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Introduction

Inspiration: The Program

Inspiration was developed in 1999. It is a product of Inspiration Software Inc. A companion product, Kidspiration exists to allow lower grade students a much more visual and kid-friendly experience with the Inspiration concept. I am using Inspiration for not only this submission, but also the outline for another paper at SITE this year.

Concept mapping with Inspiration as its model has been discussed in the literature already  (Scappaticci,2000; Vojtek and Vojtek, 2000). 

How Inspiration works

Inspiration is cross-platform, and works in Windows as early as version 3.1; Macintosh OS on Power PC with System 6.0.4 or higher. Inspiration is network compatible.

Fundamentally, Inspiration works in two contrasting modes. Diagram mode is where the "concept map" is best displayed. Ideas are literally "thrown" onto the screen and linked together. Outline mode literally makes a traditional outline of the concepts earlier shown on the diagram. The user moves back and forth between the modes, arranging and modifying the material for the user's purpose.

We have found that Inspiration works best with learners when there has been little formal instruction. Rather, the "learning by doing" method seems to work best for us in using this product with learners.

Inspiration: Audience

The Inspiration audience is generally assumed to be students. However, it can be effectively used wherever it is found. We are looking at SITE attendees that may not have the opportunity to use this type of software in their regular duties. Those that interface with K-12 educators and college-level trainers will be more likely to have had experience with Inspiration.

Educators

Educators can do a myriad of things with Inspiration, planning, mulling over ideas for lessons, preparing written reports, etc.

Students

Students can develop individual ideas, or work in cooperative groupings to plan or discuss ideas. Students in upper grades will be able to prepare, organize, and largely outline written assignments. The product Kidspiration will do similar functions for students in lower grades.

Everyone

Indeed, the uses for Inspiration seem to be endless. Anyone who needs to put ideas together can first put them in a visual form with Inspiration in its Diagram mode. 

Session Objectives

We want all attendees, regardless of their role to experience Inspiration and discover the potential it can have for their own role in education, business, or whatever. No experience with Inspiration is expected or required. Indeed, we want attendees to enjoy this software and have fun with it.

Inspiration: Benefits

On the surface, Inspiration is a good organizer, but higher order thinking skills are also in play.

Users can see how ideas are connected, construct ideas in a more meaningful way for the individual learner, discover how new knowledge can be integrated into the learning matrix, and find out how misconceptions can be more easily identified.

We would want to have three or four laptop computers with Inspiration already installed for session attendees to enjoy this fun and interesting software. We can provide these laptops if necessary.
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