
I

ABC‐123 MATCH AND FUN WITH SHAPES

Us i ng a computer to teach t h e a lphabe t , number
sys tem and v i s u a l d i s c r i m i n a t i o n has been approached
in a v a r i e t y of ways. The ma in problems a r e keep ‑
i n g t h e c h i l d ' s i n t e r e s t and g i v i n g h im an i n c e n t i v e
to l e a r n . Most educators ag ree t h a t y ou w i l l have
g r e a t e r success i f l e a r n i n g i s f u n .

ABC‐123 Match and Fun w i t h Shapes use a game approach,
complete w i t h c on t r o l l a b l e moving ob j e c t s , co lo rs ,
sounds, and rewards. A t y p i c a l game l a s t s about 2-4
m i nu t e s which meets t h e 3-7 yea r o l d a t t e n t i o n span.

The c h i l d con t r o l s a v a r i e t y o f movable ob j e c t s
w h i l e a c o n t i n u i n g reward sys tem g i ves t h e p laye r
a v i s u a l and aud io i n d i c a t i o n o f h i s p rog ress i n t h e
game. Every a t t emp t r e s u l t s i n v i s u a l s i g na l s o f
h i s success or h i s need to t r y a g a i n . Spec ia l bonus
r o u t i n e s a t t h e end o f t h e program p rov i de t he
a d d i t i o n a l i n c e n t i v e t o fi n i s h t h e game.

Graph ics and Sounds use t he A t a r i Computer's
spec i a l a b i l i t i e s . A t t he same t ime they have
been kept s imple t o avoid con f us i ng o r d i s t r a c t i n g
t h e c h i l d .
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INTRODUCTION AND GENERAL OVERVIEW

ABC-123 Ma tch and Fun w i t h Shapes a r e designed to be lea rn ing games f o r
c h i l d r e n approx imate ly 3-7 yea r s of age . Impo r t a n t e a r l y l e a r n i ng s k i l l s
a r e i n t r oduced u s i n g a game fo rma t .

An o b j e c t which is to be matched is d isp layed in w h i t e on one p a r t o f t h e
sc r een . Four p o s s i b l e matches a r e d isp layed on t h e o p p o s i t e s i d e o f t h e
sc r een . The p l a ye r gu ides t h e shape across t h e s c r e e n t o ove r l a y t h e
p r ope r match .

LEARNING OBJECTIVES
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V i s u a l d i s c r im i na t i o n - A b i l i t y t o a s so c i a t e and match shapes.
Mo t o r s k i l l s - A b i l i t y t o move t h e o b j e c t a c r o s s t h e screen.
I n t r o d u c t i o n t o t h e symbols o f t h e a lphabet and number sys t em .
I n t r o d u c t i o n t o commonly used shapes and symbols.
Assoc i a t i on o f c a p i t a l and sma l l l e t t e r s .
Count o b j e c t s and r e c o g n i z e p r o p e r c a r d i n a l number symbo l .
Read ca r d i n a l number words.

MINIMUM RAM AND ACCESSORIES

16K RAM 410 Recorder (Casse t te Ve r s i o n )
J o y s t i c k 810 D i s k D r i v e ( D i s k Ve r s i o n )
Ba s i c Language Ca r t r i d g e

LOADING AND STARTING THE PROGRAM

Be s u r e t h e b a s i c language c a r t r i d g e i s plugged i n .

CASSETTE VERSION

1.
2.

3.
4.

I n s e r t c a s s e t t e in 410 program recorder, p r e s s rewind
To load ABC-123 Match, p r e s s p l a y
To l oad Fun w i t h Shapes, r u n t a p e fo rward to t a p e c o u n t e r 50
Tu rn compu te r on , t y p e CLOAD, p r e s s RETURN t w i c e
A f t e r p rogram loads w a i t f o r READY p r omp t . Type RUN and p r e s s
RETURN.

DISK.VERSION

W i t h compu te r o f f , t u r n on 810 d i s k d r i v e , w a i t t i l l r e d l i g h t goes o f f
Tu rn on y o u r compu te r. A f t e r a few seconds you w i l l see a READY p r om p t .
D o no t h i n g , t h e program w i l l a u t o l o a d .
A MENU program which a l t e rna te l y shows ABC-123 Ma tch and Fun w i t h Shapes
w i l l appea r. To s e l e c t cho i ce h o l d t h e j o y s t i c k b u t t o n down a t t h e
a p p r o p r i a t e t i m e u n t i l "Loading" appears .



SELECTION MENU

S i n c e c h i l d r e n t h i s age canno t read, s pec i a l Shape Selection/Game
Se lec t i on Menu formats have been provided.

ABC‐123 Match ‐ The numbers 1-6 (P l u s Menu f o r D i s k Ve r s i o n ) fl a s h one a t a
t ime on t h e sc reen co r respond ing t h e games (see page 3 ) .

Fun w i t h Shapes - The computer c yc l es t h r u 5 d i f f e r e n t Shape S e l e c t i o n
Screens (P l u s Menu f o r D i s k Ve r s i o n ) .

The compu te r w i l l c o n t i n u e t o c y c l e t h r u t h e Se l e c t i o n Menu u n t i l t h e
JOYSTICK BUTTON is pushed which se l e c t s t h e game.

FUN WITH SHAPES - VEHICLE SELECTION MENU

Each o f t h e f o u r veh i c l es used t o t r a n s p o r t t h e shapes appears o n t h e
sc reen one at a t i m e . The computer w i l l c o n t i n u e to c y c l e u n t i l t h e
JOYSTICK BUTTON is pushed to se lec t t h e v e h i c l e .

MOVING INSTRUCTIONS

The p l a y e r moves u s i n g t h e diagonal“ up , d i agona l
JOYSTICK. Ho ld t h e JOYSTICK ' ‘ x 3 , ’
w i t h t h e r e d b u t t o n away f rom l e f t ‐----;_02 ~ - - r i g h t
you on y o u r l e f t . Movement on / z - ’ I "\ \
t h e s c r e e n w i l l cor respond to d i agona l down d iagona l
t h e diagram to t he r i g h t .

END OF GAME

The game con t i n u e s u n t i l a l l success fu l matches have been made. The
p rog ram t h e n r e t u r n s t o t h e S e l e c t i o n Menu t o s t a r t a new game.

DISK VERSION ONLY

Pushing t h e JOYSTICK BUTTON wh i l e Menu is fl a sh i n g w i l l r e t u r n you to
t h e o r i g i n a l MENU program. Th i s a l lows you t o g o back and f o r t h between
ABC-123 MATCH and FUN WITH SHAPES.

NOTE ‐ The b r e a k key has been d isab led in t h i s program. Pushing t h e
System Reset Key w i l l Au to boo t t h e d i s k .



GAME PLAY

ABC-123 MATCH The dog is moved to t h e column of choices u n t i l h i s nose
touches t h e c o r r e c t cho ice ( o n a wrong choice you s t a r t o v e r ) . A f t e r a
c o r r e c t choice the bone that is rewarded is moved to the l e f t side of the
screen where a bone‐pile bui lds u p .

1 . O b j e c t s a r e C a p i t a l l e t t e r s s t a r t i n g w i t h A g o i n g t h r u Z . Choices a r e
Smal l l e t t e r s . Matches C a p i t a l w i t h Small l e t t e r s and teaches order
o f  a l p h a b e t .

2. Same as Game 1 b u t C a p i t a l l e t t e r s a r e randOmly chosen.
3. O b j e c t s a r e Diamonds s t a r t i n g w i t h one g o i n g t h r u 9. Choices a r e

numbers (1 t h r u 9 ) . Teaches coun t ing and number o r d e r.
4. Same as Game 3 b u t t h e number of Diamonds is randomly chosen.
5. O b j e c t s a r e p r i n t e d numbers s t a r t i n g w i t h one g o i n g t h r u n i n e . Choices

a r e numbers (1 t h r u 9 ) . Teaches r e a d i n g numbers.
6. Same as Game 5 b u t t h e numbers a r e randomly chosen.

FUN WITH SHAPES One o f f o u r veh ic les t r a n s p o r t s a shape t o t h e o p p o s i t e
s i d e of t h e s c r e e n . Success o c c u r s when t h e o b j e c t over lays t h e proper
o b j e c t o n t h e o p p o s i t e s i d e o f t h e screen ( o n a wrong cho i ce you s t a r t
o v e r ) .

SHAPE CHOICES

1 . C a p i t a l L e t t e r s - I n t r o d u c t i o n t o A lphabe t i ca l Symbols. The p a r e n t c a n
t e l l t h e i r c h i l d what l e t t e r s a r e b e i n g used a s t h e game i s p l a y e d .

2 . Squares , Tr i a n g l e s , Pyramids - T h i s i s a s p e c i a l l y designed s e t i d e a l
f o r V i s u a l D i s c r i m i n a t i o n .

3 . Smal l L e t t e r s - I d e n t i c a l t o cho i ce 1 above b u t uses Smal l l e t t e r s .
4. S p e c i a l Character S e t - Se lec t i on f rom t h e A t a r i "Contro l Key" Charac te r

S e t c a n b e used a s i n c h o i c e 2 above.
5. Numbers and S p e c i a l Symbols - Th i s cho ice uses 0-9 and many of t h e

" S h i f t Key" and P u n c t u a t i o n Characters and may b e used a s i n cho ices
1 and 3 above.

TRANSPORTATION CHOICES

The f o u r veh ic les were inc luded to p rov ide v a r i e t y to encourage program
i n t e r e s t , and to i n s u r e m o t o r s k i l l development in a l l d i r e c t i o n s .

PARENTAL HELP

Children w i l l g r a s p t h e game mechanics q u i c k l y. The l e a r n i n g a s p e c t s of
t h e game w i l l o c c u r i f t h e p a r e n t w i l l h e l p t h e c h i l d i d e n t i f y what t h e
l e t t e r , number o r shape i s , fi r s t i n a t e l l i n g mode ( T h a t ' s a n A ) . t h e n i n
a ques t i on ing mode (How many diamonds do you c o u n t ? ) . The prog ram
emphasizes accomplishment. No th ing is l o s t f o r a wrong guess . A sad _
f a c e is n o t a repr imand b u t o n l y a s i g n to t r y a g a i n .


