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Due: ____________
Pick one of the Discussion topics described below and write a reaction essay which answers to the questions presented at the end of the case.  This assignment must be typed and should be at least one page.
1. A related legal issue is the use of multimedia software in the courtroom. Maya, a software program developed by SGI, uses the laws of physics and complex calculations to produce a video “simulation” of how a crime probably was committed. The video is so polished, it appears to be a reenactment of the crime. Already, the software has helped to obtain convictions in some trials. Critics argue that the software should not be used. They maintain that the software might unfairly influence juries (“The simulation that jurors see makes one version of events appear very certain,” one legal scholar says), and, at a cost of more than $5,000, the software might not be equally available to everyone. Should the products of multimedia software be permitted in the courtroom? Why or why not?

2. Industry experts claim that most software for home use is purchased by males. As computer literacy becomes increasingly important to career advancement, some feel this indicates an added obstacle for females entering the workplace. Some analysts insist that much of the disparity in computer use is a result of the nature of entertainment and educational software. Boys like the shoot-‘em-up, win-lose character of most entertainment software. Girls, on the other hand, prefer exploratory, less competitive software. Unless software adjusts, some fear that female interest in computers will continue to wane. Are the analysts right? Do males and females favor different types of software? If so, should software developers adapt their products? Why or why not? Is it important to modify software, such as entertainment and/or educational software, to meet the interests of different groups? Why?

3. Modern paint programs authentically mimic art produced by hand, right down to brush strokes and surface textures. Better yet, artists can import other graphic files and effortlessly change a work in progress. Some complain, however, that computerization has made the work too easy. Knowing illustrations readily can be altered, people are more demanding and less forgiving. Even worse, digital art has been denounced as having a bland quality that reflects little effort, feeling, or imagination. What is the future of paint software? Will it ever be widely accepted? Why or why not? How might paint software change commercial art? Will it ever be used by noncommercial artists? Why or why not?

4. The virtual game industry is one of the fastest-growing fields in the entertainment spectrum. Recently, the United States Congress warned game makers that companies in the United States could face government intervention if they fail to police themselves in marketing games with violent content to children. Opponents of this warning argue that most children recognize that computer games are just that — games — and simply provide an entertainment outlet. They believe that parents, not government, should determine what games children play. Can computer games have a detrimental influence? Why or why not? Should computer games be regulated? If so, how should this regulation be applied? Should the responsibility for game playing be primarily the responsibility of parents?

5. Americans spend almost $500 million a year on educational software. Web-based training and educational software have been developed for a wide range of subjects, including science, mathematics, grammar, history, foreign languages, even instrumental music. Both Web-based training and educational software allow for flexible scheduling, show infinite patience, let students learn at their own pace, and are available at reasonable cost. Unlike in-person instruction, WBT and educational software lack direct interpersonal contact between student and teacher. A puzzled look, a quizzical expression, or a tentative response can go unrecognized. Critics maintain that the computer work required also can result in bad posture, repetitive stress injuries, and social isolation. Considering the strengths and weaknesses of Web-based training and educational software, for what subjects are they most suited? Why? For what subjects are they least appropriate? Why? If you could learn to play the guitar from a distance learning class or educational software, or from a human instructor, which would you choose? Why?

6. Software developed for elementary school children, kindergartners, and even preschoolers has won the praise of educators and child psychologists. Yet, a minor furor erupted over Knowledge Adventure’s Jump Start Baby program, which is aimed at children nine to twenty-four months old. According to developers, Jump Start Baby makes even young children comfortable with computers. The software is tailored to tots and, supporters insist, certainly is more beneficial than an equal amount of time spent watching television. Critics feel, however, that digital blocks are no substitute for the real thing. They argue that children need to experience the real world, not a cyber representation. When should children be introduced to computers? Why? How can parents ensure that a child’s computer experience is worthwhile?

