EUCLIDEAN PROJECT 

INTRODUCTION

Euclidean Reality is a software  used to design geometric figures. With Euclidean Reality, the children can create figures and investigate  their mathematical properties such as angles and lengths through freely manipulating the figures  and export them in several formats, vectorial or bitmap.  In simple terms,  children can perform any kind of configuration using  Euclidean geometry. 


For this particular project, the child (a primary 5 pupil of 10 years of age) who created  the figures was given a short tutorial in identifying the euclidean tools and the uses of each tool to create and investigate properties of various figures. Then the child was given some instructions to guide him to create figures and investigate some properties of the figures. Next, the child has to record the  properties found in the questions following the instructions.  In the end, the child was given interviewed to assess his attitude towards the use of the software in designing figures and discovering their properties .

THE TUTORIAL (25 MINUTES)

1. Click to open the euclidean file.              [image: image6.png]x b AT G RS APNS IR





2.  Click the scroll bars or on the scroll arrows moves the contents of the drawing window vertically or horizontally.

3.  The toolbar contains tools for managing files. There are twelve toolboxes reside on the toolbar   which is illustrated below;
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4. The toolbar contains tools for building constructions. There are twenty-one toolboxes reside on the toolbar which is illustrated below;

















5. The toolbar contains tools for building geometrical constructions. There are twenty toolboxes   reside on the toolbar which is illustrated below:
















Since the objective of the euclidean software is on assisting  and enhancing children capacity to create and investigate properties of geometrical figures, it is necessary for adults and teachers to give ample opportunities for the children to do so in his or her own capacity and time. This is where the use of  euclidean software facilitates the children learning not the teacher teaching the children. 

The next logical step after the tutorial is to assist the child by giving some instruction to perfom some activities for him to attempt.  The instructions to perform the activities for the child to follow and attempt are as follow.

INSTRUCTIONS FOR ACTIVITIES
1.  Click to open the Euclidean file.

2.  Using the tools that you have learned, create two euclidean projects. 

3.  In Projec 1 – create a square, a rectangle, a triangle and a circle. You can put these figures together    to make it more  interesting and fun.

4. In Project 2 – create another  square, rectangle and triangle. Find out the length  of the sides and  the angles in each shape that you created. 

GOOD LUCK !!!

THE CHILD’S WORK (EUCLIDEAN PROJECTS) 
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Project 1 -  different shapes with arrangements.
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Project 2 – shapes with lengths and angles

INTERVIEW OF THE CHILD AFTER COMPLETING THE PROJECTS 

Question 1 : What do you think of  this software?

I like this software. I can make different shapes with different sizes freely and easily. 

Question 2: Do you enjoy while doing this project?

Yes.. I enjoy it alot.

Question 3: What can you find out  about the shapes when using this software?

Yes.. I can easily find the lengths, perimeter and  angles in each shape I make. I don’t have to memorise formula.

Question 4: Do you learn more using this software?

(Silent) yes I learn I can make different sizes of shapes. Also, I can rotate and drag the shape without changing its size or length.

ANALYSIS OF THE INTERVIEW OF THE CHILD

The child was able to do what I asked him to do. The child was  motivated to find the length, perimeter and angles without ever using a formula.  More importantly, he was able to find out these measurements on  his own  with some enjoyment.  As a result of this , he proceeded on his own to discover other interesting facts about the figures such as  when rotating at a point, the size of the shapes do not change. This is important in a sense that the child is learning  by investigating and by doing so, he discovers a lot more on his own terms with enjoyment.  

CONCLUSION

In a nutshell, with Euclidean Reality, children can not only learn to create figures  but also be able to discover and investigate  their properties such as lengths and angles through  manipulating   them freely.  On the teaching aspects, the role of the teachers or adults here is to facilitate the children learning as oppose to teaching or telling them what to do. This software is potentially crucial to facilitate the children learning  particularly in  developing   the childrens’  thinking and problem solving skills where such skills are emphasised in the new Brunei  mathematics curriculum. With proper training , guidance and adequate time, the use of Euclidean reality in mathematics teaching and learning should prove to be of  valuable software.
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