
EDIT 565 - Teaching with Educational 
Software   

 1.      Course Description  

     This one credit hour course is designed to assist students in exploring and 
developing expertise with a variety of educational software categories, including 
simulations, problem-solving software, computational tools (calculators, LOGO, and 
spreadsheets), and drill-and-practice/integrated learning systems.  Emphasis will be 
placed on the ways these programs support the K-12 teaching/learning process.   

2.      Methodology  

  The course is structured around projects, activities, and discussions with your 
mentor, and participation in a series of model lessons designed to reflect strategies for 
the integration of a variety of educational software programs with the teaching/learning 
process.  Using this collection of activities, the methodology of the course seeks to build 
clear bridges between technology know how and classroom practice.  

3.      Objectives  

  The following objectives have been established for the course:  

 1.      Students will develop comprehensive understanding of the mechanics associated 
with a variety of educational programs;  

2.      Students will become familiar with curricular and instructional models related to a 
variety of educational programs; and  

3.      Students will select software appropriate to their own teaching context and explain 
ways in which that software could be integrated into ongoing teaching and learning 
activities.  

4.  Texts and Materials  

             Norton, P. & Sprague, D. (2001) Technology for Teaching. Needham, MA:  
                    Allyn & Bacon. ISBN: 0205309151 Chapters 2, 7, and 9. ISBN: 0205309151  

5.  Course Requirements  

1.      Each student is expected to complete all readings and participate in all discussions.  

2.   Each student is expected to participate in and complete all classroom projects.  



3.   All written assignments must be completed on a word processor.  

6.  Course Assignments and Schedule of Activities  

   Activities and Assignments 
Module One 1.  Read Chapter 2 

2.  Happy Hour Reading Activity 
3.  Exploring Skills Software Activity 
4.  Exploring Integrated Skills Software Activity 
5.  A Letter to a Friend 

Module Two 1.  Read First Half of Chapter 9 
2.  Complete the Spreadsheet Tutorial 
3.  Around the State in 5 Days 
4.  My Two Crabby Aunts  

Module Three  1. Finish Chapter 9 
2. Everything I Need to Know . . . Activity  
3. Programming with Logo:  
         a.  Activity One 
         b.  Activity Two  

Module Four  1.  An Exploration: Castle 
2.  An Exploration: Putt Putt 
3.  An Exploration: Lemmings 
4.  An Exploration: Arthur 
5.  Comparing, Contrasting, and Generalizing about 
Problem-Solving Software 

Module Five 1.  Read Chapter 7 
2.  David Letterman's Top Ten Things a Simulation 
Using Educator Would Say . . . 
3.  Exploring and Analyzing Three Simulations - 
Two Online and One Offline 
4.  A Software Wish List 
5.  Portfolio and Reflections 

7.  Evaluation  

 Since this is a graduate level course, high quality work is expected on all assignments 
and in class.  Points for all graded assignments (see section 6) will be based on the 
scope, quality, and creativity of the assignments. All assignments are due at the 
beginning of class.  Late assignments will not be accepted without making 
arrangements with the instructor.  

Points will be assigned to all graded assignments using a rubric process.  Both class 
participants and the course instructor will be involved in assessment of graded 
assignments.  Prior to the due date for any assignment, the class will participate in the 



development of an assessment rubric.  This rubric will result from a discussion of 
applicable course objectives and an elaboration of qualities and components associated 
with excellence in completion of the assignment.  

When assignments are presented on the designated due date, class participants and 
the instructor will complete an assessment of the assignment using the rubric created in 
class.  Class participants' ratings on the rubric will be averaged.  Then the class 
participants' average will be averaged with the instructor's ratings on the rubric to 
compute a final point value for assignments.  In this way, the development of the rubric 
will inform the final completion of the assignments as well as serve as the instrument for 
assessment and determination of points awarded.  

 


