Peanut Software – A Short Summary from the Website

Website:  http://math.exeter.edu/rparris
Winarc:  “Winarc is a collection of game subprograms, currently including Life, Krypto, Boxes, Hex, Rubik, Mazes, Pegs, Bishops, the Loyd 15 puzzle, Spaceship, and Sudoku.”
Wincalc:  “Wincalc allows the user to calculate integers with millions of digits.”
Windisc:  “Windisc is a collection of subprograms that deal with discrete-math topics such as apportionment, voting power, voting methods, and network analysis (traveling salesman problem, map-coloring, etc).”

Winfeed:  “Winfeed is a fractal exploration program.  It allows the user to explore functional iteration, including Mandelbrot and Julia sets, ferns and snowflakes, web and bifurcation diagrams, and more.”

Wingeom:  “Wingeom is for high-precision geometric constructions in both two and three dimensions.  Drawings can be highlighted and animated in a variety of ways, as the demonstration files show”
Winlab:  “Winlab (Windows 3.1) includes eight subprograms, most of which have been absorbed into my other programs:  conic sections (Wingeom), star polygons (Wingeom), three-body simulator (Winplot), a root-finding utility for elementary functions, a 2-dim mapping visualization (Winplot), roulettes (Winplot), random functional graphs for students to identify (Winplot), and an exploration window for Penrose tilings (Wingeom).”

Winmat:  “Winmat allows the user to calculate and edit matrices, and solve standard linear algebra problems. The program operates in real, complex, and integer mode.”

Winplot:  “Winplot is a general-purpose plotting utility, which can draw (and animate) curves and surfaces presented in a variety of formats.”

Winstats:  “Winstats provides access to scatter plots, curve fitting, histograms, statistical data, and standard theoretical probability distributions. It also simulates dealing cards, sampling candy, tossing darts, needles and coins. There are two least-squares demos and a confidence-interval demo.”

Maxima – A Short Summary from the Website
Website:  http://maxima.sourceforge.net/index.shtml
“Maxima is a system for the manipulation of symbolic and numerical expressions, including differentiation, integration, Taylor series, Laplace transforms, ordinary differential equations, systems of linear equations, and vectors, matrices, and tensors. Maxima produces high precision results by using exact fractions and arbitrarily long floating point representations, and can plot functions and data in two and three dimensions.  The Maxima source code can be compiled on many systems, including Windows, Linux, and MacOS X.”
POV-Ray – A Short Summary from the Website
Website:  http://www.povray.org/
“The Persistence of Vision Raytracer is a high-quality, totally free tool for creating stunning three-dimensional graphics. It is available in official versions for Windows, Mac OS/Mac OS X and i86 Linux.”

“The Persistence of Vision Ray-Tracer creates three-dimensional, photo-realistic images using a rendering technique called ray-tracing. It reads in a text file containing information describing the objects and lighting in a scene and generates an image of that scene from the view point of a camera also described in the text file. Ray-tracing is not a fast process by any means, but it produces very high quality images with realistic reflections, shading, perspective and other effects.” 

National Library of Virtual Manipulatives – A Short Summary from the Website
Website:  http://nlvm.usu.edu/en/nav/vlibrary.html
“The National Library of Virtual Manipulatives (NLVM) is an NSF supported project that began in 1999 to develop a library of uniquely interactive, web-based virtual manipulatives or concept tutorials, mostly in the form of Java applets, for mathematics instruction (K-12 emphasis). The project includes dissemination and extensive internal and external evaluation

“Learning and understanding mathematics, at every level, requires student engagement. Mathematics is not, as has been said, a spectator sport. Too much of current instruction fails to actively involve students. One way to address the problem is through the use of manipulatives, physical objects that help students visualize relationships and applications. We can now use computers to create virtual learning environments to address the same goals.

“There is a need for good computer-based mathematical manipulatives and interactive learning tools at elementary and middle school levels. Our Utah State University team is building Java-based mathematical tools and editors that allow us to create exciting new approaches to interactive mathematical instruction. The use of Java as a programming language provides platform independence and web-based accessibility.

“The NLVM is a resource from which teachers may freely draw to enrich their mathematics classrooms. The materials are also of importance for the mathematical training of both in-service and pre-service teachers. The library is actively being extended and refined through projects including the eNLVM, a project to develop interactive online learning units for mathematics.”
