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Energyville
 A1. Specific Virginia SOL:
6.2
The student will investigate and understand basic sources of energy, their origins, transformations, and uses. Key concepts include

a) potential and kinetic energy;

b) the role of the sun in the formation of most energy sources on Earth;

c) nonrenewable energy sources (fossil fuels including petroleum, natural gas, and coal);

d) renewable energy sources (wood, wind, hydro, geothermal, tidal, and solar); and

e) energy transformations (heat/light to mechanical, chemical, and electrical energy).

 A2. Rewritten Objectives: 
1. Mrs. Ferguson’s 6th grade PRE-AP Science students will be able to defend their position on renewable and nonrenewable energy resources using the “Energyville” website within two class periods.

B. General Product Description 
B1. Title: Energyville

B2. Developed by The Economist Group and presented by Chevron.

B3. This program can be played individually or in groups at home or in the classroom.  It was designed to teach learners about renewable and nonrenewable energy sources and their demands. 
B4. The program provides an interactive tutorial that is guided by a woman named Olivia.  It does not provide a live instructor.  The tutorial is optional and a “learn while you play” option is also available.

B5. This is a simulation-based program that guides the learner as the game progresses.  There are no direct lessons given.
B6. No specific age range is given for Energyville.  The disclaimer says that the virtual game was created so that all learners could explore the complex process of choosing and using different energy sources.  The creators of Energyville hope to engage their learners in a more “informed and pragmatic discussion” on the topic.
 C. Instructional Context 
	CONTEXT DESCRIPTION


C1.  Energyville is a simulation game.   A virtual city is used to allow learners to manipulate and determine the success or failure of their city based on the energy choices they make.  Simulating a real-world environment allows the learner to have control over each and every decision made.  It allows a realistic experience to take place throughout the game.  Learners must solve problems throughout the game to ensure their victory. 
C2. The context is instructional and transfer.  Learners must already have prior knowledge of the topic in order to play the game and be successful.  The game begins with a welcome message and a picture of a virtual city with soothing background music.  The music may be turned on or off easily with the push of a button.  The introduction page is inviting and practical.  There are four main menus to choose from, including: “Home,” “How to Play,” “Energy Sources and Demands” and “Group Game.”  The “Home” menu takes you back to the main page.  The “How to Play” menu provides a very user-friendly tutorial in the form of a video.  A woman named Olivia provides step-by-step instructions on the operation and function of the game.  The first step is to name the city.  Next, the tutorial explains the required energy sources, scores required to move from level to level, and how the game ends.  I find the tutorial to be helpful in moving about the game and in the overall understanding of how to play.  The “Energy Sources and Demands” menu provides detailed descriptions of each energy source and the demands for each energy source.  By clicking on any of the energy sources or their demands, a separate page opens with a great deal of information.  Even if someone had no prior knowledge about energy sources or their demands, they could use this information to play the game.  It’s also a good resource to go back to while playing.  Finally, the “Group Game” menu offers a way for multiple players to engage in the game with one another.  Detailed instructions are given for how to play a group game, which requires email addresses for each player.  Overall, I think this is an excellent game and resource.  The only change I would make is to add a review section.  I would offer learners a chance to revisit the city they created to see how they could alter it or make it better next time.
C3.  The context type of Energyville is Transfer. Learners are required to apply SKA (skills, knowledge, and attitudes) of energy sources, demands, and the needs of a city in order for their own “city” to thrive.  Without a good understanding of the concepts, it would be difficult for learners to be successful in the game.
C4.  The two main attention strategies used in Energyville are inquiry and participation. Learners are constantly using problem-solving skills as they progress through the game.  They must use their knowledge and understanding of energy sources to support the choices they make for their cities.  Learners also participate throughout the entire game as it is a simulation.
There are two relevance strategies that are also used.  These are future usefulness and choice. The game’s lifelike nature provides a way for learners to see the usefulness of these skills in their future.  They should realize the importance of making good energy choices. The game also offers realistic choices that must be made in order to win the game.  The decisions that they make will determine the success or demise of their city.
One confidence strategy that is used is self-confidence, according to Keller’s ARCS Model.  The learner is responsible for the success of his/her city.  Win or lose, learning will be taking place.  Each attempt at success should prove easier and easier based on the knowledge gained through the process.  Therefore, the learner should gain confidence at each attempt as he/she plays the game
I think it is important that the instructor provide and explain natural consequences.  All learners that are able to win the game have accomplished a big goal: mastery of the skill.  Learners should be intrinsically rewarded for doing so and also should be encouraged to help others master the skill.
	CONTEXT EVALUATION SUMMARY


 C5. In summary, I would make few, if any changes to the program.  I find that it has many valuable attributes as is.  The main change is adding a review section so students can practice the material before creating another city.  However, I also think that the instructor can amp up the level of motivation before, during, and after learners play the game.  Instructors should ensure that students stay engaged the entire time with intrinsic motivation and encouragement.  As previously mentioned, once a student is successful in winning the game, the suggestion to help others that may not have reached that goal should be offered.
 
D. Instructional Components and Conditions Descriptions and Evaluation: 
	INSTRUCTIONAL COMPONENTS/CONDITIONS DESCRIPTIONS


D1. The Energyville game…
· An introduction is offered, but not required.  The tutorial provides and excellent introduction, as does the “About the Game” section of the website.  In this section, information regarding the usefulness and purpose of the game is communicated to the learner.
· Information/Activities are offered throughout the game in several ways.  The game itself relies on prior knowledge and/or the information section (Energy Sources and Demands) that provides help for those with little or no prior knowledge.  The game should help learners determine the benefits/drawbacks to each of the different energy sources as they make choices to use them or not in their cities, which will help them reach the objective.
· There is practice with feedback depending on whether learners choose to do the “guided” game or not.  The guided game provides step-by-step feedback and instruction as the game progresses.  Winning or losing will also provide some sort of feedback for the learners. 

· There is no dedicated review once the game has been completed.
· There is no assessment provided in the game (unless winning or losing is counted as an assessment). 

· The program does provide transfer opportunities for students.  Some prior knowledge is needed; therefore, learners should have already gained an understanding of the material before the game is played.
 D2. These conditions (from Appendix D) are addressed in Energyville:
· Verbal information: 
· Make information readily accessible to learners, and provide opportunities for them to explore "nice-to-know" information associated with the knowledge
· Practice with immediate feedback!
· Relate the information (term or definition) to preexisting knowledge.

· Intellectual Skills:
· Present varied examples or instances of concepts and rule applications, calling attention to the distinctive features of examples, definitions, and procedures.
· Encourage learners to recall previously learned information or examples that illustrate concepts or rules being presented.
· Demonstrate an application of the rule for the students.
· Provide learners with opportunities to "play" with concepts and rules within simulated or "real" environments, identifying and selecting their own examples and non-examples of concepts and rule applications if possible.
· Attitudes:
· Clearly identify examples of choices made by people who possess the desired attitude (credible and attractive-similarity, familiarity, appearance).
· Make students aware of the personal benefits gained by making choices based on attitudes (preferably by someone the students admire).
· Allow students the opportunity to practice making choices associated with the desired attitude (role-playing, group discussion, etc.) and give them feedback.
· Motor Skills:
· Practice with immediate feedback.
	INSTRUCTIONAL COMPONENTS/CONDITIONS EVALUATION SUMMARY 


D3. Immediate feedback is provided when students make bad choices that will decrease their chances of having a successful, energy-efficient city.  As the game progresses, advisement feedback (learners are informed about the consequences of specific responses or patterns of responses, and may receive recommendations about future choices) is provided.  Advisement feedback is also provided at the end of the game when the learner finds out if he/she was successful or not.
D4-6. There is really only one major fault that I can see with this program.  There is no review section, so I would add one that would allow students to see where they went wrong.  They would be able to practice the material before playing the game again.
E. Instructional Message Display Description and Evaluation 
General Message Display Description 
E1. 
· The screens orientation is from left to right and up and down.  It is easily readable and relevant information.
· Animation is used to display and contrast important information.  The game provides excellent animated imagery with pop-ups that provide additional information when needed.
· Meaningful perceptual units are clustered in physical as well as temporal space throughout the game.  Relevant and significant information is placed together.
· Sequential information is presented so that the reader is able to comprehend it.  The reader also has control over when the information goes away (the time limit for new information is determined by the reader).
· The tutorial provides detailed descriptions of how to move around the site.
· The game is very simple in its design, which creates a very efficient and user-friendly format.
General Message Display Evaluation Summary 
E2. I do not see any weaknesses in the general message display.  However, the instructor should encourage all new players to go through the tutorial to make certain the instructions for the game are clear.
Text Use Display and Description 
E3. 
· Line breaks are logically dictated throughout the program.
· Text organization is well-though out and carefully planned.
· Text and background contrast is provided by dark letters on light backgrounds and vice versa.
· Standard text formatting is used throughout.  
Text Use and Display Evaluation Summary
E4. There are no major weaknesses in the use of text and the display of this program.  Strengths may be noted by all of the factors presented in E3 above.
Picture Use and Display Description 
E5. All of the images and objects throughout Energyville have a clear function and designated purpose.  For example, each energy source provides a description when the mouse is rolled over top of the image.  Representational pictures and animations are realistic.  The organization of pictures is sequenced correctly (so that it makes sense).
Picture Use and Display Evaluation Summary 
E6. The functions of the objects in Energyville are self-explanatory based on the clear purpose each is given.  Each object seems intentionally placed into the game based on the relevance of the objects.
Diagram use and Display Description 
E7. The main diagram/chart is in the results summary at the end of the game.  However, there are also small charts of information that are provided as the game progresses.  All charts and diagrams are well organized and easy to understand.  The diagrams, charts, and graphs provided are relevant and consistent with the game format.  For example, the results summary provides a pie graph that shows the percentage of energy sources used in the city.  It also provides a chart broken down into three main categories of information to help the reader understand it better.
Diagram Use and Display Evaluation Summary 
E8. Overall, the charts, diagrams, and graphs used are easy to read, organized, and clear.  They provide reliable and precise information for the learner. 
Audio Use and Description 
E9. Audio is only used in two instances.  First, the game provides calm, soothing music on the introduction page that can be easily turned off if desired, or it can be left on for the remainder of the game.  Audio is also used for the tutorial where specific directions (in video format with illustrations) are given for the game.  
Audio Use Evaluation Summary
E10. Audio is used where appropriate and is not over-used in this program.  Speech is clear and concise.  The music provided is calming and not overwhelming.
Navigation Description and Summary 
E11-12. The navigation scheme is very user-friendly.  Arrows are used for directionality. When a new window opens, each provides a box that says “Close Panel” with a large red X.  This provides a common navigation scheme throughout the entire game.  The menus are not cluttered with information.  Navigating from one place to another throughout the program is very easy.
F.  Summary - Final Thoughts 

I thoroughly enjoyed reviewing the Energyville program.  As a 6th grade Science teacher, I will use this program with my own students.  It was very user-friendly and provided clear, concise instructions.  I have never come across another program that could provide such a comprehensive application of the skills learned in SOL 6.2.  If I had to compare another program to Energyville, it would be a program called Energy Hog.  However, they are different on many levels.  Energy Hog is designed to teach learners how to conserve energy.  It does not go through the different types of energy sources or their demands on the human race.  Energyville would undoubtedly allow learners to meet the given objective.  I will recommend this program to others in my field and look forward to using it in my classroom.
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