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The CATS system is a set of computer programs that are used by
instructors to create effective lessons without the need for
programming skills or a computer background. The system can be
mastered by teachers in a very short time. Using the system allows
instructors additional class time to concentrate on more complex
material. Lessons can be developed so that bright students can get
through them quickly and others can go at a slower pace. Tests can
be prepared with the system to evaluate material learned at an
carlier time. Items for testing can be randomly selected from a pool
to create a unique test screen in response to incorrect answers.

Additional features of the system include:
*  uses English commands

*  has extensive student testing ability with sound and graphic
rewards

*  has extensive graphic and animation capabilities
*  has extensive answer analysis ability

*  runs on many different microcomputers (IBM, Apple, HP,
etc.)

*  has multiple fonts and variable intercharacter spacing

*  allows simple creation of rectangles, ellipses, arcs and line
drawings
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has color, object shading, rotation, and scaling

has character, word, and numeric cursor position selection
uses unordered and synonymous multiple fields

uses unconditional and conditional branching

records student performance

easy to use for the student

allows extensive testing and validation of course lessons
sustains student interest by requiring frequent performance

student is constantly challenged to recall basic principles,
solve problems

programs can be written to anticipate 90% of likely incorrect
responses, or partially correct responses

allows positive recognition for both correct and partially
correct responses

allows branching slower learner into appropriate review



	Table of Contents
	Volume 11, 1984
	Simulation Gaming as a Means of Researching Substantive Issues: Another Look
	A Further Test of the Group Formation and its Impacts in a Simulated Business Environment
	Impact of Economic Patterns on Student Performance in Computer Business Simulation Games
	Majority Fallacy Game with Independent Student Simulation and a Case
	Introducing the Marketing Channel Laboratory
	A Comparative Evaluation of a Marketing Game
	A Study of Comparative Effectiveness of Problem-Solving Technologies
	The Impact of Hierarchical and Egalitarian Organization Structure on Group Decision Making and Attitudes
	Risk-Free Decision Making
	The EX-STRA Export Strategy Game
	Computer Education for Management Students
	Developing a Computer Game/Job Simulation to Teach Functional Literacy Skills
	Experiencing Socialization First Hand: An Experiential Exercise in Organizational Socialization
	Networking
	Distributive Versus Integrative Approaches to Negotiation: Experiential learning Through a Negotiation Simulation
	Managerial Education and the Real World: Foudations for Designing Educational Tools
	Diagnosing Group Climate to Improve Supervisory Effectiveness
	Student background as a Factor in Simulation Outcomes: The Collective bargaining Example
	The Use of Pre-Plays in Management Education
	Experiencing the Process Debrief: A Workshop
	ABSEL Megatrend Roots
	MEGATRENDS for Business Simulation and Experiential Learning
	The Effects and Consequences of the Megatrends on Simulation Gaming: One View
	Opportunities for the Future: ABSEL's Role
	Experiential Learning-Based Discussion vs. Lecture Based Discussion: A Comparative Analysis in a Classroom Setting
	An Evaluation of the Minitab Package in Teaching Business Statistics Concepts
	A Path Analytic Study of the Effects of Alternative Pedagogies
	Developing and Using Weighted Application Blanks: An Experiential Exercise
	Building Airplanes
	Individual vs. Group Grade: An Exercise in Decision making
	A Marketing Plan Exercise: Development of Interteam Cooperation Using a Coordinated Experiential Approach
	Using Student Experience as the Basis for a Consumer Behavior Learning Exercise
	Student Evaluations of Instructors: What do Students Believe?
	A Description of the SOFTCAT Computer Assisted Teaching System
	Comparisons of Practitioners' and Professors' Perceptions of Business Policy Content and Learning Methods
	The Perceived Relationship Between Pedagogies and Attaining Course Objectives in the Business Policy Course
	The Use of Simulation in the Teaching of Business Policy
	A Research Study on Strategic Decisions in a Business Simulation
	Strategic Management Decision Making Researched Via Simulation Gaming
	Using Simulation to Investigate Factors in Competitive Bidding
	Combining Experiential Learning and management Assistance
	A Model for Teaching Management Skills
	Putting Experience Back into Experiential Learning: A Demonstration
	The Teaching and Behavioral Measurement of Managerial/Organizational Competencies: Developing Experiential Exercises and Simulations
	A Simulation Game Model for Conglomerates
	QCLAB - A Microcomputer Laboratory in Quality Control
	CTSS: A Commodity Trading Simulation System
	Problem Solving: An Exercise on Learning, Coaching, and Operant Conditioning
	A Demonstration of the Effects of Feedback as a Category of Reinforcement
	The Assessment of Feedback and Disclosure in Interpersonal Relations: An Experiential Exercise
	A Study to Determine Whether the Teaching of Basic Grammar Skills in Business Communication Classes Improves Students' Business Letter Writing
	Corporate Maladies Through the Eyes of the Memo Writer: A Seldom Used Experiential Tool
	Executive Bailout at Shake & Spear, Inc.
	The H.E./L&P Merger
	Intercultural Nonverbal Communications: An Experiential Exercise
	The Evolving Business Policies Course - Is Management Gaming the Logical Pedagogy?
	The Use of Decision Simulations in Management Training Programs: Current Perspectives
	Humanizing the Business of Medicine: The Use of Simulated Patients to Train medical Students
	Systematic Integration of Simulation Methods in a Graduate Management Curriculum
	Modeling Non-Price Factors in the Demand Functions of Computerized Business
	Using Spacial Relationships to Estimate Demand in Business Simulations
	Two Algorithms For Redistribution Of Stockouts In Computerized Business Simulations
	Leadership And Strategic Behavior
	A Comparison Of Two Business Strategy Simulations For Microcomputers
	Incorporating Decision Support Systems Into Management Simulation Games: A Model And Methodology
	Using Micro-Computers To Support The Analysis Of Complex Cases: It's As Easy As 1-2-3
	Strategic Formulation Consistent With Pims: A Micro-Computer Application


