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Problem Solving activities are perhaps the purest form of instructional supplementation made possible by emerging computer- and internet-based technologies.  These are genuine learning experiences in which the internet is used as a problem solving tool accessing the capacity for information searching, peer feedback, parallel problem solving, sequential creation, telepresent problem solving, simulations and social action.  These activities can be organized as competitive or collaborative projects depending upon the teacher’s direction, the students’ needs, and academic appropriate use rules.

Information Searches are often formatted as games, like scavenger hunts and “20 Questions,” where students come together in a community and compete to discover new links between facts and figures.  These can be used competitively within a class or may be used as a collaborative activity in which an entire class takes part.

GeoGame (http://gsh.lightspan.com/project/gg/description.cfm) is an interactive game in which middle-upper elementary students are guided and encouraged to learn how to read and interpret maps, learn geography terms, and to become more aware of cultural diversity in the world.

The Landmark Game (http://www.kidlink.org/KIDPROJ/landmark01/announce.html) is similar to GeoGame in that it is a geography-oriented search.  However, The Landmark Game is open to grades 2 – 12 and is a scheduled activity that covers a set period of instruction time.

Peer Feedback offers students the ability to directly interact with other students in different classrooms.  Feedback projects include critique and evaluation with special twists to keep the students engaged.

How Far Does Light Go (http://www.kie.berkeley.edu/KIE/web/hf-description.html) is a debate-style peer feedback project.  In 6, 50 minute sessions, a class learns about theories of light and then takes to the internet to compete with another group proposing answers to the foundational question: how far does light go.

The Monster Exchange Project (http://www.monsterexchange.org/) offers students a chance to test their descriptive language skills as they describe their monster to another class over the internet and the other class draws what they “see” in the description.

Parallel Problem Solving is another generally competitive activity structure that poses a single problem to a number of classes.  Each class then works through this problem (oftentimes a construction or design problem) and “competes” with the other classes in certain performance tests.

Amazing Machines (http://www.lethsd.ab.ca/lakeview/amazing2000.htm) was a competitive project among fourth grade classes to build a simple vehicle which is tested for the distance it will roll down a ramp.

A Day in the Life of an Icecube (http://www.windsorct.org/icecube/) is a project where students in various locations measure the time it takes and icecube to melt in their area.  They then submit environmental information (longitude, latitude, geography, etc.), and the entire group tries to find common connections and assert the influence of these various factors.

Sequential Creations are activities that allow students to offer creative input into a community “creation”.  These are often organized as adventure stories of a main character who travels from one classroom to the next and each stage is described by the local class.

Benni the Bear Around the World (http://www.kidlink.org/KIDPROJ/Benni/) followed Benni through adventures that were emailed from elementary class to class as he explored the world of the students who were writing his adventure.

I Have a Dream (http://www.kidlink.org/KIDPROJ/dream99/) was an electronic poem composed in rounds through student- composed free verse poetry written through the inspiration of the landmark civil rights speech of Martin Luther King, Jr.

Telepresent Problem Solving offers students an interactive platform to solve problems in “remote” conditions, often by manipulating robots/computers accessible through the internet.

Mercury Project (http://www.usc.edu/dept/raiders/) was a simulation in the mid-90s that gave students the ability to view and manipulate a robotic arm and discover “artifacts” on that remote “world”.

The TeleGarden (http://www.usc.edu/dept/garden/) was a project where students from around the world were able to manipulate a real garden through remote link to a robotic unit.

Simulations combine elements of peer evaluations, parallel problem solving and sequential creations.  However, in these there is an emphasis on an established model that defines the activity.  Some of these simulations follow traditional lines of virtual United Nations and other government projects while others have ideas that are genuinely new and unique.

The Ugly Islands Project (http://members.ozemail.com.au/~macinnis/ugly/index.html) is unusual in many ways.  It leaves flashiness behind and concentrates on the creation.  This imaginary island group in the Pacific is home to a well-defined environment, population, geography, etc.  Students join to solve problems with industry, government, environment, etc.

Taking Stock (http://www.santacruz.k12.ca.us/~jpost/projects/TS/TS.html) is a stock market simulation that can help students grasp ideas of economics that may otherwise remain opaque in classroom discussion.

Social Action activities bring together a number of computer-based advances in a form that helps students develop a sense of connection and cultural diversity.

The Giraffe Heroes Network (http://www.giraffe.org/) offers a program to educate students about successful social activity and to help them form a plan of their own.

The Holocaust Genocide Project (http://www.iearn.org/projects/hgp.html) is a ten year-old project that links students into a global network to raise awareness about the Holocaust and modern genocide.

