Evaluation of Educational Software: Millie’s Math House from Edmark

Alice C. Mello Cavallo                                            Tech Tools for Learning –Marina Bers

1. Description 

This software is target for children ages 3 to 7. It has to modes of use: Explore & Discover (E&D) and Question & Answer (Q&A). It contains 7 activities as listed:

a. Little, Middle, and Big

This activity practices size-matching abilities. In the E&D mode the child needs to help Little, Middle, and Big to find shoes. The software randomly places shoes on shelve and each character asks for some shoes. If the chosen shoes do not match the size of the characters’ feet than their expression turns to sad. In the Q&A mode the child here the two messages:  “Too big/small” for incorrect; and “Thanks! These fit nice” for correct answer.
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b. Mouse House

This activity practices shape recognition abilities. In the E&D mode the child drags any shape she wants into the left side of the screen and the software will say which kind of shape it is (large triangle, small triangle, etc). In the Q&A mode the character will ask for some specific shapes. The blueprint is shown on the left side of the screen and the character asks one by one by name as well. The child has to move the shape from the right to the left side of the screen.

There is no right or wrong answer in the E&D mode, but in the Q&A one hear the messages: 

                       Incorrect: “Uh, oh that’s a square”

                       Correct: “Great!”
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c. What’s My Number

This activity only has Q&A mode and its goal is to practice counting, addition and subtraction. The duck asks the child to put a given number of figures on the stage. Then the child should open the curtains to verify the answer. The duck gives instructions and the activity proceeds. The duck responds in two ways:

· Incorrect: “They don’t match”

· Correct: “Good Job” + animation
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d. Bing & Boing

      This activity practices pattern matching and the learning of sequences. In the E&D mode the child can click on each figure and the figure will be placed on the bottom of the screen. A sequence can be of three or four and this can be chosen by clicking in two buttons on the right bottom side of the screen. If the sequence is of three, when the child clicks the 4th figure, it will overlap the first one already in the sequence and so on. In the Q&A mode, the child is shown a sequence first then prompted to repeat it. The bug gives two answers:

· Incorrect: “Oops try another one”

· Correct: “All right”
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e. Build-A Bug

This activity practices number and shape matching. In the E&D mode the child can click in the shapes and in a number then the software put that number of shapes on the bug (eye, antenna, feet, etc). It also says aloud the shape and the number. In the Q&A mode, the rabbit asks the child to make a bug with a certain number of the shapes from the panel. The messages give by the rabbit are:

· Incorrect: “That’s too many”

· Correct: “Nice Bug” + bug rolls or flies away
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f. Number Machine

Learning to count 10’s, 20’s and 30’s. In the E&D mode the child clicks on any number then the draw opens and critters pop up one by one until it matches the number pressed. In the Q&A mode the worm asks to find a number in the cashier machine. If the answer is correct then the draw opens up and that same number of characters will appear one by one while they are being counted. If the child has it

Incorrect then the wrong number is displayed and it is said aloud: “This is number X”. If there are more than 3 mistakes, it erases (unable) all the numbers in the rows where the required number is not located. If there are 4 mistakes than it erases all the numbers except the required one. 
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g. Cookie Factory 

This activity practices numbers and quantities. In the E&D mode the child can click anywhere and just watch at the effects that each clickable icon has. In the Q&A mode the child helps the horse to put the correct number of jellybeans on the cookie. The software counts and shows the number that is on the cookie. If the answer is:

· Incorrect: Froggy gets to eat the cookie

· Correct: Horsey gets to eat it
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2. Evaluation

According with Haugland and Daniel there is a number of guidelines for evaluating educational software, but each one should be free to propose your own guidelines as it fits the product being tested.

Below I list the features that are relevant to Millie’s Math House and comment on them.

Child features:

· Age appropriate concepts – I strongly disagree with the range from 3 to 7 proposed by the vendor. This tool would not be attractive for any kid older than 5 years old. I believe that by age 6, it would be very borrowing. 

· Child controlled interaction – there is not much of child control interaction, because there is not much of an interaction, but clicking on shapes and critters.

· Child can stop at any time – this is true, but the software is very slow when playing sounds.

· Child sets the pace – this is true because the child needs to click for anything to happen

· Child uses independently – I believe so. I am not sure about the motor coordination of three years old, but a 4 years old can certainly uses it alone.

· Concrete representations – it does allow the concrete representation of shapes, numbers and quantity.

· It does not allow any creativity

· The amount of discovery learning is small. Perhaps for a 3 years old child it can provide some discovery, but certainly not for a 4 or 5.

· It does have verbal instructions and help what might be annoying for 6 years old.

Teacher features:

· Can be customized – small level of customization

· Curriculum congruence – it is very much in line with pre-school and kindergarten curriculum of identification of shapes patterns and numbers.

  Technical features:

· Animation other than reward – this apply for this software

· Aesthetically pleasing – I think only the children can answer this criterion. I personally do not think it is pleasing, but for a child of age 3 or 4 it might well be.

· Easy installation on hard drive

· Speech is clear and distinct

· Does not run quickly

This software is very repetitive, but I see it working with young children because they like the “again and again and again” kind of mantra. Motor coordination is necessary for it to work with 3 years old, or else adult help would be needed. I would not advice anyone to bring a child to a computer before the child has enough coordination to handle it herself, but this is my personal believe. There is no need to have a child manipulating a computer in such an early age.

This software can be useful for a 4 to 5 and half years old to practice the skills they are acquiring in a diverse way. Children can use independently of an adult. I believe it could be too basic and boring to a six year old and it does not foster any creativity, I would not recommend to use it for more than 45 minutes 3 times a week. I cannot picture any child using it for more than 6 months, especially if she is using it two times per week.

The overall rating is 3.
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