	1) Do you have any suggestions for a title?

	· Multipliville.  har har.

· Mathtropolis, Arraytown

· Mathville ([though I] suppose that is close to what you have now)

· Mathomania

· City Math

· Numberlandia?


	2) Do you have any suggestions for locations?

	· I don’t like petstores -> not that.

· maybe: forrest?/woods?       Library?     candy store?

· Would you have time for too many locations?  The more, the merrier of course 


	3) What aspects of the program do you “like” and why?  (Do you like them because you think they will be effective?  Do they make software usage easy, fun, useful, etc?)

	· I like the similarity to the class exercise, the varied + increasing skills levels

· I like the grid and the ability to see commutativity properties and such

· Map, though – do you want it to be all parks, zoos, “nice” things? 
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Yes.
· I think that “designer tiles” are a nice idea, especially if you can come up w[ith] nice/cool images that match your locations. [However, I] understand [the] need to get away from itemized image[s] on tiles ([as] raised in class), maybe “patterns” would be better…

· Idea of tools is great; make sure they don’t make the interface too cluttered

· Adventure game – very nice: perhaps maybe adding a storyline depending on places they visit? (simple one)

· I like the way you handle the combinations of shirts & blouses visually on the grid, using column and row labels.

· I like the location/navigation idea a lot, though I think the town/city idea might not be the most exciting one ~ how about a space colony or a castle or an aquarium or some such?

· The tile sets as a reward is a great idea for personalization + to take advantage of the whole “collect them all” mindset


	4) What improvements do you think can be made?

	· How are the kids counting?  maybe make a[n] easy & precise mouse over and count tool ~ or click to count, since counting on screen is difficult & annoying. 
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A good point!  We were thinking of trying  a click-to-count set-up to start, and then testing to see if the kids find it to take long, be difficult, etc. 
· background a little drab… don’t know if this [is] the final color scheme
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Nope.  We’ve been soliciting drawings from the girls, and hope to incorporate them into the backgrounds of the program.
· difficult to understand how to play, what to play, where one has played

· is the messing around section intuitive… does it have a goal in mind [?]

· clarification of how to use tool.  ([I] imagine this will come as design is made solider.)

· Ensure the interaction characters are unique and entertaining.

· Reward each time ‘school’ location/exam is completed (bigger)

· Make sure you have adequate (vocal/written) guidance or help screen.  Perhaps a Tour Guide of MathBurg?

· 3 shirts & 2 blouses [is an example of] combinations, not permutation

· Maybe questions at a location should correspond (topic-wise: questions about flowers at florist)

· I’m a little hazy on why the toolbox is necessary.  Also, you can’t run out of tiles, can you?

· Associativity, multiplying more than 2 numbers (could do 3-d or flattening an array into a line)

· I am confused about the tile element.  If the user earns tiles and uses them in novel arrays will this inhibit their understanding, for instance, making arrays to quantify flower products with puppy tiles

· Try to get away from mult*perm modes ~ no great ideas here either.  maybe use connections rather than arrays?  that might undermine the importance/gain of arrays.


	5) Do you have any concerns about secondary effects of the software?  (i.e. “the characters (once they are no longer stick figures) might reinforce stereotypes”)

	· seems like math/girls tends to be a hot topic.  b/c you are working with a pop[ulation] that is all ‘girls’ enforcing that they can/do math is good but not over essentializing that is nec. really feminine math.  not all “skirts” and “blouses”.

· Combinations – not just clothing!  Maybe something a little deeper.  Also, examples that don’t involve flowers?  E.g. tennis, field hockey, & track in the fall, baseball, lacrosse, & badminton in the spring: how many total choices?

· I don’t have a lot of concerns, though I think making the environment more unrealistic ([castles, etc.]) would create less obvious stereotypes.


	6) We have attempted to make the program non-linear (users can visit the stations in any order and can go back to stations any number of times), but the basic structure of earning new tools creates an implicit end to the program: once you have earned all of the tools, you have “won”.  Do you see this as being a problem?  What sorts of “rewards” (or reward structures) can be used as motivators without being “ends”?  (i.e. having the characters thank the users for solving a problem might be a type of “reward” that there is incentive to earn over and over again.)

	· [the thank-you thing is a] Good idea: perhaps they can say something unique (interesting fact, Snapple-caps like) or funny (joke) each time as a reward?

· Points.  Stickers (even virtual ones) 

· Why is an “end” a problem?  Kids play games all over again a lot. 

· something we’ve used before was video/animation thats funny.  Printouts are also good.


	7) Other comments?

	· looks like a great, useful program

· What tools are you planning to use? i.e. Director/Java?
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We plan to use Flash MX 2004.

· For a main character, [you] might want to consider “Betty Lincoln” – it’s a theme at the school.  Kind of like Josiah.

· Make sure the software is clear + easy to access for the learners – why, how, what, etc

· I recommend full color – Nice

· have different parts of town (so you can do a borough in each session) ( then you can be given a “key” to that part of the city
· be careful of what “tile sets” you choose

· Maybe make the clothing “in uniform”
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