* hov/todomath ¢ theorems
* constructions * formulas
» how to solve story problems » stuff to use in science courses

In answer to (c), middie school students responded:

» over 50% just said "yes" with nc clarification

»  Idon't know

* in school e atvarious jobs

* athome »  shopping

» balancing a checkbook * helping my kids

* figuring out my g.p.a. » athletics/games

+ working with computers *  business investments
* cooking *  in math classes

working on cars, bikes, ':tc.

bR
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High .chool math students answered:

about 50% just said "yes" with nc clarification

yes, some of the skills will be used

no, I will never need these skills once I finish ihis class @
I use it in science classes

I will use it in the next math class

In answer to (d), middle school students answered:
Over 50% answered "yes" with no clarification
1 don't know

getting a job

when I'm older
reading a map
depends on the job

balancing a checkbook
deing iscowme taxes
measurement

no

High school math students answered:

Basic skills are necessary for my future
Yes (no clarification)

Idon't know

I hope not

e & O o

Alternative Game of the Week. List or describe activities that you (the teacher) do in your
classroom that can now be enhanced or made easier by the use of a computer as a tool.

gathering materials to use computers twice 2 week
gradebook prograra ) o
computer makes more professional-looking teaching aids
simylations

produce graphs of data collected

7isual thinking/logical thinking

geometry

drill and practice

use databases or spreadsheets in developing real life problems
integration of math and science

graphing of equations

working with interest rates

applications methods/ project

|
J
|
l
|
Middle school math teachers in 1986-87 answered as follows: ‘ l
High school math teachers in 1986-87 answered ss follows:

statistics graphing equations
e araundera curve *  tutorials
* c(nstructions *  keeplag records
» applications e volumes
* positive-negative numbers »  proofs
* drill and practice e visual aids
* problem-solving strategies »  making worksheets, tests
* geometry—using software to have students gznerate hypotheses

computer could do routine work while students do the thinking

ry -

s o,
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4.7.5 Materials

These materials provide an alternative way to organize this session. The idea is to divide the
participants into discussion groups, using the materials to focus the discussions. This approach
divides the two-hour inservice into two parts. During each part, the groups carry on a discussion
for about 30-40 minutes. Then there is a brief whole-gromp debriefing.

index to Materials Page

Exercise 1 *2

Exercise 2 3
09
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Exercise 1

This is a role play exercise for a group with six or more participants. The six roles are parent,
school administrator, math and/or computer teacher, department head, student, and district
computer coordinator. In a discussion group, there should be one or more people assigned each
role. A person assigned to a specific role should try to think and respond as that individual during
the entire discussion. Questions and reactions should be spoken as a concerned, intelligent
participant of this group.

Parent: Average parent from your particular school. "Math was hard for me, but I usually did my
worksheets. I think that it was good for my brain."

Administrator: Concerned about parent, teacher, and student reactions to computers and the
changing curriculum. "I have lived through a lot of changes that were going to make school better.
Educational TV was one of them. I am always open to change, but I've been around the block
more thar once."”

Student. Average student at your particular school. "I've been told that math is good for me and
useful, but we don't seem to make much use of it outside of the math class. My parents want ,..c to
take it."

Mathi/computer teacher: Yourself. (Inservice participant to play him or her self.)

Department head: Yourself or how you think a department head may react. "I think we could be
doing a lot better in terms of making our courses relevant, of interest to students, and of higher
quality."

Computer coordinator: Your job is getting things together and moving. "If all students had good
and easy access to computers, a..d if their teachers knew more about computers, our school system
would be a lot better.”

There swuuld be a recorder and a chairperson for ea~h group. The recorcer should take down
any questions or concerns so that they may be discussed during the second session. The
chairperson should make sure that everyone has a chance to speak and express their ideas and
concerns. In a meeting setting, discuss the impact of computers and how they might change the
curriculum, and the problems, advantages, disadvantages, and concerns from your point of view.
How will computers affect teaching in general? Hardware and software shortages may come up 1n
the discussion, but they should not be a major focus point.
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Exercise 2

Form groups on the basis of schools, grouping several schools together if necessary in order to
have about 4-6 participants in each group. Each participant should assume the role of a mathematics
education leader who is deeply concerned with improving the mathematics education system.
(Think of yourself as a department head or as a person at the level of a district math curriculum
specialist.) Have a recorder so that ideas can be brought up again during debriefing. Some of the
topics or ideas that your group might talk about include:

What do computers mean in terms of the math curriculum?

What do you see changing in the future of math education? How will these chaages 'ead to
having a better mathematics education program?

Problem solving has been stressed—how can the use of computers facilitate this? Can it?
Can computers help in transfer of leamning?

How can you convince others in your department/sctool that computers should be
routinely used as a tool?

What can you, as an individual teacher, do to bring about the change in a smooth fashion?

The discussion might focus on coming up with a specific set of policy statements to be adopted
by the policy makers of the school district. For exampie, a policy statercent might be "We will
provide all of our high school students with scientific calculators and allow their use on all tests they
take except those statewide and national tests that specifi~ally prohibit use of calculators.” Another
policy statement might be "All new math teachers we hire must be compu.zr literate. All current
math teachers will be expected to become computer literate during the next three years, and we will
provide them with appropriate and adequate help in achieving this goal.” The whole group
debriefing at the end of the discussion time could then focus on a sharing of poucy statements.

§
o
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4.7.6 Readings

’ This section is designed to supplement the materials presented during Session 7. Itis
appropriate to assign these readings as homework for inservice participants.

Report of a Conference Sponsored by
the

National Science Foundation

COMPUTING

AND MATHEMATICS

The Impact on Secondary Schoel Curriculum
(Published in 1984 by NCTM)

James T. Fey, Editor
with
William F. Atchison
Rickard A. Good
M. Kathleen Heid
‘ Jerry Johnson
Mary G. Kantowski
Linda P. Rosen

NATICNAL COUNCIL OF TEACHERS OF MATHEMATICS

CI3 Notebook * 4.7.6 (a) Readings » Page 1




Impact of Comouting
On Algebra

(Reprinted with rermission irom the
National Council of Teachers of Mathematics. )

The secondary school mathematics program for college-bound students begins with, and is
dominated by, topics from algebra. In the United Stat 3, a one-year course in elementary algebra
introduces the concept of variable, the uses of variables to express quantitative relations, and
procedures for manipulating expressions to solve simple linear or quadratic equations. A second
one-year course extends these ideas and techniques to more complex situations, and for many
students, further courses in advanced mathematics rely heavily on algebraic concepts and methos.
For many students emerging from high school, mathematics is synonymous with algebra. Itis ot
uncommon to hear calculus students exclaim, "I know what to do, but I'm hung up on the algebra."

The prominence of algebra in school cutricula is not hard to explain. It is inconceivable that
one could proceed very far in any branch of mathematics without the tools that algebra provides.
The use of symbols for quantitative variables, operations, and relations provides an economy of
expression that makes complex ideas easily communicated. Comparing the following algebraic
forms from successive periods in the history of ma*hematics is convircing evidence of the value of
modem notation (Cummins, 1969):

What must be the amount of a square, which, (Rhetorical, ca.

when twenty-one dirhems are added to it, 825)

becomes equal to the equivalent of ten roots

of that square?

cubus p' 6 rebus aequalis 20 (Syncopated,
ca. 1545)

aaa - 3bba = +2ccc (Syrmbolic, ca.
1631)

The modern symbolic notation is, of course, fundarental in the e::pression of scientific
principles, formulas in technology and business, and the structural properties of number systems.
Beyond mere expression of ideas, the symbolic forms and manipulative techniques of algebra have
proven fruitful in the discovery of entirely new facts and principles. After modern symbolism
appeared around 1600, mathematicians of the seventeenth and eighteenth centuries made awesome
progress through daring formal manipulation of espressions. As Judith Grabiner (1974, 357)
points out, the equation

(x - a)(x - b)(x - ¢) =x3 - (a + b +c)x2 + (ab +ac bc)x - abe

'eveals relations between roots and coefficients of a polynomial tt..: dozens of numerical examples
might not. She suggests, "Relying on results like [the equation above], Albert Cirard in 1629
stated that an nth degree equation had n roots -- the first formulations of what Gauss later called the
Fundamental Theorem of Algebra.” The power of symbolic notation was not limited to discovery
in algebra. The Leibnizian notation for calculus, dy/dx and [ydx, has proved an invaluable aid tn
thinking about problems of differentiation and integration. During the eighteenth century, Euler
performed impressive algebraic gymnastics with infinite series leading to derivations like the power
series expressions for cos x and sin x.

[

Y
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In addition to facilitating discovery, algebraic notation provides a valuable tool for the
verification of intuition. Commenting on the role of symbolism in his work on the foundations of
mathematics, Bertrand Russell observed, somewhat cryptically, that

Symbolism is useful because it makes thing: difficult. Now in the beginning everything is
self-evident, and it is hard to see whether one self-evident proposition follows from another
or not. Obviousness is always the enemy of correctness. Hence we must invent 2 new and
difficult symbolism in which nothing is obvious.

(Bertrand Russell is quoted from one of his 1901 papers by R.E. Moritz [1958, 199].)

As the development of algebra progressed from mere "generalized arithmetic” to a broader
concern for any of the structures imposed on sets by operations and relations, the abstract concepts
of algebra have been useful in the unification of diverse branches of mathematics. Abstract algebra
emerged as a twentieth-century development in pure mathematics, but its concepts and methods
have now proved fundamental in physics, computer science, and related problem areas.

Given this recurd of impressive and fundamental contributions by algebra to zll aspects of
mathematics, there appear to be no grounds for a challenge to its central position in secondary
school curricula. It is clearly the preferred language of expression in mathematics, and in
applications of yuantitative methods to other disciplines. So it would seem that students ought to
learn as much as they can as soon as they can. Indeed, when mathematics faculty assess the current
problems of college preparatory mathematics programs, they commonly recommend stronger
preparation in the concepts and techniques of algebra. Nevertheless, current criticisms of sc00l
algebra are diverse and strong, and the potential impact of computing on algebra gives further
support for a reexamination of the content and pedagogy of algebra in secondary schools.

Algebra in secondary schooi

Algebra has been an important part of the secondary curriculum for over a century. In 1820
Harvard University listed alg.bra as a requirement for admission. The Committee of Ten (1893)
established algebra as an essential part of the curriculum, defining the course to include study
through quadratic squazinns and radicals. The spirit of that course was elaborated by the Commirtee
of Fifteen (NEA 1895):

The algebra course in the secondary school . . . very properly begins with severe exercises
with a view to discipline the pupil in analyzing complex literate expressions a: sight and to
make him able to recognize at once the factors that are contained in such combinations of
quantites. (P.58)

The emphasis on manipulative aspects of algebra has been tempered over ¢..¢ years by calls for
attention to the applications and unifying structural ideas of the subject. In 1923 the National
Committee on Mathematical Requirements of the MAA suggested that "the primary and underlying
principle of the course . . .should be the notion of relationship between variables, including the
methods of determinng and expressing such relationship" (1923, 12). The committee took an
entire chapter of their :eport to support and explain the meaning of using the function concept to
unify the algebra coarse.

The 1959 Cuilege Board Commission on Mathematics and the 1963 Cambridge Conference on
School Mathematics proposed modernization of the algebra course to include the deduction of
algebraic methods from structural p.operties of the number systems. This "new math ' view was
frequently criticized s endorsing inappropriate abstractior, and in 1976 a joint NCTM/MAA
committze report recommendec that for college-bound students:

Both understanding and competence in the skills of algebra are necessary. Neither
conceptual understanding nor technical skill alone will suffice in today's world, let alone in

tonéc)m'ow's. Algebra is a useful subject which will help iv svlve problems in the real world.
®.

“
74
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This recent statement expresses well the persistent tension in school algebra between, on the
one hand, attention to o-anipulative skills and the methods appropriate to such instructional goals
and, on the other hand, attention to the broader structural ideas that underlie the skills and their
usefulness in applied situations. The report glibly ove:looks another persistent issue, the problem
of finding genuine and convincing .Jus.satons of "real world" applications for high school algebra.
It seems fair to say that despite periodic reform efforts, the secondary school algebra curriculum has
always emphasized training in the variety of p-ocedures for transforming one expression iut an
equivalent and, it is hoped, more usable form The common pedagogy is to demonstrate a
procedurz] rule and then have students mode) that procedure in extensive practice exercises. When
the procedural rules are justified, it is usuaiiy by some generalization of an arithmetic procedure
learned previously or by some intuitive mnemonic like "2 oranges plus 3 oranges equal 5 ~ranges.”
The problem material is primarily a collection of traditional puzzles involving coins, ages, moving
vehicles, or workers sharing a task. These various problem types are also commonly taught by
presenting an algorithmic scheme for each. When skeptical teachers challenge the syllabus of
instructional emphasis, they are assured that *" 2 skills are essential for advanced mathematics,
especially calculus; when skeptical students balk at that argument, they hear that "algebra, like cod
liver oil, is good for you - try it, you may not like it, but rest assured, it is doing good things for
you" (Higginson 1977, 1).

The iconoclasts of mathematics education have continually challenged weaknesses in the
prevailing content and pedagogy o: algebra. Most recently, Zalman Usiskin (1980) presented a
shrewd analysis of topics that should nor be in the first-year algebra curriculum of college-bound
students.

1. Current world problems, though intended to teach translation of real-world conditions
into mathematical form, are so contrived that they succeed only in teaching students that
algebra "has no applications, that you should not use common-sense arithmetic to solve
[problems], and that algebra is difficult” (p. 416).

. Trinomial factoring of expressions like ax2 + bx + ¢ is justified primarily as a procedure
for solving quadratic equations; however, it is a method that works for only .ne very
limited family of carefully planned examples that appear in textbooks. When the
coefficients are no. carefully chosen integers or the polynomial reaches a degree higher
than 2, the carefully practiced procedures are of little use.

. The addition, m: _ltiplication, and simplification of cornplex fractional expressions is a sk:ll
with utility for only a very limited number of students far in their mathematical future.

to

(U8 )

Although similar criticism has faced the school algebra curriculum in the past, the force of the
arguments has been strengthened immeasurat le by the ex aergence of computers and subsequent
mechanization of so many routine mathematical operatio.1s that previously required highly trained
human algebra machines.

Computers and algebra

The most accurate one-senten ;e summary of the goals for school algebra instruction would
probably be something like this:

Develop student skills in :he solution of equations, finding numbers that meet specified
conditions.

The methods available for such tasks are of two basic types. numerical and formal-symbolic.
Numerical methods generally involve some form ui sophisticated trial-and-error search planned i
locate roots by successively finer approximations. Symbolic methods, however, involve
transformations of the form of the equation to progressively simpler conditions, one of which
makes the solution obvious and exact. The current and projected capabilities of computers wili
contribute powerful new tools for both approaches and thus raise important questions about the
focus of school curricula.

LAY
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Numerical methods in algebra. Conventional polynomial algebra offers set eral lins of attack
on an equation like x2 - 5x + 3 = 0. When attempts by factoring are stymied, one can complete the
square or shortcut that process with the quadratic formula. Without computational assistance,
estimating the roots (= 4.3 and = 0.7) by trial and error would be tedious, if not completely

’ discouraging. However, the method of successive approximation h2comes much more attractive
with a brief BASIC program:

10 INPUT A, B, C
20 FORX =ATOBSTEPC
30 PRINT X, (- 5)*X +3

40 NEXT X
A rough search RUN yields
? 5,51
-5 53
-4 39
-3 27
-2 17
A -1 9
0 3
1 -1
2 -3
3 -3
4 -1
5 3

guaranteeing zeros in the intervals (0, 1) and (4, 5). As a bonus we have good ideas about the
minimum point of the polynomial and solutions of the inequalities x2 - 5x + 3 0. A refined search
in (0, 1) requires a brief command to the active program.

RUN

? 01,.2
0 3
2 2.04
4 116
6 .36
8 -36
1 -1

and similar refinement locates this root more precisely.

"The computer-baszd numerical approach to the solution of equations focuses on the polynomial
x2 - 5x + 3 as a function with many (input, output) pairs. This suggests looking at a graph of the
function, a task for which most computers are now well suited. One of the many graphic packages
available will ask the user to enter the function rule and set the scales on the x-y axes. Then a
high-resolution graph is quickly produced (fig. 2.1). This graph (provided suitable scales have
been chosen) yields good estimates for the zeros of the function and, as a bonus again, the
approximate minimum point and regions of positive and negative value.

A
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Fig2.1

The numerical methods described above are not mathematically elegant, but they have severa.
impressive virtues. First, the "guess and test" stra'egy seems incredibly easy to remember -- it is so
natural. Long after students have forgotten the quaaratic formula or developed bugs in their
factoring skills, they will likely know enough to try successive approximation. Second, the method
of successive approximations applies without a major change to the solution of nearly every type of
equation, from higher-degree polynomials to rational, exponential, or trigonometric conditions.
Third, the numerical approaches stress the functional point of view that is at the heart of most later
applications of algebra -- in calculus, for instance.

There are, of course, more sophisticated numerical methods for solving algebraic ejuations.
One of these methods has already been built into a scientific calculator (Kahan 1980). After
entering the equation of interest and one or two first guesses at solutions, the press of a single
"SOLVE" button sets the solution algorithm in motion. In essence, this calculator exploits a
commonly used computer program that has been built into the machine - saving each user the need
to design and enter the program when needed.

The concept of stored scientific computational subroutines has been widely accepted and used
on large machines for complex tasks like statistical analysis. The emergence of personal computers
has stimulated the development of many more application program packages that will reduce the
user’s tasks to program selection and data entry. For instance, the popular electronic spreadsheets,
pioneered by VISICALC, allow the user to enter a collection of related formulas, to vary the value
of parameter, and to see immediately the effects of those changes on all the dependent quantities. A
typicalIwork session might proceed as follows:

Define relations.

A B C
1. PRICE
2. SALES =100*B1 + 1400
3. QOST 2¥B2 + 200
4, REVENUE B1* B2
g. PROFIT B4-B3

IL Set price, with other terms calculated automatically.

A B C
1. PRICE 1.5
2. SALES 800
3 COST 350
4, REVENUE 1200
5. PROFIT 840

4!

CI3 Notebook * 4.7.6 (a) Readings * Page 6




118 Change price in B1; other terms change automatically.

1V. Project a sequence of price figures and see the matrix of
corresponding prujections displayed.

Although these spreadsheets seem spzcially appropriate for the application of related formulas in a
business situation, another impressive package, TK!Solver, does equation solving very much like
that of oro...ary algebra. A typical session with TK/Solver might proceed as follows:

L. Enter equations on the "rule sheet."

Rule Sheet
Rule
x=2-y
y*z=12
z+w2=30

The program identifies variables and lists them on ar
accompanying variable sheet.

Variable Sheet
Input Name Outpus Unit
x
y
z
w
IL When a value of one (or more) variables is specified, the program does whatever
equation solving 1s needed to identify (where possible) the values of other
variables.
Variable Sheet
input Name Output Unit
X -4
y 24
z 5
5 w

As the headings suggest, when the variables have measurement units (dellars,
kilograms, meters per second, etc.) and conversions between underlying
quantities have been entered (e.g., miles to kilometers: multiply by 1.6),
TK!Solver will make unit conversions automatically.

The solutions produceq by TK!Solv=r employ techniques of ordinary algebra except, where
necessary, numerical methods are also exploited.

In addition to the impressive equation-solving tools described already, computer languages and
widely availuble utility programs facilitate computational aspects of algebra for systems of
equations, linear programs, matrix arithmetic, and a variety of other important techniques in linear
algebra. For instance, to solve a system of equations like

X+ y+ z=7
2x+3y+ z=18
3x +4y + 2z =25,

one would ordinarily need to recognize the problem type, call an appropriate program, and then
enter the variables and coefficients to produce the solution:

15
g '
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x=3-2%z2
y=4+2z
z = (ARB),

Thus, if the goal of algebra is the solution of equations and inequalities, available and easity
projected computing hardware and software offer powerful new kinds of assistance. Reviewing
TK!Solver, Gregg Williams (1982, 360) claimed that the new tool "does for equation-solving what
the pocket calculator does for arithmetic - replaces drudgery and the possibility for error with speed
and accuracy."”

Computer symbol manipulation. Despite the dominance of equation solving in school algebra,
there is another very important side of the subject thz* de pends on formal manipulation of algebraic
expressions. Forinstance, thez . "~n of coordirates for a straight line in the plane is commonly
given in at least half a dozen equivzient forms. But each form is particularly suited to giving certain
insights into the relation expressed by the graph. For instance:

* The slope-intercept form y = mx + b quickly reveals the rate of increase in y. When x
represents sales and v production costs, m and b give marginal and fixed costs,
respectively.

» The point-slope formula y = y; + m(x - x,) is particularly illuminating in calculus for
giving local linear approximations to a curve.

Thus, a student's algebraic skills should include not only numerical methods for “finding x,” but
also methods for transforming expressions into more convenient and revealing forms.

Software programs called computer-symbolic mathematics have been available on mainframe
computers since 1953. The appearance of muMath, an interactive computer algebra package for
microcomputers, has made the tools available to a broad audience of potential users. The muMath
subprograms turn host micros into symbolic calculators with the following capabilities (amo..g
others):

 Exact arithmetic operations on integer, rational, algebraic, and complex numerals, with
integer numerals up to 611 digits:

?1/6 +4/9
@ 11/18

(In the following example the notation #1 is used for the square root of -1)
7 (3 +2%#I) * (6 - #I);
@ 20 + 9*#1

* Arithmetic functions like ABS, GCD. LCM, and ! are standard:

? GCD (24,60);
@ 12

7125
@ 479001600

"!/
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e Algesbraic transformations of exp. :ssions invoving
variables and operations (+, -, *,/, A );

? SOLVE (M™X - X == 5, X);

¢ @ [X == 5/((-1 + M)]
? SOLVE ((X - 2)/(X + 4) + (X - 1)/(X - 2) == 15/7,X);
@[X==3,
X == -40]

? EXPD ((X = 2) * (X ~ 3));
@-6-X+X A2

?2(18* (A3 A (1/2);
@ 3*A*(2*A) A (1/2)

? SOLVE (X /N 2 - 5%X + 3 == 0,X):
@[X==5/2+ 13 A (1/2)/2,
X==5/2-13 A (1/72)/2]

® QOperations on matrices with numberic and nonnumeric

elements; for instance, itrA= [10 7,
73 ]
muMath calculates A A -1 gs [l 0 7
‘ 2/X 1/X _l

e Logarithmic simplification and trigonometric
transformations:
? LN(*EAXA2);
@eX A 2

? TAN(A) * COS(A) + 1/CSC(A);
@ 2*SIN(A)

* Closed-form sums ang products:
? SIGMA (3 * K,K,1,N);
@ 3*N*(N + 1)/2

(The muMath/muSimp-80 Symbolic Mathercatics System Reference Manual for the Apple II
Computer [1981]. See also Steen [1981]; Wilf [1982]; Pavelle, Rothstein, and Fitch [1981].) The
important and impressive fact about all these symbolic ~omputational capabilities is that the machine
executes algorithmic procedures very similar to those that an expert algebraist would follow. The
program has incorporated the manipulative routines of a very substantial course in algebra.

In 1970 Carl Engeiman (1970, 103) envisioned "a mechanical assistant possessing an
encyclopedic knowledge of mathematical formulae and results, capable of rapid and flaw!s..
compatation, familiar with a broad spectrum of computational algorithms.” In muMath, that
assistant is very near. The creators of the muMath package made some daring predictions of
consequences (muMath/MuSimp-80 Reference Manual 1981, 11-1):

44
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Some educators will undoubtedly feel that computer algebra will cause algebraic . kills to
atrophy or prevent them from developing in the first place. Similar concerns were
undoubtedly expressed about Arabic numerals, multiplication tabies, logarithms, Laplace
transforms and pocket numerical calculators; but we have survived their convenience. The
National Council of Teachers of Mathematics strongly supports the use of numerical pocket
calculators in classrooms, and every reason for this support is even more true of computer
algebra.

At this point in our experience with computers, the impact from classroom use of symbolic
computat:un is uncharted territory. But the opportunities are impressive and the questions for
research are of critical importance.

New directions for secondary school algebra

The computer capabilities described above are already widely available. As various
mathematics educators have used and thought about these dramatic changes in the tecknology for
assisting mathematical work, they have imagined a broad range of potential changes in the school
algebra curriculum. Some see the opportunity to extend the content of current curricula, whereas
others see the opportunity to teach traditional topics far more effectively.

In the late 1960s, the Colorado Schools Computing Science Group produced a prototype
Second Course in Algebra and Trigonometry with Computer Programming. The goal of this
innovative text was to gain experience needed to answer these questions: (1) Can the computer be
used to improve the high school student's understanding of mathematics? and (2) How will the
emergence of the computer affect the high school mathematics carriculum? The experimental text
made several interesting deletions of content, including some factorization methods and
simplification techniques. In retrospect, the teaching of a programming language was
overemphasized at the expense of matheriatical content, and the computer involvement was forced
in places. Though this project was an important first step, it had little impact on the curriculum and
it could not foresee and take account of the incredible advances in technology and software for
mathematics.

Until very recently, the Colorado effort stood as the only major attempt to rethink the algebra
curriculum in light of computing technology. ¥.ach possible approach to the assimilation or
accommodation of the computer in school alge bra has risks together with promise. Since there is
little experimental work on which one can base judgments about the impact of major or even mino:
changes in curriculum, one is left with the task of identifying the options and the
research-and-development questions raised by each option.

A New role for manipulative skills. When hand calculators became nearly universally av..1ble
as aids to arithmetic computation, many ruathematics teachers saw an opportunity to greatly
diminish the attention given to training elementary school students in mechanical perforreance of
complex algorithms for arithmetic. Computers seem to offer the same promise in algebra,
diminishing the importance of developing student skill in algebraic manipulations.

What are the prime candidates for such reduced time on the high school algebra agenda? When
this challenge is posed tv mathematics educators, there is «n immediate question: For which
students are the new curricula intended ~ what age, ability, and interest groups? It seems clear that
the most able and interested high school students should continue to acquire most of the traditiunal
skalls and understandings of algebra. But considering the remaining students, it is not hard to reach
an agreement on the following guidelines for change, using the usefulness cf each concept or skull
as a decision criterion:

1. Student ability to manipulate algebraic expressions into alternative, equivalent forms needs
to cover only the simpler cases of useful operations -- those that are done more efficiently by hand

than by machine, and those that are needed to give students an adequate understanding of the
computer-generated results. For instance:

ty)
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a) Properties of exponents like x? . xin = x?+m should be taught.

Simple applications like
35.310=9
or @-22a+2¥5="?
seem appropriately done by hand, but there seems little need for student skill at
simplifications like
40x3y%z3  xy8zS
b) Simplification of radicals like V20x3y6 and the procedures for rat.onalizin g denominators
seem of little importance.

c) Factoring of quadratic trinomials like x2 + 5x + & and certainly more complex variations,
seemns unimportant; factoring using a siugle appication of the distributive property , as in
ab +ac = a(b + c), seems valuable for students to learn.

d) Combinations and simplification of rational expressions beyond the simplest cases seern
of little importance. For instance,

a c ad+bc
_t_=
b d bd
should be known by most students, but skill with expressions like
2x+2 x+4 x+2
- +
x+1 x+3 x+3
seems of far less importance. As a general rule, it seems reasonable that students should
be able to perform, by hand, one-st¢ . applications of the basic properties gosering
algebraic expressions.

2. Likewise, it seems easonable that students should learn equation-solving procedures tha:
cover those cases mos? efficiently done by han¢ ar those that provide a minimurmn understanding for
the u.e of computer results. For instance:

a) Linear equations and inequalities in one variable should be r:adily solved by .Ul students.
Some procedure for solving quadratics (probzbly the quadratic formula) would open the
access to a rich supply of important applications. There seems to be little need for
students to learn all the traditional methods for solving polynomial equations or any but
the simplest examples of rational and algebraic equaticns.

bj The notion of a system of equations and some basic tools for solving systems remain
important, but technique - for dealing with complex cases seem of little importance.

The reasoning used in formulating such proposals for a change in algebra curricula is
deceptively simple and plausible. Who could dispute the principle that stude:  hould :sarn that
which they can do more efficiently than machines and that which will ensvre th. intelligent use of
computers 4s algebra aids? The general strategy of reducing technical complexity in the asks set for
students seems to be a Inzical consequence. Unfortunately, the implementation of this strategy sdrs
up a cloud of doubts and unanswered questions.

The major issue is to decide how much skl is encugh. The complexity of structurally similar
algebraic tasks can be meacured on ¢ continuum of difficulty. For instance, each of the following
exprlx-;ssifonks1 l<l:an be factored by the si e general procedure, but the problems demar.  .ery cifferent
levels of skill:

X2+5x+6=(x+3) (x+2)
9x2 +12x + 4 = (3x +2) $3x+2)
a6x2 + 2V5a3b2x + 5b4 = (a3x + V5b2) (adx + V5b2)

tn
lx 0
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Pessimists might argue that students are currently achieving only the simplest levels of skil! -- |
impuying that no change would result from the proposed reductions in curricular complexuty. |
However, there is a more serious question raised by these who cortend that students gan i
understanding and proficiency only by applying basic skills in more complex settings. The 1ssue
has a parallel in debates about the role of multidigit multiplication or division problems 1n fixing
basic arithmetic skills and the understanding of algorithms. Research offers no clear guidance on
that long-standing question, much less on the analog in algebra. It is one of the fundamuntal
uestions raised by the mechanization of any procedure and merits careful study.

The second family or questions raised by nroposals to delete or diminish attention to selected
topics in high school algebra concern the roles of algebra in other branches of mathemancs. If
algebra students do not ‘earn how to multiply binomials like (a + b)(c + d) in early work, will they
be stymied when faced with the complex number product (a + bi)(c + di)? If students are not
proficient in work with factoring polynomials or combining rational expressions, how will they deai
with calculus tasks like

lim x2-5x+6
x->3
£2-9

or partial fraction expansions? Many of the problems in analytic geometry and trigonometry also
require student facility with algebraic forms and manipulations. The discrete mathematics used
extensively in computer problem-solving methods also uses algebraic manipulation extensively.
Each of these potential prerequisite problems must be analyzed carefully prior to a change 1n algebra
-- a fundamental part of the mathematics curriculum network. It is not, however, defensible to look
at the varied uses of algebra clsewhere in mathematics and dismiss possibilities for change. Those
other areas will be changing to. The muMath programs can verify trigonometric identities,
calculate limits, and perform indefinite integration for which partial fraction methods are commonly
used.

A third challenge facing proposals to "simplify” the demands of school algebra is the general
concern that the study of mathematics is weakened by simplification. Mathematics teachers often
argue that algebra develops habits of pr>civion and accuracy in student reasoning and specification
of answers and that it encourages ability 1 abstract reasoning. The natural inference is that if
computers do all the harder prol:'ems, many important benefits of such work will be lost to
studeats. Here again, there is little research evidence to support the cententions of “common
wisdom" in mathematics teaching. One might argue that in learning to communicate with
computers, algebra students will gain very powerful lessons about the need for the precise
expression of ideas and, further, that the comparison of results from numerical and symbolic
computer solution methods offers a deep insight into the question of accuracy for answers.

The questioning of "weakened standards” in algebra probably also expresses a more general
concern for the intellectual demands of schooling. Such concern implies that schools have umiform
expectations of all students and, furthermore, that anything hard is good. Asa counter to this
reasoning, one might ask why agriculture, business, and industry do not reject frequent
introductions of new intelligent and powerful equipment, or why nearly everyone has readily
accepted hand calculators for arithmetic?

The preceding proposals of topics to be deleted or given reduc. ., attention in high school
algebra will certainly provoke vigorous dissent from all corners of the matheratical commn - .
One factor in that dissent is a very reasonable concern that overreliance on the aid of computers wiil
leave students shortchanged in the knowledge of algeb:aic methods and their uses for solving
problems. However, debate over the inclusion or emphasis of specific topics is itself shortsighted
in a way that has been typical of each area of human activity to which new tecnnology has been
applied. The technology has first been used to execute conventional procedures more swiftly and
accurately - simulating the behavior of hurr in workers. Only later have people seen the potental
for exploiting the special strengths of technology to accomplish tasks in entirely new ways.

When mathematics teachers first look at computers as factors in the curriculum, they see
potential for a timless, patient drillmaster. When they first write programs to heln the solution or
systems of linear equations or linear programs, they expeut students to understand fully the
algorithm implemented in order to enter data, to choose pivots, and to inte1pret the solution matnix
properly. Watching a demonstration of the muMath SOLVE instruction, they criticize ns "black

r
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box" appearance, as\uny instead for a routine that requires student choice of each step in the
solution process (a mode which muMath does offer). This approach to technology use misses
striking opportunities that appear when fundamental assumptions are challenged. The more radicai
changes suggested by such analysis fall into two broad categories new approaches to sequence
and new content themes in the algebra curriculum.

New sequences for algebra topics. Over the past decade, schools have devoted gieat energy
the specification of carefully sequenced curricula in all subjects areas. The plans very often consist
of detailed performance objectives carefully arranged in hierarchies of logical and psychological
dependence outlining the optimal path for development of ..nowledge in the mind of each student.
Few subjects seem better suited to this type of analysis than mathematics. Thus, despite evidence in
every teacher’s experience that students lecain and forget incomplete pieces of the whole
mathematical fabric, secondary mathematics course. sequences and individual topics are analyzed
with care appropriate to a building that would collapse upon the removal of a single brick.

The fundamental assumption behind design of curricular sequences in mathematc: -- especially
algebra -- is the belief that complex ideas and skills must be acquired through a process starting with
simple building blocks. For mos* tcachers there is no question that technical skills must be
mastered berore applications and problem sol+  _an be tackled. The capabilities of current and
projected computing technology challenge tl... _.umption and open ver, different possibilities for
curriculum sequence in algebra. With the aid o1 computers that perform algorithmic manipulations,
the conventional order and prionity of topics could be inverted. The algebra experience could begin
with, and focus on, the processes of expressing and interpreting quantitative relations in symbolic
(and graphic) form, with far less attention paid to the techniques of symbol manipulation.

Since the technology that makes such alternative curricula possible has appeared very recently,
there are no exiswnce proofs for the efficacy of radical new algebra sequences. What seems
possible and worth a try is something iike the following approach, illustraied with a conventional
topic, quadratic equations:

Stage 1: Where do quadratic equations arise?
+ Scientific principles like projectile motion
 Nonlinear revenue, profit, demand, or cost functions
+ Fitting rules to curvilinear data

Stage 2: How does on~ solve an equation like ax? + bx + ¢ = 0?
* Guess-and-test successive approximation
* By hand to illustrate ideas of solution possibilities
* By graph
* By computer for refined search
» Formal solution by computer
» TK!Solver
* muMath

Stage 3: Formal analysis of solutions to the quadratic.
* Number and type of possible roots
* Relations of coefficients and roots
* Formal manipulations, including factoring and quadratic

This inverted order of approach to algebra (a similar sequence could be used for other types of
equations) offers several attractive advantages. It begins with problem situations for which algebra
is useful, thus offering the best possible motivation. It allows students o get answers to the
problem questions quickly, without extended side trips to learn technique. It allows the natural
selection of those students with aptitude and interest in formal algebra. since those facets of he
subject can now be reasonably delayed. No longer must all students struggle through years of
preparation for a promise of applications in the future. Further, students who proceed far into
algebra should gain valuable new kinds of insight. Finally, it emphasizes a very powerful, yet
simple, equation-solving strategy -- successive approximation. Whereas millions of students now

~
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spend long hours mastering complex formal methods, only to forget them soon after the end of
instruction, it is unlikely t+  will forget "guess and test,"” which, with computing capabilities
available, is very efficient. It can even be argued that in working with comp tters the most
important human contribution is to subject machine results to informal tests uf reasonableness.

Implicit in forecast changes for the sequencing of algebra topics are important new content
themes. Courses that stress computing and applied problem solving would probably place
increased stress on conceptual understanding - the ability to plan and interpret algebraic operatuns
-~ with less attention paid to manipulative speed and accuracy. The new algebra course should
probably give increased attention to a number of other important ideas.

Proportional reasoning and functions. The most common applications of mathemaucs in
practical and scientific problem solving usually require an understanding of ratio, proportion, and
scaling in order to mode! situations embodying direct and inv.rse variation. The generalization of
simple variation to the concept of function has long played a key unifying role in mathematics and
its applications. For more than 60 years, curriculum advisory groups have recommended that an
emphasis be placed on the idea of function. However, today's typical secondary school curricula
pay little attention to functions until a senior precalculus course. Computers offer tools that make a
function-oriented curriculum possible.

Consider contrasting approaches to an appealing topic -- the description of projectile motion.
The conventional algebra course focuses on a single question type. Find x, satisfying given
conditions. For instance, find x so that

-16x2+ 64x+80=0

the time when the projectile reaches ground level. The emphasis in algebra is on the manipulatve
techniques required to find x = 5. Approaching the same situation from a functional pownt of . 1ew,
one asks a much richer collection of interesting questions:

If h(x) = -16x% + 64x + 80 gives the height at time x,

* What is the height for x = 0 and other values of x?
+ What is the maximum value of h?

» What is the rate of change inh whenx =1, 2,...?
* When is h increasing? decreasing?

These important questions have commonly been forestalled until late in student’s mathematcal
experience bzcause the techniques required to calculate answers have also required long, patient
instruction and practice. But computer software tools now widely available have changed these
boundary conditions. As demonstrated earlier in this chapter, a short computer program will yield
an extensive table of x, h(x) values. The inspection of such a table gives practically useful answers
to many of the basic questions posed. Computer graphic routizies provide powerful visual insight
into the same tiae/height ;~2stons. Further, with compute: help and curve-fitting ideas explained,
it is possible to deal with m ich more complex (and accurate) models for phenomena line these. We
need not limit considerations to low degree polynomials with z2ir obviously unrealiscc
assumptions like fall occurring in a vacuum. Thus, finally, it seems fe.sible to implement an
algebra curriculwa in which the central ideas are functions and graphs.

Integrated algebra, geometry, and analysis. Conventional mathematiss courses provide
students with learning tasks and application problems conveniently, ye: artificially, sorted into
carefully sequenced compartments and hierarchies. The special abilicy of computers to prod. ce
dynamic graphic displays of quantitative relations enriches :he study and meaning of algebraic
ideas. It also argues for coordinated consideration of topics from algebra, geometry, « d andlysis,
and an effective attack on realistic problems that involve questions from all three topic areas
simultaneously. One of the strongest barriers to integrating these subjects -- the ured to deveivp
prerequisite technical m.achinery -- will be greatly diminished by technology. This effect can also
facilitate closer coordination of mathematics and science instruction.
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Approximate computation. One of the marvelous benefits of access to calculators or computers
is the effortless performance of tedious a.ithmetic. But intelligent use of this power requires
awareness of risks. For instance, given measurt..ments of a cylinder that are accurate to one decimal
place -- radius = 3.2 cm and height = 6.7 cm -- t  calculator will suggest volume = 215.5383887
cm?3, with implied accuracy far beyond reason. Fu. “er, in a long string of arithmetic operations,
truncation and round-off errors can be very serious. Students being prepared for life in a
calculator/computer age must certainly develop critical awareness of issues in approximate
computation as it is used in many computer procedures.

Algorithm analysis. To enlist the aid of computers in solving algebra problems, one must
invariably design or use an algorithm of some complexity. Understanding computers and their
capabilities/applications in mathematical prob'ems requires some understanding of algorithms, the
conditions for their use, and the types of results that can be produced. At a higher level, there is
reason to expect that student design or analysis of algorithms for specific algebraic processes will
yield a deep insight into the structure of those processes. At yet another level, some students will
profit from the comparison of algorithms that are designed for a common purpose. Questions of
efficiency, ease of compater implementation, and provable correctness are important considerations
in many situations.

Matrices and line.  algebra. The information-processing capabilities of modern computers
make large data bases and multivariate quantitative models feasible and increasingly common.
Many of the mathematical ideas used in this work are part of linear algebra and matrix theory. At an
elementary level, students can probably profit from introduction to linear programming, matrices,
and vectors. The importance of linear algebra throzghout more advanced mathematics has grown
immensely during the past several decades, offering opportunitie., tc extend and apply the basic
ideas in many directions.

Finite methods. Despite its in.pressive ability to deal with comp] :xi.y by very rapid
information processing, a digital computer is fundamentally a finite n.a.hine that operates on
discrete bits of information in discrete steps. The design of the machines and their program
software draws heavily on algebraic structural ideas from set theory, Boolean algebra, logic,
groups, rings, fields and lattices. Many important algorithms are basically sequential processes,
making mathematir.al induction a very important tool for verifying results. It seems likely that the
introduction of these concepts should begin in secondary schcol algebra.

None of the tupics discussed above are entirely new themes for secondary school algebra.
However, their emergenc: to center stage is a consequence of fundamertal changes in the role of
human intelligence in problem-solving activity. As procedural operations are increasingly
mechanized, there remains an important task of conceptualization and planning. Problems must st.l!
be identified and cast in mathematical form, the proper analyses must be structured and the results of
computer-assisted calculations must be properly tested and interpreted. To perform this
fundamental role, individuals must have a sound understanding of the scope and structure of
available mathematical methods. While this understanding has always been important, it seems fuu
to say that high school algebra instructio. has been so preoccupied with training students in
procedural skills that there was precious little time available for the broader conceptual goals.
Although some algel;ra teachers might see muMath or TK!Solver as threats to their livelihowd, the
effect of building a course to account for such technological aids is, instead, a revelation of the very
important instructional goals that have been neglected in the past. There remains a great deal of
algebra to be taught, but it is algebra of a different character than that of most high school courses.

A research-and-development agenda for high school algebra

In thinking about the implications of co.nputing for high school algebra curricula, the easiest
part of the task is assessing the technological possibilities and prospects. It seems clear that 1n the
very near future, the numerical and symbolic manipulative ,ioedures of elementary algebra wall be
available in easy-to-use software on machines of nearly hand-held convenience. The imaginable
curricular responses to this changing environment for caiculation in algebra range from a modest
de- emphasis of traditional skill development to a major re..ructuring of the entire secondary
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mathematics curriculum. Algebra courses could remain substantially as they are, with some of the
more complex computations left to cumnputers; or algebraic cuncepts could be woven together with
geometry, calculus, and applications to science in a program where the etnphasis is placed on the
modeling of situations and interpretation of the calculations accomplished almost entirely by
computer.

In the short run, decisions about possible curricular altern.tives will be based on the intuitive
judgements of experienced teachers and mathematicians. Chaage will probably be very modest.
However an intelligent assessment of the opportunities available from nore radical alternatives will
require the following analysis, research, and curriculum development ,tudies:

1. Analysis of the algebraic skills and understanding used in applicctic:ns to assess the possible
effects of curricula that do less skill development or prepare -vdents with skalls at a late  * an usual
rime. The analysis presented in this chapter has stressed the ..apact of computers that s....
equations or graph functions. However, there are countles- *laces where a facility with algebrac
manipulation might be a _ritical prerequisite to theoretica, w..derstanding. For instance,
combinatorial problems involving

N
(%)

are frequently aided in crucial ways by the algebraic rearrangement of

n!

-k k!

".. Basic research to test the hypothesis that skills must be acquired before conceptual
understanding or problem solving can proceed. Similar basic studies should be done on the
learning of fundamcntal algebraic cor.epts like variable, functions, and proportion.

Computer graphics and symbol nanipulation utilities must be studied to determine the ways
that students cz:: learn to manipulate those tools intelligently. For instance, a function- graphing
program is helpful only if the users can effec” ely scale their problem for entry into the maciine or
can correctly interpret the distortive effects of an automatic-scaling program. Although muMath
offers a powerful aid in the manipulation of algebraic expressions, we need studies that will
determine effective ways to make students aware cf the meaning and usefulness of equivalent
mathematical forms for expressions.

The discussions of this chapter have assumed that students can deal comfortably with
variables. There is striking evidence from recent research (Lochhead 1983) suggesting that this
conceptual understar ling comes very slowly. Com.outer experience might help this development,
but careful analysis and research are required in this critical area.

3. Development and field testing of model curriculc embodying the foliowing themes.

a) Careful treatment of concepts and problem solving with variables, equations, and
inequalities prior to skill training -- using computers to produce "answers" to
technical questions

b)  .ntelligent use of successive approximation by graph or tables of function values to
find rocts of equations (There is evidence that students, if not carefully taught, can
begin using the approximation methods as mechanically as symbol manipulation
methods like factoring.)

c) Functions and graphs as the central ideas of algebra

d)  Integration of ideas from algebra, geometry, and calculus in a way that makes them
accessible to younger than normal students

e) Attention to matrix ideas

f) Algorithmic approaches to basic algeb-a topics

g)  Creative approaches to algebraic structure
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In each of these seven individual explorations of possibilities, there should be an attempt to show
the best contribution of computing imaginable, not limited by immediate practical concerns of
getting the technology into schools on an everyday basis.

r~
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THE IMPACT OF COMPUTING TECHNOLOGY
ON SCHOOL MATHEMATICS
REPORT OF A MARCH 1984 NCTM CONFERENCE

(Reprinted with permission from the National Council of Teachers of Mathemarics. 1906
Association Drive, Reston, VA 22091.)

One of the critical problems facing mathematics education today is the need for curricula and
instructional methods to respond to the influence that computing technology is having on
mathematics and its teaching. Numerous conferences, reports, and projects have {ocused on
different aspects of the effect of emerging technology on mathematics curricula and instruction. Fur
example, the Conference Board of the Mathematical Sciences produced a set of guidelines that
identified fundamental topics in K-12 mathematics (CBMS 1983), and an NSF-sponsored
conference at the University of Maryland resulted in a document that provided insight into the effect
of the computer on subjects in the traditional secondary mathematics curriculum (Fey 1984).

NCTM has made many efforts to provide leadership as decisions about the impact of
computing technology on mathematics education are made. In 1981 its Board of Directors
established the Technology Advisory Committee, which has subsequently engaged in several
prjects and activities that serve members in the area of technology and which advises the Board on
matters relating to technoiogy and mathematics education. NCTM sponsors 4 continuing series of
seminars for K-12 mathematics teachers on the uses of computers in mathematics instruction and
has for a long time devoted program slots at regional and national meetings to issues associated with
the impact of technology on mathematics educaticn. The publications of NCTM, including the
journals and the 1984 Yearbook, reflect the contiriuing concern of the organization with this issue.

In an effort to continue its leadership role, NCTM and the Center for Mathematics Education of
the University of Maryland, with financial support provided by the National Science Foundation,
sponsored a conference at NCTM headquarters during March 1984 to consider "The Impact of
Computing on School Mathematics.” Participants represented a number of interested
constituencies: government funding agencies, commercial publishers of mathematics materials, the
standardized testing industry, matheroatics teacher educators, mathematicians, computer scientists,
elementary, middle, and secondary mathematics teachers, and district-and state-level mathematics
supervisors. Participants were asked to respond to a series of questions related to the impact of
computing technology on the mathematics curriculum, mathematics instruction, and mathematics
teacher education, and to formulated general recr..nmendations in each of these areas. The
conference produceq the recommendations herein -- each ga_ning broad, if not unanimous, support.

RECOMMENDATIONS ON CURRICULUM, INSTRUCION, AND TEACHER EDUCATION

Prologue

Applications of calculators, computers, and other electronic information technology are
reshaping the fundamental methods of doing and teaching mathematics. When used as tools for
arithmetic and for the analysis of graphic or symbolic data, calculators and computers offer
powerful new approaches to familiar problems and access to entirely new branches of mathematics.
Applications of these same capabilities to instruction are bringing major changes to mathematics
classrooms and the roles of mathematics teachers.

The major influence of technology on mathematics education is its potential to shift the focus of
instruction from an emphasis on manipulative skills to an emphasis on developing concepts,
relationships, structures, and problem-solving skills. Traditional precollege mathematics curricula
have stressed the development of a variety of mechanical pmcedures, including the computational
algorithins of arithmetic and the transformation of symbolic expressions in algebra, trigonometry,
and analysis. The use of calculators and computers as standard tools in quantitative
problem-solving situations, however, has diminished the value of human proficiency in the
execution of such procedures. Much of the instructional time currently devoted to acquiring
proficiency with paper-and-pencil algorithms should be reallocated to support a range of new or
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previdusly neglected topics that have a valid place in the K- 12 mathematics curriculum. Moreover,
teacher education programs must be modified to reiiect these changes in school mathematics content
and to model the delivery of instruction through appropriate applications of technology.

The proposals that follow are intended as guidelines for selecting the content of precollege
mathematics curricula, for teaching that content in a manner that takes advantage of emerging
technology, and for designing teacher education programs that recognize the changing curricula:
patterns and instructional roles for teachers. The proposals are based on five fundamental
assumptions:

1. Coordinated change can take place simultaneously at all levels of mathematics
instruction.

2. All students and teachers will have access to calculators and computers for the study of
mathematics, in the classroom and at home.

3. All students will experience appropriate application of computers in the study of each
school discipline.

4. Statefprovincial, district, and local mathematics curriculum guidelines and criteria for
mathematics textbook adoption will be rewritten to reflect the changing priorities of
school mathematics.

5. The publishers of standardized texts and instructiosial materials will
(a) immediately begin developing products that are consistent with the changing
objectives of precollege mathematics;
(b)  conunue support for that development on a schedule that facilitates the
implercntation of proposed curricular changes.

TECHNOLOGY AND THE MATHEMATICS CURRICULUM

Today, the computational skil : of arithmetic, algebra, geometry, trigonc-netry, and calculus
dominate the K- 12 mathematics curriculum. The content and sequences of courses are planned
carefully so that students acquire intricate hierarchies of prerequisite skills for each major
computational algorithm. Although these well-known mathematical procedures originated as
essential aids to efficient problem solving, most of the algorithms of school mathematics have now
been programmed for rapid execution by calculators and computers.

Tc do arithmetic today, me~tal operations are best for obtaining quick approximations;
calculators are the tools of choice for one-time computations; and computers are most appropriate
for repetitive calculations. In algebra, trigonometry, and calculus, computers can execute the
numerical and symbolic manipulative procedures that students spend countless hours mastering.

As a consequence of this changing environment for mathematical work, the curriculum in
grades K-12 needs careful reassessment and revision. Classroom teachers, mathematics
supervisors, members of state departments/provincial ministries of education, authors and
pubiishers of textbooks, developers of standardized tests, and other curriculum developers must
consider the following recommendations and the questions they raise.

Elementary School Level

The elementary school mathematics curriculum has traditionally focused on developing
students’ skills in computing with whole numbers, fractions, decimals, and percents. Since
computers and calculators can perform such operations more quickly and accurately than can
usually be done otherwise, the traditional goals of elementary school mathematic: must be
reexamined and the predominance of computation-related objectives must be reassessed.
Curriculu:n developers are urged to consider the following recommendations that suggest a
broadened view of mathematics appropriate for grades K-4.

4
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 Calculators should routinely be available to students in all activities associated with
mathematics learning, including testing. Students should be taught to distinguish
situations in which calculators are appropriate aids to computatior: from situations in
‘ which mental operations or paper-and-pencil computations are more appropriate.

» Emphasis should continue to be placed on students’ knowledge of basiu facts required
for proficient mental arithmetic and estimation. However, significant portions ¢*
elementary curnicula devoted to algorithms for multiple-digit calculations can be
eliminated.

* Instruction must shift to emphasize the meaning of arithmetic operations. Such
understanding is essential for problem solving.

* Experience with physicai manipulatives and other concrete representations of concepts
must continue ¢ be an important phase of learning mathematical ideas. Because of the
increased instructional emphasis on meaning and understanding, this activity must not
be overlooked as the curriculum evolves to take advantage of computers an " calculators
for instruction.

* Because computers and calculators can be used effectively in teaching mathematical
concepts, no a priori assumptions should be made about the appropriateness of any
given mathematical topic for elementary students. For instance, decimals, negative
numbers, and scientific notation appear naturally when using calculators and can be
taught as they arise. Computers facilitate an early introduction to geometric concepts
such as transformations, congruence, and vectors; statistical concepts such as
randomness; and algebraic concepts such as variable and function.

 Preprogramming activities and simple computer programming in Logo or BASIC can
be done by students as early as the kindergarten level to convey both mawnematical and
@ computer concepts. Computer literacy should come as = natura! by-product of such
experiences rather than as a special addition to the elementary school curriculum.

Middle Schooi Level

The mathematics curriculum for the middle school (grades 5-8) must take into account
incoming students’ knowledge of new topics such as computing, their understanding of topics
formerly reserved for the middle grades, and their more limited skills in topics such as arithmetic
algorithms. In addition to building on the changes proposed for the elementary grades,
curriculum developers for the middle grades should consider the following specific
recommendations.

* Mathcmatics in the middle grades should emphasize the development of "number
se 2" -- the intuitive feeling for the relative s:zes of numbers that is essential in skillful
e. .mation, approximation, mental ar (hmetic, and the interpretation of results for
reasonableness.

* Some portion of instructional time should be given to the study of discrete mathematics,
including counting, graph theory, probability, and logic, which is important and
appropriate for the middle grades.

* Calculators and computers can be used to ieach iterative procedu:. s for solving
significant probiems before traditional formal methods are presented. Such experiences
should be part of the middle school mathematics curriculum.

z
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* An introduction to statistics should include extensive gathering, organization, and
presentation of data. Important concepts can be developed in the context of real data
sets whose manipulation and examination is aided by computer analysis and graphing

software. Q

+ Middle school mathematics programs shouid take advantage of the visual display
capabilities of computer graphics that support and underscore the importance of
informal geometry objectives. Transformations, mensuration formulas, and spatial
visualization can be vividly illustrated by using computer graphics.

 Tncreased emphasis should be placed on such nontraditional methods of problem
solving as organized lists, guess and check, geometrical sketches, and successive
approximations, all of which are made feasible by calculators and computers.

» Computer programming experiences that introduce the concepts of variable and
function should be provided. These experiences should help prepare students for the
study of algebra.

* By the end of grade 6, students should be able to write simiple computer programs that
require looping and branching concepts. The emphasis in such programming activities
should be on problems that convey significant mathematical ideas.

Senior High School Level

Developers of senior high school mathematics curricula must consider both t:-e changing
preparation of their entering students and the changing college and work environ.nents their
graduates will enter. The follewing recommendations are sugge.ted as guideline.s for the @
curricular evolution that must occur if high school mathematics programs are to reflect
appropriately the influence of echnology on mathematics and its teaching.

 The selection and sequencing of high school mathematics for college-bourd students
should no longer be governed solely by preparutios: foi calculus. The most important
mathematics for many students will consist of topics from discrete mathematics and
statistics. High school programs must reflect these goals in their content and priorities.

+ Computing is changing calculus and its traditional prerequisite subjects. Computer
symbolic systems, graphics, and numerical analysis software make student mastery of
manipulative procedures less important and, at the same time, offer dynamic tools for
the illustration of fundamental concepts and processes. Such changes should be
considered as the influence of calculus on high school mathematics is assessed.

*  The content priorities and approaches to topics in high school geometry shoald be
reconsidered in light of computer graphics and their applications. The geometry of
three-dimensional space, trigonometry, vectors, coordinates, and transformations are
all mz;fc more accessible with computer assistance through visual displays and complex
calculations.

*  The skill objectives of algebra must be reassessed to identify th se procedures more
easily done by comruter (e.g., combination of expressions or solution of equations) or
calculator (e.g., values of trigonometric functions, logarithms, or exponentials). The
properties of elementary functions are still important for quantitative relationships, but
p.oficiency in many familiar computational processes is of little value.

¢
t. )

C23 Notebook « 4.7.6 (b) Readings + Page 4




» In many topics of high school mathematics, computers and calculators can be used to
discover and test principles and methods. For example, concepts and theorems can be
illustrated numerically and graphically to develop sound understanding before formal
proof is attempted.

+ For high school students with limited ability or intercst in mathematics, technology
offers an npportunity to enrich curricula with realistic problem-solving situations
without insisting on a mastery of skill nrerequisites. For example, these students can
conrentrate on the skills needed to collect, organize, and interpret mathematical
information, skills appropriate for estimation and approximation, yroblem .olving
strategirs, data analysis methods, and reasoned evaluation of results.

TECHNOLOGY AND MATHEMATICS INSTRUCTION

The impressive capabilities of emerging technologies promise major changes in the
organization of mathe maiics instruction and in the roles of students and teachers. Computers
offer a dynamic elertronic chalkboard for the demonstration of mathematical ideas. As laboratory
tools, they assist in the exploration and discovery of concepts, the practice of skills, applied
prublem solving, and instruction by simulation. Computer-based evaluation and information
management provide further opportunities for ~hange in traditional teaching/learning patterns.

Although there may be risks associated with changing instructional patterns and teachers’ and
students’ roles, the potent_al for improved instruction in mathematics makes the search for ways
to reduce those risks worthwhile. If teachers and students are to exploit the potential of
technology to support instruction, they must become adept at the new roles described in the
recoimmmendations below.

1 One of the most immediawc consequences of the integration of technology into mathematics
instiuction is the increased need for teachers to make informed decisions about questions that
refate to certain aspects of the mathematics curriculum. The following recommendations focus on
these issues.

* Teachers must be able to make informed curricular decisions about the appropriate place
and strategy for using technology to enhance instruction.

* Teachers must learn how dynamic visual displays made possible by computers cai, aid
transition from concrete experience to abswaact mathematical ideas.

* Teachers must become adept at interpreting and elaborating computer-based evaluation
of student leaming and in using information management systems that organize
curriculum options and assessment data.

New roles for classroom teachers and students are also made possible by technological
enhancements of mathematics instruction. Among these roles are the followins:

* Teach rs must become effective catalysts for student-directed learning. They must be
able to pose stimulating probiems and to probe student understanding with questions
that begin "What would happen if. . .2"

< Teachers must serve as learning mode!s in attacking mathematical questions. They
must be comfortable assisting students in learning situations in which the topic being
studied or the resource employed is unfamiliar. Teachers must be prepared to say, "I
don't know yet," while they join students in exploration.

» Teachers must become facilitators of cooperative learning as students engage in realistic
learning projects that computers make attractive. Teachers and students must emulate
real problem solvers as they deal with problems of complexity, accur 1cy, and pr=cision
that occur in the collection and analysis of real data.
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+ For studeats, the greatest promise and challenge of technology in mathematics learnung
is the move toward more self-directed and self-monitored leaming. Students must
become adept at using computer-based instructional materials, matiematical tool
software, and personal programming skills to develop and practice the use of
mathematical concepts, principles, and problem-solving processes.

* Student-directed learning suggests that students may become dispersed throughout the
learning environment. Teachers must know how to maintain effective com mication
with and among learners and must recognize that individualized technology-¢nhanced
learning is not synonymous with independent study.

The fundamental therve that underlies recommended changes in patt s of mathematcs
instruction and in the roles of teachers and students is the emergence of a new relatiouship among
teachers, sturl nts, and the subject matter. The presence of computers and calculators in
demonstration, practice, problem solving, and evaluation creates a new classroom dynaric .n
which teachers and students are natural jarmers in the search for an understanding of
mathematical ideas and a solution of mathemarical problems.

TECHNOLOGY AND MATHEMATICS TEACHER EDUCATION

The recommendations in the previous sections of this repart suggest a new look to
mathematics classrooms, with concepts and problem solving the focus of curricula and teachers
joining their students as active parmers in learning. If these changes are to occ .1r, classroom
teachers must be the primary agents of change. Consequently, preservice and in-service
mathematics teacher education programs must be restructured to prepare teachers for their new
roles.

Computer education for tea_hers of mathematics requires understanding and skill in three
areas: (1) the uses of computers and calculators as problem-solving tools in mathemancs, (2) the
uses of computers for the presentation, evaluation, and management of instruction, and (3) the
concepts of computex literacy that contribute to, or depend on, the knowledge of mathematics.
The breadth and depth of appropriate computer education will vary with the teacher’s grade level
and subject specialization. The following recommendations provide guidelines to the content and
form of preservice and in-sevice experiences suitable for elementary, middle, and senior high
school mathematics teachers.

Mathematics content and methods courses in teacher education programs must be examined
and restructured to give more attention to priority content areas and to make calculator and
computer use an integral part of all such courses. In particular, the following recommendations

apply:

*  Students preparing to teach at the elementary level must complete the mathematics
requirements outlined in the Guidelines for the Preparation of Teachers of Mathemancs
(NCTM 1981), with special emphasis on estimation, approximation, mental arithmetic,
data organization and analysis, informal geometry (using a variety of approaches to the
subject that reflect its visual nature such as transformations, vectors, and coordinates),
probability concepts, and measurement concepts.

+  Computer literacy and programming concepts needed by elementary teachers should be
acquired through experience in the mathematics content and methods courses.
Consequently, teachers preparing to teach at this level need not be required to take a
formal computer science course, although a course focusing on computer applications
in education is recommended.
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+ Students preparing to teach at the middle school level should also complete the
mathematical requirement< outlined in the NCTM Guidelines for this level, with specicl
attention: to the priority topics recommended for elementary teachers and experienc.
with more advanced topics from algebra, analysis, statistics, and discrete mathematics.

»  Middle school mathematics teachers should complete 2 course un computer appli.ations
i ducation and & computer science course that focuses on problem solving and, more
s, 2cifically, on the nature of algoritimic thinking and the computer implementation of
problem solutions.

+ Students preparing to teach mathematics at the secondary level should complete the
mathematics major outlined in the NCTM Guidelines and woirsework in discrete
mathematics, probability and statistics (including explor.:ory data analysis), and
numerical analysis. All topics must be taught in ways that demonstrate appropriate
applications of computing to mathematics.

+ In addition to the computing courses recommended for middle school teachers,
secondary mathematics teachers should complete swudy that provides further experience
with structured programming, algorithmic thinking, mathematical modeling, and other
mathematics fundamental to computer science.

To provide teachers of mathematics with the knowledge and skills needed to use coraputers
and other technology effectively for instruction, prugrams of preservice and in-service educu..on
must include the following components:

* Level 1 (awareness). Through the use of computers, calculators, and other technology
as an integral part of the dchvcxy of instruction in mathematics, teachers must be
expos. 1 to a variety of app'ications that enhance their understanding of the potential of
these technologies. They must experience a range of hands-on activities and
explorations and see demonstrations of appropriate uses of technology in classrooms.

* Level 2 (interaction with prepared software). Teachers at this level mus be given
training in the selection and use of appropriate software to enhance instruction in
mathematics, and information should be given to them about sources of
mathematics-related software. They . ust develop, deliver, and evaluate lessons and
units that integrate existing software into mathematics instruction.

Level 3 (interaction with programming). Teachers should be given the opportunity to
engage in programming-related activities such as racing, debugging, or modifyiny,
existing programs, all of which can enhance mathematics learning. Such experiences
should focus on how programming ideas can be used to teach mathematical concepts,
not on developing the teacher's personal programming s. <lls.

The most important point in these recom.reendations for change in mathe matics teacher
education is the requirement that preservice anc in-service prograras must model the de. ired
changes. Teachers must experie.ce rathematics content and mwthods courses that emphasize
priority topics and 'hat present those topics using a variety of techniques that fully integrate
computers, calculators, and other information-processing technologies. The ralizatinn ¢ f this
goal will require commitment and cooperation among mathematics and teacher 2ducation tacalaes.
Institutions must commit needed resources for equipment and must support faculty study t.ne.

 Every institution should identify a computer resource teacher who can serve as a
technical advisor for all teachers ard a mathematics/computer resource teacher who can
provide leadership in helping teachers make appropriate use of computing devices in
mathematics instruction. Institutional support for training such individuals will be
needed.

[
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* Institutions must provi- : ongoing support mechanisms. Administrators 1nust be
educated about propo:  changes in mathematics content and the delivery of instruct an
and must be suppc™" = of changes. Initiative and achic 7ement must be recognize ’

¢ Colleges and universities should werk with local schonls aud dist=icts to devise creative
models for in-service programs to upgrade teachers' backgrounds and ways to provide
support for teachers as changes are implemented. Such programs must build in
mechanisms to inform teachers at upper levels about curricular aad instructio il
changes at lower levels and vice versa.

¢ Professional organizations such as NCTM must offer training workshops :0 prepare
teacher educators for leadership roles in effecting change. Funding agencie - must offer
suppaort for retraining activities.

Well-ecucated, committed teachers will t - the key to the successft! impiementadion of
curricular and instructional improvements. The computer education of preservice and in-service
teachers represents a critical investment necessary for change to occur.
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4.8
SESSION 8: PROJECT REPORTS AND
CLOSURE

4.8.1 Narrative Overview

The participants were told at the beginning of the inservice that they would be required to do an
individual or group yresentation during the last session. The main topi.s they could choose from
were:

1. What can you as an individual do to help integrate ccmputers into the matu curriculum that
you help provide? Include detailed examples of what you are doing and/or intend to do.

2. What are your math department's future plans for integrating computers into the
curriculum? Include a detailed discussion of current levels of implementation, the planning
that has occurred, and what your department exp=cts to accomplish in the next year or so.

In both cases participants were told not to focus on a lack of software and hardware. That is,
the focus was to be placed on what could be done with facilities that were available or which were
apt to be available. Both topics are a type of long-range planning. Vivian Johnson's Ph.D.
dissertation, which was an evaluation of some of the long term effects of the NSF inservices,
indicated that schools that had done long-range planning tended to make greater progress than thuse
lacking such plans.

When the NSF grant project was begun in 1985, the intent was to require that there be a school
administrator participant from each school having teacher participants. While this objective was
achieved during the first year of inservices, we were less successful during the second and third
year of the project. Thus, for example, during the second year we were replicating the math
inservice, and many of the ideas in this Notebook were being tried out for a second time. But we
were unable to get a strong commitment from the school administrators in the schools that wanted to
participate. We .iste _ gow a commitment that the administrators would attend the last session ané
at least one other session.

Tt is important for inservice providers to be aware that oftsn there is substantial difference
between what we "know" are the right things to do to help in:rease the effectiveness of an
inservice, and what we are actually able to do. We decided .. wvas better to have a low level of
administrator participation, and have a goodly number of teacher part*~ipants, than to have only
very few teacher participants. (That is, if we had attempted to .iick to an absolute requirement of
full administrator participation, nany teachers would not have been able to participate because their
school administrators were unwilling to make the necessary commitmer ¢ tc participate.)

One major purpose of this last sessicn is to get participants to verbally commit themselves 1o a
plan of acticn for the future in their particular department cr school. It is felt that participants who
tell their peers about things they intend to do are more apt to do them. The last sessica also is
designed to bring a sense of closure to the inservice series. Thus, time should be provided for a
final summary, discussion, follow-up opportunities, etc.

Finally, time needs to * rrovided for a short evaluation session. More formative and
summative evaluation data 1. s be gathered.

c 4
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There are many other possible topics for projects that participants mught work on for a number
of weeks and then present at a final session. Many inservices have participants work on curnculum
development projects centered around a particular piece of software. For example, the parncipant
might pick a graphics program and develop several lesson plans making use of the software. These
lesson plans might be tried out in the classroom. Then the final project would be a detailed wnteup
of the lesson plans and a discussion of how well they worked in the classroom. Such lesson plans
are shared among the participants.

Educational change is a slow and difficult process. Participants in the NSF inservices tended
to be well qualifid, highly motivated teachers. Some had substantial previous computer inservice
training while others had none. Each teacher seems to have his or her own threshold of inservice
training and computer experience that is needed before feeling comfortable in beginning to make
significant use of computers in the classroom. The final session should be designed to encourage
participants to continue to build on the knowledge and experience gained during the inservice. One
measure of success of the inservice is the level of immediate and continued computer ..pplicaton in
the classroom. But a second measure is whether participants continue  leamn and grow in the
computer education field. Even if they only make the most mundane minimal use of computers
during and immediately after the inservice, have they acyuired foundauonal knowledge, skills, and
positive attitudes that lead to continued growth? If the answer is yes, the inservice should be
considered to be quite successful.
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INSTRUMENTS AND
EVALUATION

5.1
Evaluation Overview

Rational for Evaluating Inservice Programs )

The planned outcome of many inservice programs is a set of changes in attitude or behavior.
While formal evaluation provides staff developers witl: a useful o0l in planning, designing,
developing, and implementing of staff inservice, “systematic evaluation of inservice programs is
the exception rather than the rule” (Gall & Renchler, 1985, p. 28.). The literature survey conducted
by Vivian Johnson (1988) for her Ph.D. dissertation indicated that very few inservice projects are
adequately evaluated either while they are being conducted or after they have been conducted. That
is, very few inservice facilitaiors gather data that could be used to judge the effectiveness of their
work.

There is a substantial literature on effective inservice practices. In addition to Johnson (1988),
a good starting point for the novice student of this field is Wade's (1984-85) meta-analysis of 91
inservice studies. There is a very substantial bibliography in Joyce and Showers (1988). A
number of effective practices identified by Stecher and R. Solcrzano (1987) are listed in Table 1
given on the next page.

Evaluation studies provide staff development personal with a mechanisz~ for judging the
effectiveness of a program. The evaluation processes is divided into two comnponents: formative
and summative. A key point to remember is that the development of formaiive and summative
evaluation plans should always occur in conjunction with the planning, design and _evelopment of
inservice programs.

Formative evaluation concentrates on measuring the immediate success of the program. It
begins with a needs assessment. Then as the project continues, it provides feedback for the
improvernent and development of the ongoing activives. Goals of a formative evaluation include.

! Developing a permanent record of conditions prior to :aservice. (This use also needed for
suramative evaluation, since it provides a baseline for mes.uring change.)

2. Determnning staff development required for improvement of the school, curriculum, etc.
3. Ensuring the inservice program is implemented as effectively as possible.
4. Identifying unanticipated outcomes.

Ci Gie objectives listed, developing a record of pre inservice conditions is typically eliminated
from evaluation plans. This occurs because plans for formative evaluation are neglected until
inservice is about to be implemented or is in progress. But without a record describing the pre
inservice conditions, it is d’fficult to determine the type or degree of change that occurs during and
following an inservice. This impacts judging the overall effectiveness of a program (summat_ /e

evalration), especially when the expected outcomes of an inservice are changes in participant
attitudes, behaviors or values. .

.ll
I
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While formative e.aluation is valuable, it provides little insight about the factors that affect
institutionalization - that is, long term acceptance and imp’ zmentation - of a change (Fullan, 1982).
To determine the long term changes that are mainwined fol.owing inservice requires summative
evaluation. Summative evaluation is also used for accountability, certification, selection or
continuation of an established program. It concentrates on measuring the residual effect of the
program over time (6-12 month. or more after the project has ended). Unfortunately, summative
evaluation is typically neglected.

Table 1: Effective Cemputer Inservice Practices

[y

Extensive practice with computers.

Ccmfortable and relaxed atmosphere.

Appropriate balance between lecture and guided practice.
Individual attention.

Knowledgeable trainers.

Detailed curriculum guides and lesson plans.

Ciear and relevant objectives.

Lesson-related materials and handouts.

N AT I T R

Inservice lessons linked to instruction.

[oy
34

Peer interaction.

fam—y
[—

. Voluntary participation.
12. Strategies for teaching heterogeneous classes.
The content of this table is from. “Charax teristics of effective computer in-service programs. ' by

B.M. Steclier and R. Solorzano, 1987, Pasadena, CA: Educatunal Testing Service. Copyright
1987 by Educational Testing Service.

Why stould you interested in the residual effect? After all, formative evaluation can be
designed to measure specific content, skills, or instructional strategies learned by pardcipants during
the inservice. B it unforanately, research indicates that knowledge, behaviors, anc skills acquired
during inservia are seléom transferred to classroom situations. The problem is that without
examining the residual effect over time (longitudinal formative or summative) you are unable to
determine the overall effectiveness of your inservice program.

A major goa, in summative evaluation is to produce accurate descriptions of the program along
with measures of its effects (i.e., changes in participant attitude or behavior). These descriptic...
are valuable for a number of reasc. s. Typically the program description includes estimaticns ot
program cost and helps decision makers deteriaine if the program is worth continuing based o.. its
costs. Program descriptiur cau 2ls0 serve as planning documents for people wanting to duplicate
the program or adapt it to anothez setting. Program descriptions also document where you started
from, your current state, and where you want to or plan to go. Includir.g descriptions of where you

plan o go ties summative valuation to the first siage of formasive evaluation, the needs assessment
process. . AN

L}
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A final and neglected use of evaluation is for improving recycling of inservice programs.
Many inservice providers present their inservices several times per year over a period of years.
Keeping track of what presentations gu well, what software is useful and the needs of those in the
workshop make it easier to improve the next cycle.

Stecher and Soloizano (1987) identify two problems that result from the lack of evaluation
research. One, without evaluation research it becumes difficult to judge the relative merits of
inservice programs (summative evaluation). Two, without evaluation research, developers have
little data to guide them ir developing new programs and improving existing ones (formative
evaluation).

Planning for evaluation encourages developers to operationalize the goals, objecdves, and
outcomes of an inservice program. The process of operationalizing encourages developers to divide
the change into smaller pieces thus avoiding, the pitfall of trying to accomplish a «...plex change in
one step. Evaluation is a constant reminder ." ..t change is difficult, complex, and takes a long time.

Current State of Computer Inservice Evaluation

A review of the literature indicated the majority of computer relaied inservice is not evaluated.
When evaluation does occur, it is usually on a small scale and is "one shot,” taking place during or
within several days of the inservice. The most frequent evaluation goals are determining
modifications required for program i:nprovement, making quantitative judgments of whether .
inservice occurred, and validating that funds were spent on the development and/or initation of the
proposed program or course.

The two most frequently used criteria for measuring the quality of an inservice program are.

1. Changes in participant attitude toward computers.

2. Changes in participant computer literacy or knowledge/skills abc it particular aspects ot using
computers.

The selection of these criteria is based on the notion that as participants develop a higher level
of computer literacy and knowledge/skills, and positive attitudes toward computers, they will
increase their classroom use of computers. The limited research does not support this notion! This
is a ver, "mportant point. An inservice can be quite effective in increasing teacher knowledge and
skills in tne computer field, and have little irapact or the teacher's students.

Studies by Vockell & Rivers, 1979, Mitcheli, 1986, and Van Walleghem, 1986, suggest that
positive attitude toward computers and computer litera<y Joes not have much to do with classroomr
use of computers. The longitudinal follow-up completed b+ Vocke!! and Rivers (1979) indicated
that participants completing an introductory computer cc.  .ubsequently te: led not to use
computers in their ciassrooms. Subjects attributed their non use of computers to lack of access
rather than a lack of knowledge on how to use them.

Two studies addressed the relationship between changes in teachers’ willingz.ess to use
computers following inservice and actual classroom use of computers (Mitcheli, 1986, Van
Walleght m, 1986). These studies indicated that while teacher willingness to ase computers
increase 1 [ollowing inservice, this willingness did not correlate well with acti.al computer use 1n the
classroum.

Planning to evaluate a computer related inservice

The evaluation >f a computer related inservice should be designed to measure the extent that
inservice objectives were achieved, identify problems associa..J with implementing the inse-vice
objectives in the classroom, and measure the long term effect of inservice objecdves on student
achievement. The evaluation plan should contain two pha s, formative and summative, with
approximately equal amount of time and effort allocated to each.
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Summative evaluation should focus on:

1. Participant knowledge about computers. (Is there a change that can be attributed to the
inservice?)

ro

Participant attitude toward computers. (Is there a change that can be attributed to the
inservice?)

P8

Participant instructional and professional use of computers. (Is there a change that can be
attributed to the inservice?)

4. Changes in the instructional use of computers by the students of the inservice participant. (Is
there a change that can be artributed to the inservice?)

Pre and post questionnaires are effective instrume ats in measuring changes in participant
knowledge and attitude, but remember that increased willingness to use computers does not
correlate well with actual computer use in the classroom. If the goal of ycur inscrvice is to increase
classroom use of computers, your evaluation plan must use additior.al criieria besides changes in
participant knowledge and attitude.

Longitudinal evaluation is the only way to determine if sustained changes in c'assroom use of
computers have occurred following inservice. The evaluation should use of a multi method
approach including both quantitative and qualitative measures. The multi method approach helps
expose he numerous factors (access to computers, lack of administrative support, teachers not
seeing 4 value in the innvvation, etc.) that inhibit or prevent teachers willing to use computers from
actual'y doing so. M isuring changes in classroom use of computers requires base line data on
instructional use of  mputer use prior to the inservice. Changes in computer use that occur during
fomunative evaluation are insufficient to judge the extent of computer implementation in the
classroom. It is necessary to use longitudinal, summative evaluation techniques to see if gains
made during a.. .nservice program are sustained.

Summative evaluation also serves other purposes. Plans for longitucinal evaluation are
evidence of an institution’s long term commitment to implementation of the \.u.ovation (it simply is
not going to fade away). Identification of factors that impact on the residual effect of inservice can
facilitate making changes in the culture “nd organization of the school necessary to maintain ¢* .
innovation. Fullan and Pomfret (1977) selieve the main problem in implementing curriculum
innovations is "that curriculum change usually necessitates certain organizational char.ges,
particularly cZ.anges in roles and role relationships of those organizational members ..i0st directly
involved in putting the innovation into practice (p. 337). ... Often the organizational (role
reiationship) change aspects of curriculum projects are left implicit in the plans (p. 337,."
Longitudinal evaluation makes explicit the organizational and cultural changes that i....t 0cCu for
computers to become an everyday instructional tool. Only when these chenges are m...c explicit
can they be addressed in an overall plan for staff development.

Selection of an «..lutor

In an ideal simation the use of an outside evaluatot to assist in the planning, design, and
development of an inservice program is highly recommend. This i, sspecially important if the
inservice developers have little experience with evaluation and/or if the inservice is 0 be presented
more than once. An evalvation expert can anticipate generic problems associated with the evaluation
process and help train inservice personal in the development of an evaluation plan.

An unfortunate reality is that many inservice projects may not have t1e resources to obtain the
services of an external evaluator. This places the evaluatic.. com.ponent in the han.is of inservice
developers. If inservice personal are unfamiliar with evalaation process, they should solicit as
much help as they can from experienced evaluators. It is recommended that the dratt evaluation
plan be submitted to0 an external evaluator for review and comment, even if the external evaluator
cannot participate in ihe development and implementation process. No matter who ends up
planning and ccnducting the evaluation, the process should occur in conjunction with the imtial
plamiiing stages of the inservice.

l"'
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Role of local evaluator k-

The primary role of the local evaluator is to gain consensus on the decision to evaluate
plan and implement the evaluation. When planning the evaluation, it is necessary to gain
administrative and participant support for the process. Typically this requires convincing people of
the value of evaluation and dispelling its negative image. A large body of research supports the
need for continuous evaluation of any change effort (the chang )rocess, models of effective staff
development, and innovation and implementation attempts).

Gaining administrative support is especially helpful, parucularly when additional resources are
required to conduct the evaluation. Participant support is critic*  and canno be taken for granted.
Prior to the inservice -- that is, during the needs assessment intcraction watl: potential participants
discuss the value of evaluation in helping to judge the reasonableness of inservice objectives, in
asscssing reasonable timelines for integrating computers in the classroom, for assessing the extent
of resuurces necessary for this change to occur, and for helping administrators keep in *ouch with
the actual realities of a classroom siriation. Remember that participai..s may be distrustful of the
evaluation process, so try to allay their fears. Creating an atmosphere conduciv .0 evaluation
should occur with , lanning what 0 evaluate.

Evaluation objectives ans topics

Inservice evaluation should add.ess the content of the inservice, the presentation of the material
{that is, the quality of work being done by the inservice facilitator), changes in the participants, and
impaci on the students of the participants. Impact on students is the most difficult to determine. It
should not be attempted on a formal level (summative evaluation) until a certain predetermined leve!
of classroom computer use is documented. That is, measuring the impact on students, of a
computer inse.vice for teachers, is a complex and demanding task. It requires careful collection of
baseline data (where the students are at the beginning with respect w the types c: changes being
fostered through the inservice).

Computer inservice is a new xrea. Little agreement exists among educational computer exper:s
as to the most appropriate scope and sequence for computer related inservice. The small body of
existing evaluation research is helpful in guiding the planning “nd design of computer inservice,
but there is a word of caution. Use the research as a guide, but also tailor the inservice content to
reflect the unique narure of your school district, and its long and short range computer goals.
Ideally, inservize would be closely tied to carefully developed plans for instructional use of
computers in schools that have been developed by the schools and districts of the educators who
will participate in the * service. The planning process is part of the needs assessment effort.

Formative evaluat.on occurs simultaneously with the initial needs assessment, the initial
planniag, and the actual conduct of the inservice. A growing body of literature on effective
inservice practices and effective computer inservic: practices is starting to surface (refer tr Tabie 1.
Inservice developers should use this limited research to guide their development of inservice
delivery systems. Practitioners can also help the field of educational computing by - aking
systematic studies of which techniques are the most effective and under what conditions.

Tabie 1 lists a number of possible areas for formative evaluation. That is, the inservice
facilitator may decide to implement a number of the «uggestions given in that table. Formative
evaluation can help the facilitator to determinie how vell such a decision is being implemented.

Formative evaluation prior to and during the inservice measures how well the content met the
current needs of participants. Longitudinal formative and summative evaluation determincs when
specific inservice programs are outdated and new ones need to be developed. It is important to
remember that the goals of computer education are changing. The direc.on and content of computer
related inservice will require careful monitoring to ensure it meets the needs of teachers, and is
continually updated to reflect changes in the field.

Determining the content of a computer inservice typically begins with a needs assessment. The
needs assessment process can be viewed as a special type of evaluation. The goal of needs
assessment is to describe what you want the final state to be, assess the current stawe, and determune
if their is a discrepancy between the two. If a discrepancy exists, intervention is necessary.
Inservice is a common component of the intervention process.

The introduction of any innovation requires an assessment of the staff skill level wath regards
to the innovation, staff attitude toward the innovation, ar * e characteristics of the school climate
that impact on implementation of an innovation.

€V emg
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A formal formative evaluation plan typically includes pre and post questionnaires to determine
participant knowledge and attitude. This approach is quick and cfficient but lacks descriptive detaul,
provides little evidence on participant computer skill level, and provide Little insight into the
problems teachers face when trying to use computers in the classroom. Com:bining questionnarres
with informal approaches results in a richer description and may identify unanticipat.d problems ur
concerns. Informal approaches include engaging staff in informal conversations and structured
interviews, attending staff meetings, and talking with administrators.

Assessment of participant initial skill level is both a delicate issue and difficu't. Most inservice
teachers object to the idea that they might bc given tests of their knowledge and skills in an ar_a
such as instructional use of computers. This suggests that instead one should use observational
techniques. These should include unobtrusive observation (w alk-bys of teacher classrooms, not 1g
who is using schoo! counputer facilities, sign out sheets for mobile computers, department requests
for software and hardware) and obtrusive observation (class. yom visitations). An excellent
reference on unobtrusive evaluation techniques is Webb et a2 (1956).

Currently there is little theoretical basis for the development of effective computer related
inservice. Without the d. velopmert of this knowledge, staff developers will confinue to reinvent
the wheel every time they need to conduct cc .iputer related inservice. Documenuug, through
evaluation, the successes and failures can ! :1p us build a common knowledge base useful to both
researchers and practitioners.

Magnitude and extent of the evaluation

The appropriate magnitude and extend of an evaluation is dependent on the agnitude of your
statf development goals for integrating computers ato the classroom. Small ana simple goals
requires sma''er evaluations, while complex goals require substantial evaluation efforts. As a very
rough rule of thumb, you might think of spending approximately ten percent of the inservice ume,
effort, and money on evaluation.

Longitudinal evaluation is a systematic way to detect permanent changes in participant
behavior, the types of changes, and if the changes were ihe aniicipatea ones. Mcasuring changes in
participant behavior enables you to assess the level of implementation that has occurred following
inservice. Determining the level of implementation is important because with complex changes
(such as increasing in-class computer use) staff developers frequently und .z estimated the time
required to bring about a permanent change. Remember, evaluation of the impact on students <an
not be determined uriless soo predetermined level of in-class computer use has been achieved.

To date, most evaluation efforts have been smal scale and short term. These evaluations
concentrate on measuring the appropriateness £ inservice conitent and materials, the effectiveness ot
the delivery system, and immediate changes ir participant attitude, Imowledge, or >kill level
occurred. This information is especially important when developing new inservice programs.
However, without knowledge of the long term residual effects, it is difficuit to determine what
changes occurred and if they were maintained. This prevents staff developers from systemancally
planning what should be donc next or what additional interventions are necessary before moving
on.

Collecting evaluation data

One overriding concern of any evaluation pian is to not overwhelm th2 subjects with additional
work. This is especially true whe 3 working with classroom teachers. rrequently, teachers attend
inservice programs following a full day of classes and are tired. However, teachers respond
gosit{vely when they feel the information provided by them is valued and will be used by the project

evelopers.

A substantial amount of data can be gathered auite quickly if the data collection i1 struments are

¢ -efully designed. Keep it short and simple (KISS) is a reascnable motto. The evaluator should

gleink ca;‘efully about the purpose of each question. How wiil the data be analyzed, and how will 11
used? .
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It is also important to be aware of the attitude of the subjects you are workir. with. A
volunteer group in general will be more respective than a coerced group. Evaluaton of the the CI?
project suggests that a volunteer group selected to participant via a competitive process will the most
likely to participate in a longitudinal evaluation. (Thatis, the ideal s.tuation is that the parti.:pants
are volunteers, and more people volunteer than can be accommodated.)

It is highly recommended that all evaluation informaticn be anorymous. (By this we mean that
the facilitator of the inservice should not be able to connect formative and sumrative evaluanon data
collc .ted during and after the inservice with specific individuals in the inservice.) Itis a fact of life
that any evaluation is stressful to people participating in it. Making all daia anonymous does twy
things. One, it helps assuze subjects their responses will not resdlt in negative or punitive actions.
Two, i1 creates an atmospiiere where teachers are comfortable responding in an honest and frank
manner t¢ svaluation questions.

The problem of evaluation stress is compounded when computers are involved. Computer
-eiated inservice can produces high levels of stress because of the difficulty associated with
integrating computers into the classroom. The combination of the normal evaiuation stress ..ad
stress related to computers has the potential for creating an extremely bad situac~n. Reducing both
sources of stress is cxtren ely important if you want to be successful in this major change effort.

An example .

In this section we will describe the development of an instrument for evaluating a computer
inservice. We include the instrumen* that was developed and a sample of the .womes obtained
when the instrumient was used with a group of secondary « hool science =achers who were
participating 1n a series of inservice sessions. We will cover purposes, instrument design, file
construction, statistica: analysis, and interpretation. The ideas illustrated -.ere ar equally applicable
in inservices in math, science, soci~ studies, elementary education, etc.

The purpose of our evaluations in the CI3 project were three fold: 1) formative, 2) summative,
and 3) long term residual. Here we will concentrate on the formative and summative aspects of oue
workshop devoted to integrating computers into the middle and secondary school science .
curriculum. The same ideas can be applied o inservices aimed at other groups of educators.

Concern for the participant: Participants do not come to us (0 be evaluated, they come tu

learn. Gne must keep the forms and the evaluation brief. We allow abcat 40 minutes for the whole
process 'uring the eight two-hour inservice sessions, with 20 minutes devoted to mid course
session and 20 minutes devoted to evaluation during the final session. The inservice prcviuers
were not in the room during the coliection of data, ¢z outside evaluator distributed, collected and
analyzed the data.

Form Development: Many sf the forms we are using to illustrate ihe process (a number ot
additional forms are given in the next chapter) were developed following observations of the
sessions. The local evaluator attended the majority of the inservice sessions and had a good idea of
what the content was for each session. The specifications driving the writing of the forms were to
assess 1) quality of the delivery of the information, 2) interest of the material to the participant, and
3) relev ce of the materials to the teaching tasks of the participants.

An cvaluation instrument was developed tc specifically fit the software used in the sessions.
The science inservice sessions used Macintosh computers and the primary piece of software wds
MicroSoft Works, an integrated package. Most of the inservice participants did not have access t.
Macintosh com,ruters in their schools. (This means that modifications of the instrument will be
needed to fit other inservices which use different hardware and software, and focus on different
subject matter.)

All evaluation instruments should end with a series of open ended questions. However, it is
prudent to restrict the space allowed for writing open ended responses.

The usual method of form development involves a stage in which there is a pilot test of the
forn itself. In informal and semi-formal situations, this can be accomplished with a small nui.aber
of people. The main ideas js to be sure that the wording is clear.

«
4
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Questionnaire specifications: The instrument given in Figure 2 was used to evalu:te a
computer workshop designed for a mixed audience of absolutely novice and more experienced
users of computers. All were middle school and high school science teachers. The madin long term
goal of the workshop was to increase the use of computer as a tool in the science classes taught by
the participants.

The goals of the questionnaire were to evaluate the technical quality of the delivery, the specific
action of some of the components, and whether the participants were able to see the major goal of
the workshop. There were a few questions aimed at specific problems such as the effeci of
computer labs on instruction and the problems that participants may have had shifting to ar.
unfamiliar computer. (While a number of participants had encountered the * .acintosh before,
relatively few had substantial experience with this machine.)

Questions 1, 7, 14, 15, 16, 18, 20, 22, and 25 are directed to the delivery of the worltshop.
Question 25, I weuld recommend this workshop se: sion for other teachers, is particularly
important. If the responses to this question was negative, then there v culd have been the need for
extensive soul searching and ¢ “hange in direction. ’

Questions 4, 8, 10, 11, and to some extent 9 are directed to the type of programs being
presented in the first half of the workshop. In these sessions th- zeneral [..esentations covercd
using the computer and databases. This was wha was being  :ht, it was not negotiable.
Negative responses to these questaons would have led to a reti... aing of the delivery system, not 4
reemphasis on other materials.

Questiorn 2 and 4, are directed at the general idea of the workshop. These questions were
covered more thoronghly in the evaluation at the end of the workshoy.

Question 23, 24, 27, and 29, were directed to some problems revolving around transferring
from Apple to Macintosh computers. Question 26 was very specific because the evaluator noticed
that some of the participants seemed to be having difficulty with the mechanics of typing.

Isi summary: We expect to ask questions focused at the con* 1t of the workshop. We expect to
take a very brief look at the effectiveness of the delivery syste..s which include the quality of the
teaching and the programs demonstrated.

Results: Figure 2 presents the evaluation instrument and sample dat.. ollected about halfway
through the inservice. The relevant information to examine is the mean responses to eac.s of the
items 1 25. It is well not to overwhelm the user of the data with statistical excesses from pack. ‘ed
programs. The inservice facilitator may be able to modify the inservice sessions in response to
major deviations from what was anticipated. Means, rounded to the nearest .5, suffice for this
purpose. Of course, some inservice facilitators will want to see more detailzd statistics. We have
not included additional statistical data here, but the evaluator of the project provided as much detal
as the facilitators desired.

Output in the form of Figure 2 contains information that is very helpful. In particular,
question 3 reveals that participants see the ability to use computers more in the future s being
enbanced. It is quite apparent that the cverall evaluation of this workshop is good. The
rarticipants feel more confident with computer (Q1), find the matenal werthwhiie (Q14), and see
the workshop as relevant. Some of the texture of the situational setting can be found in the
participants responses to the questions about availability of computers (Q21 and Q13). Those
delivering the workshop should be proud of the responses to Q14, the binder and handout ma:=rials
are useful; Q16, the workshop lived up to my expectations; and Q”5, I would recommend this
workshop to others. Responses to all these questions are rear the top of the scale.

There are worries; Q2 indicates that they are not using the computer more. Q9 and Q11
indicate that more time shuald be spent on why databases are neeced and the game of the week.

It is important to remember why this particular workshop was selected for illustration. It was
the first time the science inservice was offered to a group of teachers, and it was the first time the
inservice facilitator was in charge of such an extensive inservice series of sessions. Different
computers were used (that is, Macintosh computers instead of the Apple 2 computers that the
participants might have anticipated). The _ond presentation of the imaterial (that is, a replicatior of
the inservice series done the next year) »... wed that the providers made some changes that were
reflected in the participants responses. The evaluator does not recommend cross groups
comparisons because conditions and clients are not constant.

-
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Scic Inservice Evaluation Instrument (This is the start of Table 2)

0 (Nore. This instrument was designed to require about 2C minutes to complete. The small letter .n’
in the response field indicates the Mean Response of a group of science teachers who were
participating in a sequence of eight two-hour computer inservices.)

Instructions: Please take about 20 ..unutes of your tme to fill out the form. It is designed to help
us assess the quality and effectiveness of the inservice, and to improve it. All responses will be
confident.l. Only surmary statistical data and responses that cannot be used to identify specific
participants will be provided to the inservice facilitator.

In the following questions, a response of 1 indicates that you strongly disagree with the state~ent,
while a response of 5 indicates that you strongly agree vath the statement. A response of 3 1»

neutral.
Disagree Agree
1. Ifeel more competent with computers than I did at the start 1 2 3 4 5
of this workshop. m
2. Tam using computers more with my students than I did 1 2 3 4 5
at the start of the workshop. m
3. Asaresult of this workshop, in the future I will be able to 1 2 3 4 5
use computers more with my students. ni
4. Ican see ways to integrate the programs demonstrated in 1 2 3 4 5
9 the workshop into my curricvluza. m
5. Asaresult of this worksbop, I have found programs not 1 2 3 4 5
demonstrated in the weoikshop and integrated them m
into my curriculum. )
6. Ihave been able to interest other teachers in what we have 1 2 3 4 5
been doing in these workshops. m
7. The sessions contain too much information to 1 2 2 4 5
absorb comfortably. m
8. Iwould like to see some programs demonstrated that are 1 2 3 4 5
directly related to science. m
9. The Game of the Week has been helpful. 1 2 3 4 5
m
10. The sessions have helped me recognize non computerized 1 2 3 4 5
database applications in my classroom. m
11. Ifeel that databases have a legitimate role in science 1 23 4 5
classrooms. m
12. Time should be spent exploring practical problems like 1 23 4 5
getting students to the computers. L.

-~
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13. The greatest block to using computers is lack of access. 1 2 3 4 5

m
14. The contents of the binder (the handouts) is worthwhile. 1 23 4 5
m
15. The workshop activities are relevant to my current 1 2 3 4 5
classroom needs. m
16. This workshop has lived up to my expectations. 1 2 3 4 5
m
17. Ihave learned a great deal about computers from other 1 23 4 5
participants in the inservice. m
18. 'We should take more time to explore the programs 1 2 3 4 5
that we have seen in the workshops. m
19. The instructors should have spent more time assessing 1 2 3 4 5
existing computers skills in the group of participants. m
20. The written materials clearly explain the software that 1 2 3 4 5
'we are using during the workshop sessions. m
21. The district emphasis on computer laboratories for woi 1 2 3 4 5
processing limits access to computers at those times I m
might use them for science.
22. 'The progress of the workshop through the computer programs 1 23 4 5
we have explored is slower than I would have liked. m
23. Transfer (of my previous computer knowledge) from other 1 2 3 4 5
computers to the Macintosh was relatively easy for me. m
24. Leaming the mechamcs of using the computer is more the 1 2 3 4 5
responsibility of the individual teacher (via working outside m
of the workshop) than it is of the workshop facilitators during
workshop sessions.
25. I would recommend this workshop for others. 1 2 3 4 5
m

Instructions: The following four questions can be answered Yes or No. P.ease circle your
choice.

(Note to reader: The percentages given are data from the same group as above.)

26. Iamareasonably cowpetent touch typist. Yes 67% No 33%

27. 1 was familiar with the Macintosh computer before Yes 42% No 58%
the start of the workshop.

28. The bulk of the material we have covered was familiar Yes 25% No 75%

to me before the start of the workshop.

»~y
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29. Iwas familiar with the A} i computer or other computers Yes 67% No 33%
beforc the start of the worishops.

. Instructions: Pleass provide brief responses to the followirg questions. Use the back of the
page if necessary.

30. Wha ic the most positive aspect of the workshop?
31. What are the factors most needing :mproving?

32. Please write up three ideas that you think you have picked up that may be directly applicable
to your classes.

33. Any other comments you would like to make would be appreciated.

Table 2: Scivnce Inservice Evaluation Instrument
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5.2
EVALUATION FORMS

This sectior: contains samples of a number of the evaluation forms used during the NSF project
inservices.

Title of Form Page
Principal Interview Form (Needs Assessiuent) 2
School Site Informaticn Sheet 4
CB Teacher Needs Assessment 5
Concerns Questionnaire 7
Computer Attitudes Survey : 11
Sample Results irom Computer Attitudes Survey 12
Ease of Use Survey 13
Participant Log Sheet 14
Social Studies Inservice Evaluationt 15
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Principal Interview Form (Needs Assessment)

Name:

Schonl:

Date:

Principa!l interviews are conducted as pat of the needs assessment. The idea is to interview the
principals (or other high level school administrators) in the schools of the inservice participants.
Ideally, the people being interviewed would also participate in all of the inservice sessions, or at
least in a significant number of them. Research suggests that this is highly desirable if the intent 1s
that the inservices will lead to changes in the classroom. School administrators are key educational
change agents. Unless they ¢ .ve open and strong support to teachers working to make change in
the curriculum, relatively Littl: change is apt to occur.

One typically begins an interview by explaining its purpose and what the inforr..ation will be
used for. The person being interviewed should be assured that the information will be confidential.
Some people doing intsrviewing find it desirable to use a tape recorder. If this is done, be sure to
ask the interviewee if he/she minds being recorded. Since direct quotes of the answers are not
needed and many people feel uncomfortable talking into a recorder, it is probably better to not make
use of a recorder.

When several people are to be interviewed for the sarne purpose, it is helpful to have a script or
a sequence of questions that all will be asked. However, feel free to deviate from the script in order
to follow up on important issues.

1. What do you perceive are the most pressing needs related to the use of computers in your
school? (Note: Presumably the interviewee knows that your orientation is tow.rd instructonal
uses of computers. However, you might find that the answer provided is oriented toward
administrative uses. If so, you might want to try this question again, but emphas.zing
instructional uses.) :

to

Please describe the role and duties of the computer coordinator or computer building
representative at your school. (If there is no such person, probe to find the name of the person
who tends to do the most in helping the school make instructional use of computers.)

3. Please describe some of the instructional uses of computers currertly occurring at your school.




4. What computer equipment is available for use by students .nd teachers at your school? Where
and/or how is it s'tuated?

5. What training has your staff had in the use of computers?

6. What training have you had? (Desui:be how you use computers to do your job.)

7. Does your scheol have a written set cf long-range plans for instructional use of computers? (If
yes, can you provide me with a copy? What are some of its key goals?)

8. Does your school district have a written set of long-range plans for ins‘ructional se of
computers. (If yes, can you briefly describe ' ‘ans?)

9. Are there other important things I should know about .nstructional use of computers 1n your
school that would be helpful in designing and conducting inservice for your teachers?

ol
{4
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Schoo’ Site Information Sheet

(Norte: 1t is cften quite desirable to hold inservice sessions in the schools of the participants. Thus
form is desigred to aid in collection of ir.{ormation about the computer facili..2s available in a school
thet might be available for inservice sessions and/or that might be available to inser +ice participants
for wizir personal us~ and use with students.)

Site ) Contact Person

Which equipment is available?

When is equipment available?

Where is equipment available?

What is the | rocedure for organizing or obtaining equipment for use in the classroom?

What is the proceduze for seruring the lab?

What software 13 available?

How is it obtained?

Time schedule? (Cbrain a copy of the school and its teachers’ time schedule )

-~

o
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CI3 Teacher Needs Assessmenit

Name:

School:

(This instrument is designed to be filled ou” Uy teachers who might be interested in participating in a
computer inservice. One way to make use of this instrument is to meet with the teachers in a school
who have expressed some interest in an inservice. Discuss the nature of the types of inservices that
might be possible. Answer their questions. Then have each person who might be interested in
participating in an inservice fill out the following forin. Assure the teachers that the results will be
confidential.)

Instructions:
For numbers 1-5 below, please ¢jircle yes or ro.

1. Have you requested that your school or departme..it purchase any software within the iast year?

YES NO

2. Have you used the school district's ~otware preview center within the past 12 months?

YES NO

3. Does the integratidn of th conyuter in education change the priorities of what should be taught
i the curriculum? ' .
YES NO

4. Doyouplanto purchase a personal computer within the next 12 months?

YES NO

5. Do you have a cornuter in your home?

YES NO
If you circled YES,

) What brand and model is it?

(b) How much is it used, and for what purposes?

[ NS
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Instructions:
Fornumbers 6-14 below, please write a brief answer.

10.

(c) Do you bring it into the classroom? YES NO

List the subject areas in your curriculum where you.think computer use is currently helping
jour students.

List the general types of compuier apolications you think are currently helpings your
students.

List the suzbject areas in your curriculum where you think computer use is currently helping
you.

List the generzl types of computer applications you think are currently helping you.

List the areas (not necessarily in your classroom) where yuu .aight like to use 2 computer if
you could gain appropriate training ar.d access to facilities (ie., any kind of personal use,
recreation, database, gradebook, eic.).
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11. List the names of the computer programs/packages. (titles) you have ordered or x'eul;ested to be
ordered for educational/school use in the last year.

12. List the names of the top 5 compu‘er programs/packages (titles) that you use or have used
most frequently with your students.

" 13. (a) List the names of the top five computer programs/packages (titles) that you use in your role
as an educator or for personal use.

(b) Indicate tt= approximate number of computer programs/packages you use v'ith your
classes?

:0) Indicate the approximate number of coraputer programs/packages that you use for
personal use?

14. 'What kind of inservice or workshops would vou Lke to see in t} ¢ firure? What characteristics

and content would they have to have so that you would probably participate on a voluntary
basis?
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Concerns Questionnaire

Name

Date

The purpose of this guestionnaire is to determine the concerns people have about future
educational innovations. The items were developed from typical responses of school and
college educators who ranged from having no knowledge at all about various, innovations to
many years experience in using them. Therefore, a number of the items may appear 1o be of
linle relevance to you at this time. For the completely irrelevant items, please circle "0" on the
scale. Other items will represent those concerns you do have, in varying degrees of intensity,
and should be marked higher on the scale, according to the explanation at the top of each of the

following pages.
For example:
0 1 2 3 4 S 6 7
. Not true of me now Somewhat rrue of me now Very true 6f me now

012345467 This statement is very true of me at this time. (Circle the 7. A slightly
less strong response would be given by circling the 6.)

01234567 This statement is somewhat true of me now. (Circle the 4. A slightly
weaker response would be given by circling the 3 while a slightly
stronger respense would be given by circling the 5.)

01234567 This statement is not at all true of re at this time. (Circle the 1. A
slightly stronger response would te given by circling the 2.)

01234567 This statement seems irrelevant to me. (Circie the C.)

Please respond to the items in terms of your present concerns,  how you feel about your

involvement or potential involvement with integmtion of computer, .y instruction. We do not
hold to any one definition of this innovation, so please think of it ii: «rms of you _own perception

of what it .nvolves. Since this questionnaire is used for a variety of innovations, the term
computer integration never appears. However, phrases such as "the innovation," "This approach,’
and "the new system" all refer to computer intcgration. Remember to respond to each item in terms
of your present concerns about your involve. 1ent or potential involvement wiu computer
integration.

Thank you for taking time to complete this task.

Copyright, 1974 -
Procedures for Adopting Educational Innovations/CBAM Project
R&D Center for Teacher Education, The University of Texas at Austin
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¢ 1 2 3 4 5 6 7

Not true of me now S~mewhat true of me now Verv true of me now
6 01234567 I'am concerned about evaluating my impact on students.
012345487 I would like o revise the innovation's instructional approach.
012345617 I am completely occupied with other things.
012345617 I would like to modify our use of the innovation based on the

experiences of our students.

012345617 Although I don't know about this innovation, I am concerned
about things in the area.

012345617 I would like to excite my students about their part in this
approach.

D 1234567 I am concerned about time spent working with nonacademic
problems related to this innovation.

01234567 I would like to know what the use of the inncvation will
require in the immediate future.

01234567 I would like to coordinate my effort with others to maximize
the innovation's effects.

012345617 I would like to have nicic information on time and energy
- commitments required by this innovation.

01234567 I would like to know what other faculty are doing in this area.

01234567 At this time, I am not interested in learning about this
innovation. .

012345617 I would like to determine how to supplemernt, enhance or
replace the innovation.

0 1234567  Iwouldlike to use feedback from students to change the
program.

012345617 I wonld like to know how my role will change when I am
using the innovaticn.

012345617 Coordination of tasks and people is taking too much of my
time.

01234567 3 would like to know how this innovation is better than what
we liave now.

Copyright, 1974
Procedures for / "ypting Educational Innovations/CBAM Project
R&D Center for 1eacher Educaticn, The University of Texas at Austin
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4] 1 2 3 4 5 6 7

Not true of me now Somewhat true of me now Very true of me nows
01234567 Iam corcerned about students’ attitudes toward this @
innovation.

012345617 I now know of some other approaches that might work better.

012345671 I don't even know what the innovation is.
0 2234567 1 am conczmed about about not having enough time to organize
myself exch day.

01234567 I would like to help otber faculty in their use of the
innovation.

012345617 I have a very limited knowledge about the innovation.

01234567 I would like to know the effects of reorganization on my
professional status.

0123456717 I am concerned about conflict between my interests and my
responsibilites.
01234567 I am concerned about revising my use of the innovation.

012345¢67 I would lixe to develor working relationships with both our
faculty and outside faculty using this innovation.

01234567 Iam concerned about how the innovation affects students. e
01234567 I am not concered about this innovation.

012345¢6 7 I would like to kncw who will make the decisions in the new
system.

01234567 I would like to discu:s the possibility of using the innovation.

01234535 6 7 I would like to know what resourcer are available if we decide
to adopt this innovation.

01234567 [ am concerned about my inability to manage all the
innovation requires.

01234567 I would like to know how my teaching or administration is
sapposed to change.

01234567 I would like to familiarize other departments or persons with
the progress of this new approach. .

Copyright, 1974
Procedures for Adopting Educational Innovations/fCBAM Project
R&D Center for Teacher Education, The University of Texas at Austin
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Demograg.ic Self-Description

PLEASE COMPLETE THE FOLLOWING:
’ 1. What percent of your job is:
teaching ____ % Administration % Other (specify) %
2. Doyouwork: fulltime_ part time
i Female Male
4. Age: 2029 ____ 30-39____ 4049 _____ 5059 ___ 60-69 __
5. Highest cegree earned:
Associate Bachelor Masters Doctorate _____

6. Year degree earned: 7. Total years teaching

8. Numober of years at present school:
9. In how may schools have you held full time appointments?

one two three four five or more

10. How long have you been involved in computer integration, not countir.g this year?

0 1 2 3 4 5 years

never ___ year__ years___ years___ years ___ Or more ____

11. In your use of computer integration, do you consider yourself o be a:
nonuser ___ novice ___ intermediate ___ old hand ___ pastuser ___

12. Have you received formal training in computer integration (workshops, courses):

yes __ no

13. Are you currently in the first or second year of use of some major innovation or program
other than computer integration?

yes no

If yes, please describe this program briefly.

Copyright, 1974
Procedures for Adopting Educational Innovations/CBAM Project
R&D Center for Teacher Education, T.1e University of Texas at Austin
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Name: Q

School:

|
i Computer Attitudes Survey

(Note: 1t is relatively commo: 0 administer an attitude scale before and after an inservice, and
perhaps a third time for long *=rm follow-up. This is done as part of the summative eval....tion of an
inservice. As for all collections of evaluative information, partic.pants should be reassured that the
information collec:ed will be confidential and will not affect their grade in the inservice. Ideally,
this survey form would be administered, collected, and analyzed by someone other than the
inservice facilitator.)

Instructiens:
Please circle the number that best describes your attitude. If you strongly agree with the statement

circle 1 for strongly agree. If you strongly disagree with the statement circle 5. Circle 3 if your
attitude toward the statement is neutral.

Strongly Strongly
Agree Disagree
t. Computers can improve learning of higher order skills. 1 2 3 45
2. Computers will improve education. 1 2 3 45
3. Computers can improve drill and practice. 1 23 45
4. Computers will create jobs needing specialized training. 1 23 45
5. Computers will improve health care. 1 23 45
6. A person today cannot escape the influence of computers. 1 2 3 45
7. Computers will displace teachers. 1 2 3 45
8. Computers will dehumanize sociery. 1 23 45
9. Computers can teach better than teachers. 1 23 45
10. Computers are beyond the understanding of the typical person. 1 23 45
11. Computers will replace low-skill jobs. ] 1 2 3 45

Scale from Computer Attitudes Factcr Structure developed by Bannon, Susan H., Marshall, Jon C., and Fluegal,
Susan in Cognitive and affective computer attitude scales. A validity study. Educanonal and Psychological
Measuremei. 45,679-681.
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Sample Results from Computer Attitudes Survey

The Cotnputer Attitudes Survey was administ_red to 28 participants at the beginning and end
of an eight-session inservice designed to teach tool use of computers in the curriculum. The table
below gives the: mea.is of their responses. The last column gives the results of a 2-tail t test, and
indicates a significant change only on the first item.

Item Beginning Ending 2-tail t-test
Number Mean Mean p=
1. 1.786 1.250 - .026
2. 1.857 1.929 731
3. 1.571 1.714 355
4. 1.407 1.500 490
5. 2.036 1.857 408
6. 1.357 1.429 691
7. 4.571 4750 259
8. 4.179 . 4.250 | 646
9. 4.500 4.643 460
10. 4.357 4714 .096
11. 3.321 3.500 456
57
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Ease of Use Atcdtude Survey

Nam: *

School:

(N te: This attitude sur ey form could be administered concurrently with the Com., . Atatude,
Survey. For many teachers, their itude toward ease ~availability and access of computer
software and hardware may be a major determining factor in whether they mak= :zstructional use of
computers for themselves and their students.)

Instructions:

The following activities relate to the ease of using computers and software in your curricalum and
classroom. For numibers 1-7, please circle the number that best des :ribes your artwde towards
each ictivity. The scale runs from 1 (Very Difficult) to 5 (Very Easy).

Very Very
Difficult . Easy

1. Obtaining a computer and

monitor for use in my class is 1 2 3 4 5
2. Obtaining the proper software is 1 2 3 4 5
3. Schkeduling the use of the

computer lab for my rlcss is 1 2 3 4 5
4. Obtaining time for setting up

the computer in my class is 1 2 3 G4 5
5. Obtaining time for learning how

to use and review new software is 1 2 3 4 5
6. Obtaining time for using the

computer within the present

curticulum is 1 2 3 4 S
7. Using a computer and ¢ ftware

in my class is 1 2 3 4 5

8.  The number of machines available for use in my classroom is

9. The number of teacher(s) who share the available machires is
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Participant Log Sheet
(Noere: Participants were requested to keep a daily log of wicir computer use and related activites
during the weeks of the inservice sessions. These were tumed in each week and provided the

' ‘ inservice facilitator with valuable formative evaluation infurmation.)

Name Date

Pleasc use this form to record all of your computer-related activities, both at school and at
home, during the week. This log sheet is not used for grading purposes. Its purpose is to
provide formative evaluation information to the inservice facilitator.

Monday

Tuesday

Wednesday

Thursday

Friday

Weekend

Use back of sheet for notes, additional comme:ts, and questions you wuuld like to ask the
inservice facilitator.

¢
NN
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Social Studies Inservice Evaluation Form

(Nore: A forrative evaluation form of this sort can be used in almost any inser vice directed
toward helping prrticipants learn to make increased and appropriate instructional use of computers s
in their classrooms. The samrple form provided here was designed for use in an inservice for
secondary school social studies teachers. With slight modification it can be used in a math,
science, elementary school, etc. inservice. Participants should be assured that their answers will
be kept confidential and will have no bearing on their grade in the inservice, if graces or other
requirements have been established for satisfactory completion of the inservice. It is desirable that
this form be administered by someone other than the inservice facilitator and that the results be
compiled by someone other than the inservice facilitator. The inservice facilitator should only
receive summary statistical data and participant comments that cannot be associated with specific
participants. Note also that the same form could be used several times during an inservice that
extended over a number of sessions.)

Name:

School:

We are interested in your overall evaluation of this worksknp. For numbers 1 - 34, please circle the
number that best describes your attitude. If you agree with the statement circle 5 for agree. If vou
disagree with the statement circle 1. Circle 3 if your attitude toward the statement is neutral.

Disagree Agree

1. I feel more competent with computers than I

did at the start of this workshop. 1 23 45
2. My students have increased their classroom use

of computers as a result of this workshop. I 2 3 4 5 g
3. Lack of student access to computers is the greatest

block to my integrating computers into the

curriculum. 1 23 45
4. Ifeel competent integrating the software programs

and activities demonstrated in the workshop into my

teaching. 1 23 4 5
5. Thave sought out and located software

programs not demonstrated in the workshop

and integrated therr into my curriculum. 1 23 45
6. Ihave been able to interest other teachers

in what we have been doing in these workshops. 1 23 4 5
7. Too much information was presented during the

sessions to absorb comfortably. 1 23 45
8. Iwould like to see the workshop demonstrate

software programs and activities more directly

related to my content area. 1 23 45
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Disagree
9. Time should be spemnt exploring practical
l Q problems like getting students to the computers. 1
10. As aresult of this workshop I will increase my
instructional use of computers with my students. 1
11. The contents of the participant notebook and handouts
will be useful in planning and developing computer
related activities for my classes. 1
12. TIhave started collecting computer software disks. 1
13. This workshop has lived up to my expectations. 1
14. Ihave leamed a great deal about computers
from other participants in the workshop. 1
15. More time should have been set aside for participants
to explore the software programs and 1naterials
demonstrated during the workshop. 1
16. The written materials clearly explain how to move
through the programs. 1
17. The progress of the workshop is slower than
I would have liked. 1
18. The information presented in the sessions is
e relevant to my classroom. 1
19. Iwould recommend this workshop to other
teachers. 1
20. Iam notconvinced that computers will
increase student achievement in my content
area. 1
21. Inow talk more to other teachers about computers
than I did at the start of the workshop. 1
22. Morey for computers should be shifted from
other areas of the school budget. 1
23. The instructors should have spent more time
demonstrating a greater variety of software. 1
24. The greatest block to my using computers in
the classroom is my philosophical disagreement
with their worth in my content area. 1
23. 'The progress of the workshop is faster than I
would have liked. 1

q
NroA
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Disagree Agree

' 26. Lack of teacher access to computers is the greatest
block to my using computers. 1 2 3 4 5 @

27. I'would like a workshop leader to come into my
classroom and demonstrate a lesson using the computer
as an instructional tool. 1 2 3 45

28. Ifeel more comfortable using computers with my
students than I did at the start of the workshop. 1 2 3 45

29. Iam willing to have someone come into my classroom
and observe me using computers with my students. 1 2 3 45

30. Iam more inclined to let students use computers
to develop an understanding of concepts and ideas than I
was at the start of the workshop. 1 2 3 4 5

31. Iwould have liked time during the workshop to
modify and/or develop computer activities for use in
my classroom. 1 2 3 4 5

32. I would prefer thzt all workshop participants be
teaching the same courses and grade levels. 1 2 3 45

33. Ifound iteasy to get access to computer
hardware and software between sessions to try out
ideas we learned in the workshop. 1 23 4 5

34. 1 would be more Likely to use computers if there
was a computer resource person I could consult
with at my school. 1 23 45

For questions 25-40 circle, please circle yes if you agree with the statement and no if you disagr_e
with the statement.

35. TIhave spent more time watching others use the
computers in the workshop than I have spent in
using them myself. Yes No

36. The goal of this workshop should be developing
teacher skills in the practical use of the computer. Yes No

37. Ifclt pressure to attend this workshop from other
sources. Yes No

38. I would rather spend more tizre with the computers
and less time concerning ourselves with issues
such as sther resources in the school. Yes No

CI3 Notebook ¢ 5.2 Evaluation Forms « Page 18




39. The goal of this workshop should be developing an
understanding of how to integrate computers into my
content area. Yes No

40. Ihave increased my understanding of how to use computers
as a problem solving tool as a result of this workshop. Yes No

For numbers 41-48 please circle the number the best describes your attitude toward each of the
software programs listed. If you think the program was excellent circle 5 for exsellent. If you
think the program was poor circle 1. Circle 3 if your attitude toward the program is neutral. Please
do not refer to your handouts or notebook, we are inteircsted in how you remember these software

programs.

Poor Exceiicnt
41. United States Database 1 2 3 4 5
42. North American Database 1 2 3 4 5
43. Presicnt Elect 1 2 3 4 5
44. The Other Side 1 2 3 4 5
45. TTS. History 1 2 3 4 5
46. Easy Graph 1 2 3 4 5
47. MECC Graph 1 2 3 4 5
48. Bank Street File 1 2 3 4 5

Please write brief answers to the following questions.

1. Has the workshop been relevant to your needs?

2. Has the workshop been organized in a way that facilitated learning? If not, how can we
improve it?

3. Please write a short description (2 or 3 sentences® of what you perceive as the purpose of the
workshop.

9

Ca
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Identify the most positive aspect(s) of the wor'«shoy,?

Please describe two or three ideas demonstrated during the workshop that are directly
applicable to your classes.

What can we do to improve this workshop and others like it?

Please feel free to make any general comments about the in-service.

.04
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3.3
LONG TERM FOLLOWUP EVALUATION

As indicated in Section 5.1, relatively few inservice projects conduct meaningful long term
followup evaluation to determine possible effects of the inservice. The NSF project conducted uite
a bit of long term followup evaluation. Most of this -esearch was conducted by two graduate
students who were employed by the project and conducted the evaluations as part of their Ph.D.
dissertation research. The references to their Ph.D. dissertations are given below. Each of these
dissertations is available for $20 from the International Council for Computers in Education, 1787
Agate Street, Eugene, Oregon 9740..

Hanfling, Seymour Samuel (December 1986). A formative evaluation of elementary and secondary
staff development inservices on integrating computer innovations into the curriculum. Ph.D.
Dissertation, University of Oregon.

Johnson, Vivian Patricia (August 1988). An exploratory case studgr describing the long-term

residual effect of the computer-integrated instruction inservice (CI° project). Ph.D. Dissertation,
University of Oregon.

The following pages con¢ain some of the instrumentation that was used in the long term
evaluation. Much more detail is provided in the Ph.D. dissertations. Readers interested in the
details of such long term evaluation are well advised tc begin by reading Vivian Johnson's
dissertation.

Title Page
CI3 Inservice Participant Focused Interview (Long Form)

CB Inservice Participant Focused Interview (Short Form)
CI3 Project Long Term Assessment

(Yo lR N I (8]

de
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CI Inservice Participant Focused Interview

(Long Form)

Site: Date:

Subject: Researcher:

Introduction

Purpose This interview is part of the CI3 inservice follow-up. The interview is a
major source of data to Lelp us determin~ the residual effect of the inservice
you completed.

Topics to be Interview questions will briefly cover the following topics: your

covered teaching experience, your experience with computers, features of the
inservice, your attitude and expectations about using computers in
education, and how completing the inservice affected you. If there is time
available at the end of the interview, please feel free to go back and provide
more detail on specific questions.

Ethics I would like 10 tape record this interview only for the purpose of validating
the accuracy of my questions. The taped interview will be heard by only
myself and (list and other names and explain why they may also listen to the
recording). Your name will never be mentioned, nor will any particular
response be connected to you. In addition, you may turn the tape recorded
off at any time.

Concerns of Do you have any questions or concerns before I begin?

respondent

06
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'Emg:ignm

Teaching

Computers

Inservice
Features

Content

Positive
features

Limitations

(Time allocation 5 min)

How long have you been teaching (brief)?

Briefly describe your experience: with computers.

If experienced, what brands of computers do you feel comfortable using?

—— Apple —_ IBM

__ Atari ___ Radio Shack

—_ Commodore (PET) —  Commodore C-64
——.. Macintosh __ Other (Note Brand)

(Time Allocation 5-7 min.)

Wzt did you perceive as the subject of the inservice you completed?

What were the features that made the inservice
work best for you? Exampies?

(As a backup, show list of inservice features and ask: Do you remember
any of these features?)

What features of the inservice limited its success?

(As a backup, show list of features and ask: Others say these features are
the most important, what would you add or delete? Did your inservice
have these?)

237
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Changes over Would your answers have been different just after
i you finished the inservice? ‘

(Time ailocation 10 min.)

What do you think we should be doing with
computers in education?

Probe to elicit teachers' perceptions in the following areas: appropriate
uses of computers

___enrichment _____ remediation

—_ regular instruction

If time permits suggest teachers describe some specific examples of
appropriate uses.

(&
5
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Teaching

Effect on
students

Reason for
inservice

What would you like to be doing with computers in your own classroom?

What effect will classroom use of computers have
on your students?

How will they respond? What will they learn?

Why did you sign up for the inservice?
Was it voluntary? __ yes __ no

What did you hope to learn? What did you hope
to be able to do?

(Time allocation 15 min.)

Did you learn what you hoped to learn?
Why? Why no:?

Describe what you learned? What facts and skills?

Did the inservice affect the way you teach? Either
how you teach or what you teach?

Na:xe the computer applications that you feel are the mest beneficial to
your students?

(Provide only word processing as an example of a computer application.)

39
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Plans

Problems

Changes
in inservice

Have you seen changes in your students since using computers in the
class?

(Possible examples: student aititude towards school, towards leaming,
towards subject matter.)

What do you plan «0 be doing with computers in the future?

What facters infl- uce your choice to use or not use computers in your
classrcom.

(If participants have difficulty answering this questions - suggest they
think about the following: access to computers, time issues, sugport
from school administration, etc.

What problems have you had trying to use coruputers that the inservice
did not prepare you to solve?

Jow would you change the inservice
(Omit if (ime becounes a problem)

We are at the end of the interview, is there
gnything else you would like to mention or a question you wish to go
ack to.

Please thank the individual for their time and input and tel}
them they kave been very helpful.
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Instructions:

CI3 Inservice Participant Focused Interview
(Short Form)

Name:

School:

Date:

Instruct the participant to answer the following questions as briefly as

possible. (Note: Use the same confidentiality discussion as is given with the Long Form.)

L.

Describe the purpose of the CI3 computer workshop.

State why you participated in the CI3 computer workshop.

List three changes, in g'ou as an individual or teacher, that can be attributed to your
participation in the CI° sessions.

a)
b)

c)

301
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02

10.

Identify the three most important experiences that occurred during the training,

a)

b)

c)

List the subject areas, identified in the training where computer use benefits your
students.

List zae computer applications, identified in training, that benefit your students

List the subject areas, discussed in training, where you think computer use benefits you.

List the computer applications, utilized in training, that benefit you.

Do you feel you know enough about computers to make effective use of
them in your teaching?

How has the non-computer confent of what you teach been affected by your increasing
computer knowledge?

(]
af2
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CI3 Project Long Term Assessment

Name:

School:

Instructions for Part 1:
For numbers 1-9 below, please girgle yes or no.

1. Do you still have, use, or reference the computer workshop handouts/materials?
YES NG
2. Prior to the computer workshop, was there an in-school computer interest or support group at

your school?
YES NO

3. Following the completion of the workshops, has a comput=r interest or support group been
formed?

YES NO
4. Have you requested that your school or department purchase any software within the last year?
YES NO

5. Do you use the school district's software preview center?

YES NO
6. Do you have a computer in your home?
YES NG
If you circled YES,
(a) What brand and model is it?
(b) Do you bring it into the classroom?
“ES NO

7. Do you plan to purchase a personal computer within the next 12 months?
YES NO

8. Doss the integration of the computer in education change the prionities of what should be taught
in the curriculum?
YES NO

393
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9. Do you feel that you know enough about computers to make effective use of them in your

teaching?
¥ES No 9

10. (a) List the names of the top five compute~ sgrams/packages that you use either in your role
as an educator or for personal use.

(b) Indicate the approximate number of computer programs/packages you use with your
classcs?

(c) Indicatc the approximate number of computer programs/packages that are for your
personaluse? ____ ‘

11. List the names of the top five computer programs/packages (titles) that you use or have used
most frequently with your students. e
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Instructions for Part 2:
Please answer each of the following questions with a checkmark. (V) .

1. Before the inservice sessions, how involved were -ou in integrating computers into your
Q curriculum?
none slightly somewhat very

2. Since the inservice training, have you increased your involvement in the integration of
computers into the currictium?
none slightly moderately much

3. Before the training, were vou part of a local computer support group?
——Yes ___No

4. Since the training, have vou * :n involved in starting a local computer support group or
become a member of one?
_Yes ___No

5. Since the inservice sessions, have you increased you communications with others about
integrating computers ir.o the curriculum?
Yes No

If you checked "yes" to question number 5, please indicate the approximate aumber of people
you have communicated wath in each of the following categories:

Approximate
Number of People Categories

Shared information with people unaware of how to integrate computers into
the curriculum.

Exchanged information with people already involved with integrating
computers into the curriculum.

Contacied other inservice session participants.

6. Have you used any of the materials you received at the inservice sessions?
Yes No

If you checked "yes," how useful did you generally find the materials to be? Please check one.
_Useless __Hardly useful __ Somewhat useful ___ Very useful

7. Do you think the type of training you received helps to promote computer integration into the
curriculum? ___Yes ___No

N5
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Learn from a Leader

Dr. David Moursund's series on
Computer Intergrated Instruction for Effective Inservice
is now available through ICCE.

Computer-Integrated Instruction: Effective Inservice for:

¢ Secondary School Mathemathics Teachers
o Elementary School Teachers

The series is based on work of a NSF project directed by Dr. Moursund. Written for inservice provid-
ers, the materials of each title incompass an overview of computers in education and intergration of
the computer-as-a-tool throughout the curriculm, an introduction to staff development, subject-
specific material for inservice providers, and forms to gather information for evaluation.

Purchasers receive a 3- ring binder with a hard copy of *he material and a MacWrite disk version of
the materials, allowing users to easily adapt materie’s te individual needs.
Each Title is $40.00 plus $3.50 shipping. Tistrict and Regional site licenses are available.
Call or write for information: ICCE, U of O, 1787 Agate St. Eugene OR 97403 (508) 686-4414

AppleWorks for the
Classroom

ICCE's ClassWorks - AppleWorks for
the Classroom provides all the mate-
rial you need to introduce AppleWorks®
to your students. It includes detailed
lesson plans, worksheets and quizzes.
studentand teacherdata disks. 54 trans-
parency masters with annosations for
group instruction.

ClassWorks was developed for middle
school anu high schools. Use itas part

of a computer literacy or computer
applications course, or to introduce
AppleWorks in content-area classes.
ClassWorks also serves as an excel-
lent supplement to other AppleWorks
materials.

You need only one ClassWorks
package for an entire class, or even
an entire school! The package in-
cludes a site license, allowing you to
modify the materials and duplicate
them for student use. All worksheets
and quizzes are included on the
teacher's datadisk. Use the materials
as they are, or adapt the disk version
to your particular needs. (The Apple-
Waorks program is required but not
included.)

Writtenby Rick Thomas. ClassWorks
- AppleWorks for the Classroom is
180 pages plus disks. packaged in a
8.5" X 11" spiral-binder. Single copy
price is $44.95.

“The projects are interesting and stu-
dents can't help but leam from them.
The data disk containing all the files
for the activities that are in the guide is
copyable and teachers are encouraged
to change or add files in ordzr to tailor
them to their own needs. Support
materialsincludeanexcellentteacher's
guide. overhead transparency masters.
and quizzes." Classroom Computer
Learning October, 1988

@,
9.9,
%™

2"@§

1948-89 CLASSROOM
COMFUTER LEARNING
SOFTWARE AWARD
OF EXCELLENCE

Toorder. or receive more information.
contact: 1ICCE, University of Oregon,
1787 Agate St. Eugene OR 97403-
9905. Call us at (503) 686-4414.
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A New
Book on Logo!

| _1_1_]

Introduction to
Programming in
Logo Using
LogoWriter

by
Sharon Burrowes Yoder

Designed for use either in teacher
training or in an introductory secondary
computer science class. Each section
details new Logo primitives or program-
ming concepts and ends with suggested
open-ended activities for practice.
Numerous appendices inclode key sum-
maries for the Apple. IBM. and Com-
modore versions, a quick reference con-
taining all LogoWriter primitives. and
copies of the shapes pages. By Sharon
Burrowes Yoder. $14.95 plus $2.50 U.S.
shipping; $3.25 Alaska, Hawaii, outside

" U.S. and PO. Box shipping. All billed

orders are charged $2.50 for handling.
To order, call or write ICCE. Univer-

sity of Oregon, 1787 Agase St.. Eugene.

OR 97403-9905. Ph: 503/685-4414.

@

Guides you through word proc-
essing, spreadsheet, database, com-
munications, and graphics applica-
tions. Using Microsoft Works for the
Macintosh, you will design personal
letterhead, complete and revise let-
ters to parents, construct transpar-
encies, modify gradebooks, and de-
velop templates for recording fund-
raising activities. The workbook in-
cludes a data disk of templates and
activities that accompany each
lesson. Microsoft Works for the Macin-
tosh has been extensively field-tested
and is highly recommended for
trainers of preservice or inservice
workshops, and for individuals who
want to increase their skills with
Works. By Keith Wetzel. $19.95 plus
$2.50 U.S. shipping; $3.50 non-U.S.,
Alaska, Hawaii or P.O. Box shipping.
Quantity discounts available. All
billed orders are charged $2.50 for
handling.

To order, contact ICCE, University of
Oregon, 1787 Agate St., Eugene, OR
97403-9905. Ph: 503/686-4414.

From the folks who brought you AppleWorks for

Educators . . . Introducing

Fov use with Microsoft Works
Version 1.6 and 1.}

Microsoft Works for the Macintosh™:
A Workbook for Educators

®




® GOOD JUST GOT BETTER!

This revision of Linda Rathje’s
popular workbook improves upon
the earlier edition by including a
section on the mail merge function, A
expanded integration activities, a
glossary, and The Computing ¢

Teacher's most current articles BEGINNING
examining application softwarein

the classroom. It guides the
beginning - and now intermediate
- AppleWorks® user through
word processing, database and
spreadsheet management, and
printer options. Each section
provides step-by-step instructions
and practical applications for edu-
cators.

The new AppleWorks for Educa-
tors is laser printed and includesa

data disk of working examples to , AND
guide you through cach applica- ]
tion as it appears in the workbook. INTERMEDIATE

With the busy workshop season

' ]
right around the comner, now is the WORKBOOK

time to call in your order for the
1988-89 version of AppleWorks
for Educators - A Beginning and

Intermediate Workbook.
ORDER FORM ApplsWorks Prices L, ___copies of AppleWorks

# Copies Price r @ each -
Name 14 $22.95 § - 10% for ICCE Member (include

59 $20.65 R} (CCE member #) -
Address 10-99 $18.35 N+ Shipping .-
ISR, .. 5%, if mailed to P.C.

City/State ShippingCost Box, Alaska, Canada, Hawaii,

$0-20 Add $2.50 or outside U.S. -
Postal Code $21-50 Add $3.50 +$2.50 for billed ordars -

$51-90 Add $4.50 TOTAL =
Phone $91 up Add 5% of total

e [ Payment enclosad. (U.S funds

ICCE Mamber Number Call for prices and snipping on large drawn 7.0 U.S. bank.)
(Members recsive a 10% discount) orders: 503/686-4414. (3 Bill me. (Add $2.50 for handling).

Mail to: ICCE, University of Oregon, 1787 Agate St., Eugene, OR 97403-9905; ph. 503/686-4414.




International Council for Computers in Education
An Invitation to Join and Receive Information

If you are interested in obtaining:

% Membership to ICCE, including a subscription to The Computing Teacher
% A Catalog of ICCE’s books and courseware

% Information about ICCE’s Special Interest Groups

% Information about ICCE’s Independent Study Courses

Membership Rates for ICCE (includes subscription to The Compnting Teacher)
uUs Non -US
1 year $28.50 $31.060 (US Funds)
2years  $53.00 $5 800 (US Funds)
3 years $76.00 $84.00 (US Funds)

As arﬁember of ICCE you receive a 10% discount on all ICCE products, and discounts on SIG memberships and
C.A.LL. Digest. (Piease list your ICCE membership number when you order 10 receive the 10% discount.)

Fill out the form below and retumn it to:

ICCE, University of Oregon, 1787 Agate St., Eugenc, OR 27403-9905

If you have any questions or comments for ICCE,...
please write us a note or give us a call at (503) 686- 4414. We would love to talk to you.

=== & —— .
| Please sign me up for |
| Yes, year(s) membership to ICCE $ |
: I would like to join ICCE and/or receive information: TOTAL AMOUNT ENCLOSED $ :
I Please send me the following (at no charge): I
: Name |
[ Catalog of ICCE products I

| Company/School [J Info onICCE Special Interwot Groups & Membership |
: e [ Info on ICCE Independent Swdy Courses :
l City/State |
I PAYMENT (Choose one): |
| Posal Code Check or Money Order enclosed. (S Funds only please) |
I |
| Phone —_ Chargemy [ Visa[] Mastercard |
| —— |
| TCCE Member ¥ i sieady s merien) HRENNEEEEEEEERENY
|

!

Name on card exp. dar=
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