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Ambleside Primary School: 





http://www.ambleside.schoolzone.co.uk/























Counter





·	A program which supports number work


·	Suitable for YR through to Y6


·	Ideas for Y3 –Y6 can be found in Chapter 2 of the INSET booklet (page 47)


·	Example lessons for YR,Y3 and Y6 can be found in the Sample lessons booklet





Counter can be programmed to study number sequences with one or two counters.  It has a rather cluttered screen. However, the ‘help’ section gives clear instructions and the program is very straight forward to use. There is a simpler version, counting in 1, 2 and 5 only, on the Ambleside site (see below).  








Play Train





·	A problem solving program


·	Suitable for Y1 through to Y6. At the hardest level, there is a mismatch between the strategies required and the idea of filling a play train with passengers.  The value for older pupils is that it generates problems for them to solve.


·	Ideas for Y4 can be found in Chapter 5 of the INSET booklet  (page 92).


·	Example lessons for Y1 and Y6 can be found in the Sample lessons booklet.





The program can be run at 3 different levels with the problems being set at random.  The levels actually transform the work; pupils may start with the best fits and trial and improvement methods, but will soon move to applying strategies.  It is important that  pupils have paper and pencils, to make jottings.








Minimax





·	A program which supports number work


·	Suitable for Y2 through to Y4


·	Example lessons for Y2 and Y4 can be found in the Sample lessons booklet.


·	The program is used in the INSET materials in Chapter 1 as a general demonstration of how ICT can be used in the daily mathematics lesson.





Minimax is a program that helps pupils understand the effects of large and small digits on the four operations.  The program could be used as a whole class input or as group work as part of the daily mathematics lesson.  The teacher can choose the operation, the number size (TU – ThHTU) and the target (aiming for the maximum or minimum answer).  


The digits are generated at random for the pupils to decide what place value to give them to have the best effect on their answer.  This can cause situations that will need discussion e.g. may need to look at 0 as a place holder also, in division, a 0 may come up, giving questions such as 00 ( 3 =


When the pupils are entering the answer it can be slightly misleading in that it seems as though they are entering the tens (or hundreds) in the units column.





Monty





·	A program which supports number work


·	Suitable from Y2 through to Y6


·	Example lessons for Y2 and Y5 can be found in the Sample lessons booklet





Monty is a program that makes very good use of mental imagery by exploring different ‘hundred square’ grids. The program also has very clear instructions in the ‘help’ section.  There are nine different grids including the standard 1-100 grid, a multiplication square and spiral grids.


A grid is displayed on the screen for a number of seconds (which the teacher can control).  The pupils need to identify rules to memorise the grid, as it would be impossible to remember all the numbers! For example, Grid 8 adds 2 horizontally, adds 3 vertically and may have 5 in the top right-hand corner.


Monty the python then moves around a blank grid. He can be stopped after a few seconds by clicking the mouse somewhere on the grid.  Once Monty stops, one number is displayed on his back. The pupils have to work out and fill in the missing numbers.  If pupils make a mistake, the number is positioned correctly on the grid, and they can have another try.








Take Part





·	A program which supports objectives on fractions and shape and space


·	Suitable for Y2 through to Y6


·	Example lessons for Y2 and Y6 can be found in the Sample lessons book


·	Software User Guide  p 12





The program consists of on-screen films which illustrate shapes being divided into halves, thirds and quarters.


It can be used as a basis for discussion about fractions, reflection and rotation, and as a starting point for open-ended work.








Toy Shop





·	A program which supports money and problem solving objectives


·	Suitable for Y1 through to Y4


·	Ideas for using the program with Y2 can be found in Chapter 5 of the INSET book


·	Example lessons for Y2 and Y4 can be found in the Sample lessons book


·	Software User Guide  p 15





This program can be used with a whole class or groups of children.


Players take turns to select a coin to make up to the correct amount to pay for a toy.


Problem solving is involved because the aim is to be the player who places the last coin to make the total amount.


There are three levels:


prices up to 19p  -  using coins 1p, 2p, 5p and 10p


prices up to 99p  -  using coins 1p, 2p, 5p, 10p, 20p and 50p


prices up to £2.49  -  using coins 1p, 2p, 5p, 10p, 20p, 50p, £1 and £2











Handy Graph





·	A program which draws bar charts


·	Suitable for Y2 through to Y4


·	A video extract of a teacher using Handy Graph with a group of children is included in Chapter 3 of the INSET book


·	Software User Guide  p 18





This program produces bar charts. 


It is possible to enter a title, label the x axis and show categories. The scale on the y axis is given in intervals of 10, but can be changed.


Data is entered by clicking on arrows at the base of each column, but the increments are half of one interval. As a result, the smallest useful scale is 2 units per interval.


There is no print option for this program.








What’s My Angle





·	A program to support the angle objectives in Y5 andY6





What’s My Angle, taken from the Ambleside website, is a program that allows the user to practise skills of estimating and measuring angles.  It has a comprehensive help section and is a very user-friendly program.  An excellent tool to deliver the angle learning objectives with clear demonstrations on how to use a transparent 180( protractor and measure angles that are not all presented horizontally.  There are ten activities in all to support the teaching and investigation of angles.








Function Machine





·	A program which supports number work


·	Suitable for Y2 through to Y5


·	Software User Guide  p 26





This program simulates a function machine.


There are 8 single-step operations and 5 two-step operations to select, or you can choose RANDOM, in which case the computer selects one of the operations.


It is possible to input up to 3 key presses, giving a range of –99 to 999, and numbers less than 10 with one decimal place.


Once a number has been input, ACTIVATE is pressed, and the function machine gives the output.


Some ideas for using the program in the classroom are included within the program.








Carroll Diagram, Venn Diagram and Sorting 2D Shapes





·	Programs to support the teaching of Year 2(Sorting 2D shapes),Year 3 and Y4 (Carroll and Venn Diagrams) handling data objectives.  Also valuable to support able children for their KS1 SATS


·	Instructions are printed in the ‘software user guide’


·	More ideas in the ‘handling data’ booklet





Each program has one self-correcting example that can be used positively for a demonstration to the whole class as they generate discussion and encourage the good use of vocabulary.  A good example of the presentation of 2D shapes, as they are not always presented horizontally.  Obvious limitations as there is only one example in each program.








Unit the Robot





·	A program to support control technology and shape and space objectives


·	Directional activities to be used at KS1


·	The program is used as part of the INSET materials in Chapter 4 – ICT supporting work in shape and space





Unit the Robot has three options; practise, balloon popping and apple picking, with apple picking being the harder exercise.  Within each option the pupils can choose practice or program mode.  The practice mode enables the pupils to instruct the robot to move step by step.  The program mode enables the pupils to program a series of instructions thus being able to try, test and modify their instructions.


There is a ‘help’ section that explains the function of each ’button’.








Bounce





·	A problem solving program


·	Suitable for able Y5 and Y6 pupils


·	The program is used in the INSET materials in Chapter 5 – ICT supporting problem solving – demonstrating one way to approach part of the problem





A challenging investigation centred round the path of a snooker ball. Although the program includes supportive guidelines in the help section, the teacher really needs to be well practised with the investigation, having worked through the problems and reached a solution, before presenting it to the pupils.  The program encourages pupils to have a systematic approach, hypothesise, look for, and test, relationships between numbers.








Strawberry Garden





·	A program relating to shape and space objectives for direction and movement


·	Suitable for Y1 and Y2





This is a demonstration program with just one level.


Instructions are given verbally when running the program.


Arrows on screen are used to direct a robot to move around a garden, picking strawberries.


The arrows are presented horizontally and vertically, but the six ‘blocks’ comprising the garden are offset to give a 3-D effect. When using the ‘up’ or ‘down’ arrows the robot appears to move diagonally.








Multiple Machine





·	A program which supports recognising multiples


·	Suitable for Y2 through to Y4


·	Use of this program is considered in Chapter 2 of the INSET book (Section 2, Option 1)





This program operates at three levels:


Level 1	multiples of 10 and 5


Level 2	multiples of 100, 10 and 5


Level 3	multiples of 100, 10, 5 and 2


Having selected a level, the program decides which multiple you have to identify.


There are verbal instructions for identifying numbers as multiples of  (  or not multiples of (.


Three-digit numbers are only given when identifying multiples of 100.








VersaTile





·	A program to support shape and space objectives


·	Suitable for KS2 pupils


·	Ideas on how to run and use the program are included in the INSET material in Chapter 4 – ICT supporting work in shape and space





The program explores the properties of 2D shapes mainly through transformation.  It is not a very user-friendly for various reasons.  Firstly, the program is a ten-minute demonstration version and will not work after this time without reloading.  Secondly, although there are very comprehensive instructions, the teacher has to be very well practised in using the program before presenting it to the pupils.











