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CELEBRATE OCTOBER
WITH EIGHT PAGES OF
COMPUTER FUN

Micros are for Primary Kids, Too! ® Put Parents on your Computing Team
Plus Six Zippy Task Cards for Young Programmers
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“The Philadelphia Story” in Reading:

Improved Skill and Comprehension
At a Price Any District Can Afford

Now the Philadelphia School District's Computer Assisted
Reading Development (C.A.R.D.) Program Can Be Included
In Your School's Computer-Assisted Instruction Curriculum

Field-Tested Courseware

For the past fifteen years, the Philadelphia City
Schools have been using a Computer Assisted
Reading Development program throughout the
district. It has undergone constant revision and
testing, and has become known as a model of
computer-assisted learning. Radio Shack has
adapted this highly successful program for our
TRS-80® Model III and Model 4 microcomput-
ers, and is making it available to your district.

With C.A.R.D.I: Sentences and C.A.R.D. II: Para-
graphs courseware, your students can take ad-
vantage of a proven program that requires a
minimum of supervision. Clearly developed les-
son sequences will help your students to im-
prove reading comprehension.

Skill Development

C.A.R.D. I: Sentences covers four topics. Each
topic builds a skill area in sentence use. The first
topic, Sentence Recognition, asks students-to
identify which groups of words are sentences.
The second topic, Labeling, asks students to
choose topic “labels” that express the like
relationship between keywords. Sentence
Relationships asks them to identify sentences
with a related meaning, and Ordering Sentences
has them put a series of sentences in logical or
chronological order.

C.AR.D. II: Paragraphs is divided into five topic
areas. They require the student to find the gen-
eral topic of a paragraph, specific topics, details,
topic sentences, and to define paragraph rela-
tionships. Each topic in both C.AR.D. I and
C.A.R.D.II has a pre-test, six or seven develop-
mental lessons and a post-test.

Reinforcement and Branching

In the CARD. programs, the computer pro-
vides immediate constructive feedback to every
student response, with reinforcement after cor-
rect answers and hints or corrections after incor-

rect responses.
CIRCLE 11 ON READER SERVICE CARD

In addition, key questions within the lesson are
used as criteria for branching students through
different lesson paths. When a student answers
one of these questions, the computer immedi-
ately evaluates the response and sends the stu-
dent along the lesson path appropriate to his or
her performance.

Comprehensive . . . Yet Affordable

C.ARD.Iand C.A.R.D. Il programs will soon be
followed by Directions and Comprehension to
give your district the full range of reading pro-
grams. CARD. I (26-2603) and CARD. II
(26-2604) are priced at $199.00 each and are
ready to run on your disk-based Model III or 4
with the addition of either our TRS-80
AUTHOR I (26-1727, $149.95), a complete
computer lesson development program, or
TRS-80 AUTHOR I Lesson Presentation Package
(26-2707, $64.95).

For more information, visit your nearest Radio
Shack Computer Center, participating store ot
dealer—or contact your Radio Shack Regional
Educational Coordinator.

For the name of the full-time Educational Coot-
dinator in your area, call Radio Shack’s Educa-
tion Division at 800-433-5682 toll-free. In
Texas, call 800-772-8538.

Radie fhaek

The Name in Classroom Computing™
A DIVISION OF TANDY CORPORATION

| For more information about Radio Shack educational

products and services, mail to:
Radio Shack, Dept. 84-A-374
300 One Tandy Center, Fort Worth, Texas 76102
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Prices apply at participating Radio Shack stores and dealers.
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THE SPELLING SYSTEM

dead bread young health
blood flood Touch breakfast
heavy thread build country

CLUZE PLUS

The magicians | their

audiences with their "magic ' People

couldn't figure out how it 1as possible
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Examp!le:

I have a dog.
She is fnendly

HWarch

I hove o friendly dog.

That's how we use describing words
such as: red green fat thin quier.
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to do most of the tricks. They were
always amazed by them

5. ». asvounded ¢ worried
d. warmed

EDUFUN! LEARNING GAME

TURNING COMPUTER SYSTEMS INTO LEARNING SYSTEMS

GO WITH THE LEADER. Over the years, Milliken has become
recognized as the leader in electronic publishing. Hundreds
of thousands of students and teachers benefit from our
courseware each day.

SOMETHING FOR EVERYONE. Our programs cover a wide
variety of subject areas: Mathematics (1-8), Language Arts
(1-8), Grammar (3-9), Spelling (4-8), Reading (3-12), and
Writing Skills (4-8), as well as our EduFun! instructional
games (K-8). Over 100 diskettes in all, with more on the way.
EASY TO USE. You don’t have to be a computer programmer
to use Milliken courseware. Even a novice can master our ma-
terials in a short time. Each package includes a teacher’s
guide with easy-to-follow instructions and suggestions for im-
plementing the courseware in your school.

TEACHER MANAGEMENT. Every courseware diskette comes
with a comprehensive management program that will allow
you to make individualized assignments, identify students’
problem areas, generate performance printouts, and more.

All records are automatically maintained.

TRY IT BEFORE YOU BUY IT. We urge you to thoroughly in-
spect all computer software products before you buy them.
Don't be misled by ‘‘demo’’ diskettes — use the actual pro-
gram. There's no cost or obligation to receive a complete
demonstration of Milliken courseware. We also honor 30 day
“‘on approval’’ purchases. If you would like to know more,
we'll send you complete information on all of our materials
along with copies of our latest courseware reviews.

Please contact us today and let us show you why we're #1.

MILLIKEN PUBLISHING CO., 1100 RESEARCH BLVD., P.0. BOX 21579, ST. LOUIS, M0 63132 (314) 991-4220
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What do frogs and glasses of water have to do with computers? Lots, if
you're five years old and attend a special computer class at the Lawrence
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I8 Put Parents on Your Computing Team!
By Lesli Rotenberg
Here’s how knowledgeable schools across the country are involving parents
in children’s computer education and scoring big benefits in the process.
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Halloween!
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Programming’s a snap with a keyboard hot air balloon and brush up on geog-
companion! raphy at the same time in this month’s

§ Update program.
News for computer-using reachers. 4‘] Electronic Calendar—Teacher’s

9 In My Opinion Guide
Does anyone out there have a plan for Get the most out of the monthly calen-
computers? Beth Lazerick wants to dar with this handy guide.
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Krom the Kditor

An Octoberfest of
Computer Activities for You

T'S OCTOBER! TIME FOR

witches, ghosts, and compu-

ters. That’s right, computers.

Let this be the year computers

make their Halloween “de-boo”
in your classroom. You supply the com-
puters; we'll supply the activities. How
about a word processing lesson where
kids help Beulah the Witch concoct a
bubbling brew? Or a screen game in
which students use Logo commands to
hunt down “Mr. Bones” in a haunted
house?

October has so many other delight-
ful holidays that we just couldn’t stop
with Halloween so we decided to offer
you an entire Octoberfest of computer
activities. The fun starts on page 22.
Other activities include a flowchart
game for Columbus Day and a program
written in honor of Fire Prevention
Week, October 2-9.

Assistant Editor Lorraine Hopping
wrote the fire prevention program.
That’s Lorri in the picture above, testing
it out on fourth grader Lisa Bauch. In
the program, kids help rescue Muffin
the kitten from a blazing fire, and learn a
few fire safety tips in the process.

Are more and more parents asking
you about computers? In Put Parents
on Your Computing Team, page 18,
Editorial Assistant Lesli Rotenberg tells
how schools across the country are get-
ting the “computer” word to parents. In
some cases teachers are even putting
parents to work in school computer labs
— with winning results!

A perfect example of using parents in
computer instruction is found at the
Lawrence Hall of Science in Berkeley,
California. There, five- to six-year-olds
and their parents take an introductory
course together in computers.

The object of the course is not to
teach children programming at an early
age, say the teachers. Rather, it’s to
teach kids how to use the computer to
learn.

Assistant Editor Lorraine Hopping tests out her
computer program, Rescue Muffin, on fourth
grader Lisa Bauch.

And learn they do. Under the direc-
tion of energetic instructors, and with
the assistance of patient parents, pri-
mary students learn their letters and
numbers through lively computer-
related activities. See A Handful of
Frogs and Eight Jars of Water,
page 14.

Don’t miss October’s Program of
the Month: Around the World, page
36. In the program, students travel with
book character Phileas Fogg around the
world in a hot air balloon, identifying
land forms as they go. What a way to
learn geography!

Logo lovers, we have a monthly sec-
tion just for you. Called Logo Note-
book, page 51, each month it will
contain a gold mine of Logo activities.
Each lesson builds on the previous
month’s, so tear them out, file themina
spiral binder, and by May you’ll have a
complete Logo manual.

Other highlights in this month’s
Teaching and Computers include six
nifty programming task cards, a poster
on proper disk care, two worksheets for
primary graders, software suggestions,
and much, much more.

So, on with October!

W Mary Dalheim
Editor
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A complete line of high quality books and software for computers and their use in education. Reston's tools for the
trade are perfect for you and your students. There are books for the Apple, the ATARI, the VIC, BASIC, Logo — just to
name a few. Reston — the best source for your computer education needs.

Academic Apple. Written for parents
and teachers who are interested in helping
youngsters learn with the aid of an Apple com-
puter. R0033-2, paper, $10.95.

Apple Logo Primer. This handbook
makes learning Logo with an Apple |l easy for
anyone — no previous experience needed!
R0314-6, paper, $14.95.

BASICally Speaking. A beginner's
guide to BASIC programming and the story of
the microcomputer. R1168-5, paper, $14.95.
Computer Literacy: Program-
ming, Problem Solving, Pro-
jects. Encourages a hands-on exploration
of the computer with a unique approach to
BASIC programming. RO860-8, paper, $15.95.

Creating Computer Programs
for Learning. This guide shows you
how to use BASIC to create instructional pro-
grams. R1168-5, paper, $14.95.
CyberLOGO Turtle is an casy to
learn version of Logo. One of the best ways to
learn and explore about computers. R1203-0,
box/disk, $79.95.

Elements of CAL. it covers the basic
concepts necessary to understand how good
computer aided learning is created, plus new
and innovative ideas to experienced practition-
ers. R1700-5, paper, $16.95.

Kids and the VIC. An entertaining,
step-by-step approach to BASIC programming
on the Commodore VIC computer for beginners.
R3671-6, paper, $19.95.

Reston Publishing Company, Inc., 11480 Sunset Hills Road,
Reston, VA 22090. Or call us toll-free 800-336-0338

(in Virginia, call 703-437-8900)
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My Students Use Computers.
An excellent guide that provides a scope and
sequence of objectives and activities for inte-
grating computers into the K-8 curricula.
R4805-9, cloth, $23.95.

1,2,3 My Computer and Me. 8y
joining in the escapades of the rabbit and turtle,
children discover and learn all about Logo.
R5228-3, paper, $10.95.

Triple Brain Trust. An excellent
game for improving basic reading and guestion-
answering skills with topics like General Sports
and Movie Trivia. RB790-9, book/disk, $34.95.
Turtle Sourcebook. A comprehen-
sive guide and workbook for adults working
with children learning Turtle graphics. R7890-8,
paper, $21.95.

Using Microcomputers in the
Classroomi. An excellent introduction to
the personal computer, with the emphasis on
applications of micros in schools. R8144-9,
paper, $12.95.

Send this form to: Reston Publishing Company, Inc.,
Dept. MC-1, 11480 Sunset Hills Rd., Reston, VA 22090

State Zip

ORDER FORM
Qty. R# Title Price
Name
L 58 Address
ess City
Sub Total

Your State Sales Tax

V-0910-8C-(6) Total

15% OFF order from this advertisement
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MAKE A KEYBOARD COMPANION

By Michael Milone

PROGRAMMING’'S A SNAP
WHEN KIDS USE
A KEYBOARD COMPANION

TO REMIND THEM OF
COMMANDS.
F YOUR YOUNG PROGRAMMERS HAVE TROUBLE KEYBOARD COMPANION
remembering commands, try a keyboard companion! This BASIC Commands Programming Notes
cardboard reference tool fits snugly over a keyboard unit and 1 PENT e e computr ey it s
provides students with a handy glossary of programming com- SUED At s e TR Ay e

4 LIST  Makes a program ssling

mands. Here'’s how to make a keyboard companion:

1. Start with a piece of paper that measures the full length and width of
your keyboard unit.

2. In the middle of the paper, cut a hole that will allow all the keys to stick
out. (See samples.)

3. On the upper left side of the companion, list these BASIC commands:

PRINT: PRINT tells the computer to “print” information that follows
it. Examples: PRINT 3 + 4, PRINT “I LIKE MY COMPUTER.”

GOTO: GOTO tells the computer to go to another part of the program.
Example: GOTO 30 (Go to the line numbered 30 and follow the instruc-
tions there.).

INPUT: INPUT tells the computer to ask for a number or letter(s)
from the user. Examples: INPUT A (for numbers); INPUT A$
(for letters).

LET: LET assigns values to variables. Examples: LET X = 5; LET
A%$ = “YOUR NAME.”

NEW: NEW clears the computer’s memory so that you can start
writing a new program.

LIST: LIST tells the computer to show all of the instructions to a
program that’s stored in memory.

SAVE: SAVE tells the computer to store information on a disk. Exam-
ple: SAVE BANANAS.

LOAD: LOAD takes a program or information from a disk and puts it
into the computer. Example: LOAD BANANAS.

4. You can make similar lists using Logo commands, word processing
commands, or more advanced BASIC commands, such as [F-THEN,
FOR-NEXT, and READ-DATA.

5. In the upper right corner of the companion, write “Programming
Notes " in black marker. Laminate the keyboard. Then in the upper
right area, students can use markers to write in programs they're
working on, new commands, special function commands (such as
CTRL-C), or a list of programs on their file disk. They can erase their
notes easily with a cloth.

The keyboard companion.

Michael Milone is editor of Skillcorp Publishers in Honesdale, PA. The keyboard companion fits snugly over the keys.
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SWIG*

SOFTWARE WRITERS INTERNATIONAL GUILD

SCHEDULED
SWIG ACTIVITIES &

MEMBERSHIP BENEFITS

(1) $10,000 PROGRAMMING
CONTEST (Members only)

(2) NATIONAL COMPUTER
WEEK (March 23-
April 1, 1984)

(3) ANNUAL CONFERENCE
AND SOFTWARE AWARDS
CEREMONY (During
National Computer Week)

(4) CONSULTANT REGISTRY
(With computer store refer-
ral system for customized
software)

(5) JOB PLACEMENT SER-
VICE (Free to individual
members, fixed maximum
fee to companies)

(6) FREE SEMINARS &
MEETINGS LOCALLY

(7) SOFTWARE LIBRARY
LENDING & EXCHANGE
SERVICE (Professional
quality assemblers,
utilities, games, etc.)

(8) SOFTWARE LOCATION
SERVICE (For companies
& individuals-if it exists,
SWIG will find it. If not,
see #9)

(9) SOFTWARE DEVELOP-
MENT SERVICE (From
novice to scientist, SWIG
members can work on any
project-from applications
to games to R&D)

(10) LEGAL SERVICE

(11) AGENT (SWIG can
represent you in sales to
software publishers)

(12) 24 HOUR - 7 DAY BULLE-
TIN BOARD SYSTEM
(BBS) ACCESSIBLE BY
COMPUTER FREE

(13) AND MORE!!!!

THE LARGEST PAID MEMBERSHIP PROGRAMMERS GUILD -
OVER 5,000 MEMBERS WORLDWIDE!!

MEMBERSHIP APPLICATION FOR
SOFTWARE WRITERS INTERNATIONAL GUILD

NAME .

ADDRESS

cITY STATE 2P

PHONE # ( )

® CLASSIFICATION:
[0 NOVICE [0 BEGINNER TO ADVANCED
[ ADVANCED WITH ON THE JOB EXPERIENCE [0 RESEARCH/SCIENTIST

® WHAT EQUIPMENT DO YOU HAVE EXPERIENCE WITH &/OR ACCESS TO &/OR
PLAN TO BUY?

0 MAINFRAME O MINI 0O MICRO [0 DESIGN/R&D
BRAND NAME(S): O 1BM O XEROX O APPLE a Tl

0 COMMODORE O RADIO SHACK [0 ATARI 0 OSBORNE
O TIMEX/SINCLAIR [0 NORTH STAR 0 HEWLETT PACKARD
0 OTHER

® AREAS OF INTEREST:

[0 DATA PROCESSING [0 BUSINESS APPLICATIONS O GRAPHICS
0 LEGAL 0 VOICE 00 MEDICAL [0 APPLIANCE (HOME) CONTROL
O ROBOTICS 0 GAMES O MuUsIC O R&D 0O OTHER

® MEMBERSHIP ACTIVITIES AND SERVICES OF INTEREST:
READ THE LIST ON THE LEFT AND CIRCLE THE NUMBERS BELOW THAT APPLY.
1 2 3 4 5 6 7 8 9 10 1 12

0 1 HAVE ENCLOSED $20 ANNUAL MEMBERSHIP FEE O CK O MO
(MAKE CHECK PAYABLE TO: SWIG)

RETURN TO: SWIG
P.O. BOX 87
STONY POINT, NEW YORK 10980
(914) 354-5585

SWIGS SOFTWARE WRITERS INTERNATIONAL GUILD

CIRCLE 14 ON READER SERVICE CARD
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News for Computer-
Using Teachers

Electronic Bulletin Board
for Educational Applications

nformation about what’s happening

in educational computing is now avail-
able on an electronic bulletin board
supported by San Diego State University
in California. Called the Ed Tech PMS
(People’s Message System), the bulletin
board posts public messages, and an-
nounces new products, courses, and
events related to educational technology.
Anyone with a computer and modem
can dial 619/265-3428 Monday to Friday
from 4:30 p.m. to 8 a.M. and anytime
on weekends to access the service.

California Schools
Get Apple Computers

Almost all of California’s 9,250
elementary and secondary schools
now have Apple Ile microcomputers
thanks to Apple’s “Kid’'s Can't Wait”
program. Apple Computer, Inc. donated
$21 million worth of computers in an
effort to provide every school in Califor-
nia with a microcomputer. The company
also arranged orientation sessions for
teachers and administrators at local retail
dealers.

Two Million Micros
in Public Schools by 1988

There will be two million microcom-
puters in U.S. public schools by
1988, according to a study on computer
purchasing patterns conducted by Tal-
mis, a consulting firm for microcom-
puters and software. That’s an average
of 20 per school! The study found that
public schools had 291,000 micros in
June, 1983. About 100,000 of those
computers were in elementary schools.
Anne Wujcik, research director, says
that elementary school computer pur-
chases are growing at the fastest rate.

8 « TEACHING AND COMPUTERS

Ten Cities
Get Computer Instruction

More than 50,000 teachers and
other participants in 10 cities
nationwide will learn the basics of com-
puting at free tutorials and open houses
during October, November, and Decem-
ber. The free instruction is part of a
program called “Catch On to Computers.”
Sponsored by General Foods’ Post Ce-
reals and Atari, the program will run in
collaboration with local school districts
in Washington, DC , St. Louis, Denver,
Chicago, Newark, New Orleans, Hous-
ton, Atlanta, San Francisco, and Los
Angeles. For information on program
sites in your area, contact Mark Cle-
mente at 212/977-9400.

Students Get Little
Computer Time

The average elementary school stu-
dent spends less than 30 minutes

at the computer each week according
to a survey conducted by Johns Hopkins
University. The survey says that stu-
dents spend 19 minutes each week on
programming and computer literacy, 13
minutes on drills and remedial work,
and 12 minutes on games.

Young TRS-80 Programmers
Compete for Prizes

oung programmers are eligible to

win one of 10 cash prizes in the
second annual programming contest
sponsored by 80 Micro, a magazine for
TRS-80 users. All prize-winning pro-
grams in three age categories, 11 and
under, 12 to 14, and 15 to 18, will be
published in the magazine. The deadline
for entries is November 1. For contest
information, contact 80 Micro, Wayne
Green Inc., Peterborough, NH 03458.
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Does anybody out there
have a plan for computers?

By Beth Lazerick

contains an article about comput-

ers, I read about how many schools
now have computers, and how much
money school systems are spending on
computer hardware. Nowhere do I read
about how well computers are being
integrated into the school curriculum,
or how many teachers are learning about
computers. We appear to be overly
concerned with purchasing as much
computer hardware as possible, and not
concerned enough with purchasing the
right kind of equipment or developing
an effective plan for using it.

What school systems need is a plan
for computers that covers all the pur-
chasing and instructional decisions the
system will encounter. Such a plan
should do the following three things.

1. Consider how the rest of the
school district is using computers.
Too many times [ have seen elementary
schools within the same school district
buy different computer systems without
consulting one another. Now there is
nothing wrong with buying different
kinds of computers if the decision is
part of an overall purchase plan.

Sometimes different computers pro-
vide different services. For example,
some computers are better for teaching
Logo turtle graphics while others are
better for word processing. And because
keyboards and languages vary on dif-
ferent computers, some teachers want
their students to learn to use several
kinds. But it is difficult to train teachers
and trade software if every school in the
district has a different kind of computer.

2. Allot some computer money
for teacher training. There are many

E very time | open a magazine that

ways schools can prepare teachers to
provide computer instruction. For ex-
ample, schools can conduct in-service
days, pay teachers to take college
courses, or organize night classes for
teachers. Computers are useless if
teachers don’t know how to operate
them and use them in the classroom.

[ recently visited a classroom where
six kids were badgering the teacher
while the computer stood vacant. Imag-
ine! What this teacher didn't realize is
that when the computer is used effec-
tively, she is no longer the sole fountain
of knowledge in the classroom. Teachers
must learn to manage a classroom with
a computer. If this is done correctly,
some children will be clustered around
the computer while others are engaged
in equally useful activities in another
part of the room.

3. Integrate software into the
curriculum. Teachers need to evaluate
the courses they are teaching and adjust
them to incorporate appropriate soft-
ware. Without a plan, computers will
be used for trivial tasks like drill and
practice.

Drill and practice is useful, but it
doesn'’t take full advantage of the com-
puter’'s power like simulations, word
processing, and programming . Com-
puters can do more than drill and prac-
tice; they can teach kids how to think.

Let’s take another look at how we
are using computers in our schools. We
need to make a plan for purchasing
computers, training teachers, and creat-
ing a sound curriculum that uses com-
puters as learning tools. Without this
thrust, the effective use of computers
in schools will be seriously delayed. O

Beth Lazerick is the coordinator of elementary computer education for
Shaker Heights City School District in Shaker Heights, Ohio. She is also
a member of Teaching and Computers’ advisory board.

Circle 1 on Reader Service Card.

ORGANIZE
YOUR
COMPUTER
AC'I'WI'I‘IE!

COMPUTER DIRECTIONS FOR SCHOOLS
publishes manuals to assist staffs in the
planning, organization and implementation
of various computer-related activities at
their schools. The manuals were written
primarily with the elementary school in
mind; however, many of the ideas can be
easily adapted at the junior high level. The
material is presented in an easy-to-read for-
mat, with helpful attachments to facilitate
effective school computer management.

California residents add applicable sales tax,
Shipping and Handling: 1-2 books $2.00;
3-5books $3.00; 6-above 10%.

SCHOOL PURCHASE ORDERS ACCEPTED.
INDIVIDUALS PLEASE ENCLOSE PAYMENT IN FULL.
MAKE CHECKS PAYABLE TO:

COMPUTER DIRECTIONS FOR SCHOOLS
P.0.BOX 1136 D
LIVERMORE, CALIFORNIA 94550

COMPUTER
(NRECTIONS FOR
SCHOOLS
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0O YOU HAVE A COMPUTER QUES-

tion? Send it to Teachmg and Computers expert, Molly Watt. Molly was a teacher and
school administrator for 20 years before the computer bug bit. Now she teaches
computer education courses at Keene State College in Keene, New Hampshire. She
is also writing a book about teaching Logo. Write her in care of Teaching and
Computers, 730 Broadway, New York, NY 10003.

Dear Molly: My school gave me
money to buy a printer for my class-
room. I'm delighted, but I'm not
sure how to select a good one. Help!

Dee Wallis
Ballwin, MO

FIRSTDECIDE WHAT
you want from your printer. Do you want
typewriter quality printouts for writing
classes? Do you want high speed print-
outs for math classes? What about charts
or graphs?

Different printers perform different
tasks well, so you must determine what
tasks you want your computer to be best
at. Here are some specific points to
consider when comparing printers.

1. Noise—Listen to each printer in
operation. Some printers are very noisy.
I prefer the quiet type.

2. Speed—Notice how fast the print-

NER.XKXT.

Beware of noisy printers!

letter-quality print, but they are generally
much slower than dot matrix printers,
and more expensive. A dot matrix printer
usually works fast, but then it produces
poorer letter quality printouts. You may
have to choose between speed and letter
quality.

3. Paper—Printers that operate by
a thermal heat process require more
expensive paper, while printers with a
tractor feeding mechanism use relatively
inexpensive paper. (A tractor feed printer
has wheels or pins on each side of the
platen, making it possible to feed one
long, continuous roll of paper through
the printer.) Some printers have friction
feed rollers that work like a typewriter.
These allow you to use either pin feed
paper (with all the little holes down the
side) or your own stationery.

4, Letter Quality—Take a close look
at the letter quality of the printouts. On
some printers, descending lower case
letters (g, 7, p, ¢, and y) do not descend
from the line. For example, a g might
look like an s. That can be confusing for
primary kids.

5. Graphics—Find out if the printer
reproduces graphics as well as type. This
feature is important if you want to enable
students to share their Logo graphics on
the bulletin board, keep them in their
journals, or take them home. A graphics
printer also allows you to use special
software packages, like Crossword Magic,
a program that I use to create crossword
puzzles. (For more information on Cross-
word Magic and other software recom-
mended in this column, check the listing
on the next page.)

10 - TEACHING AND COMPUTERS
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What's new in simulations?

Dear Molly: Do you know any
good science simulations I can use
with my class?

Alan Wolf
Milwaukee, WI

NFORTUNATELY,
most good science simulations are not
for elementary grades. But you can adapt
some of these programs to suit upper
level elementary students. There's a good
science series called Search Series that
includes four such programs. The first,
“Geology Search,” takes a science class
on a dig for oil. “Energy Search” looks
for new sources of energy. “Archeology
Search” has kids participate in the dig of
an historic site. And “Geography Search”
lets them navigate an ancient ship to a
new world.

Another excellent simulation for sci-
ence classes is Tellstar, a program that
locates, identifies, and provides informa-
tion on stellar objects. Gifted upper
elementary students might enjoy Three
Mile Island, a simulation that allows you
to control a nuclear reactor. There's also
Odell Lake, a food chain simulation, and
Quakes, a program that teaches how to
calculate the distance to the epicenter of
an earthquake.

Dear Molly: Seymour Papert
seems to think that all kids will
love Logo, the language he in-
vented. Do you agree?

Suzanne Tierney
Medford, MA

AGREE WITH THE
youngster in Westchester, New York,
who said, “Logo is nice. But I like horses
better!” Logo is just one more tool. It's a
marvelous tool to be sure, but I've had

many students who, given the choice,
prefer programming in BASIC. My point?
Logo isn't the be-all and end-all of edu-
cational computing.

Dear Molly: I don't want to seem
sexist, but I've noticed that the girls
in my sixth grade class are not as
interested in computers as the boys
are. Any suggestions?

Daniel Reeves
Philadelphia, PA

RECENT STUDY
shows that girls are just as interested in
computers as boys are. But boys are
often more aggressive in getting access
to them. Are you providing equal access
in your class? Or do the “aggressive
boys” monopolize computer time?

To ensure fairness, set up clear sched-
ules for computer use. Some students
feel more comfortable using the computer
alone at first; others prefer working
together. Be flexible.

In planning, remember that the com-
puter is more interesting if it relates to
something you enjoy. Many girls (and
boys, too) like to write letters to pen pals.
Others enjoy drawing, designing graphics,
or creating music. Provide your students
with more possibilities than just drill and
practice and programming.

Also consider whether your sixth grade
girls have any female role models, like
teachers, parents, or friends, who enjoy
using the computer. If they don't seem
to, invite women who work with com-
puters to talk to the class.

Two software companies that are com-
mitted to creating nonviolent, nonsexist,
challenging software for all ages are The
Learning Company and Children’s Tele-
vision Workshop. O]

SOFTWARE

Crossword Magic

Hardware: Apple 11, 11 Plus, III (48K),
Atari 800 (40K)

Grade level: All

Price: $49.95

Contact: L & S Computerware, 1589
Fraser Drive, Sunnyvale, CA 94087;
408/738-3416.

Odell Lake

Hardware: Atari 400, 800

Grade level: Grades 1-9

Price: $38 for Elementary Biology set
that also includes Circulation and Odell
Woods.

Contact: Minnesota Educational Com-
puting Consortium (MECC), 2520 Broad-
way Drive, St. Paul, MN 55113; 612/
638-0638.

Odell Lake and Quakes

Hardware: Apple 11 (32K)

Grade level: Upper elementary to high
school

Price: $36 for Science Volume 3 set that
also includes Fish, Minerals, Odell Woods,
and URSA; $18 for members.
Contact: Minnesota Educational Com-
puting Consortium (MECC), 2520 Broad-
way Drive, St. Paul MN 55113; 612/
638-0638.

Search Series

Hardware: Apple 11 (48K), TRS-80
Model III (32K)

Grade level: grades five to twelve
Price: $180 each set

Contact: McGraw Hill, 1221 Avenue of
the Americas, New York, NY 10020;
800/223-4180.

Tellstar

Hardware: Apple 11 (48K)

Grade level: Upper Elementary to adult
Price: $39.95; $79.95 for advanced ver-
sion with multiple star tables

Contact: Information Unlimited Software,
281 Arlington Avenue, Berkeley, CA
94707; 415/525-9452.

Three Mile Island

Hardware: Apple 11, 11 Plus (48K)
Grade level: Upper Elementary to adult
Price: $39.95

Contact: MUSE Software, 347 N. Charles
St., Baltimore, MD 21201; 301/659-7212.

PUBLISHERS

Children's Television Workshop

One Lincoln Plaza, New York, NY 10023;
212/595-3456.

The Learning Company
4370 Alpine Rd., Portola Valley, CA
94025; 415/851-3160.

AT
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Classroom Il appenings

very month in this column
we'll talk about exciting com-
puter activities that are hap-
pening in classrooms across
the country. If your class is working on
an interesting project, we'd like to hear
about it. Write to: Classroom Happen-
ings, Teaching and Computers, 730
Broadway, New York, NY 10003.

THE KEYS TO COMPUTERGARTEN

The computer keyboard is a lively world of birds, rabbits,
houses, and worms to the children in Trisha Ainsa’s dem-
onstration kindergarten class at the University of Texas
in El Paso.

To learn typing skills, the children fly, hop, step, and slither
to reach letters on a vinyl keyboard-on-the-floor. Trisha tells
the children that the top row of keys represents the birds in
the sky, so they must fly to those keys. The second row is
where rabbits roam, so kids hop to those keys. Humans live
in houses on the third row, so kids step to them. And worms
inhabit the keys below, so kids slither to them.

Once children have mastered reaching keys on the “floor
hoard,” they go on to an actual keyboard and learn to strike
the keys with their fingertips. They study one row of keys at
a time. Each time, the kids get their fingertips stamped with
the letters each finger is supposed to strike. Trisha says the
kids in her pilot class loved the stamps so much that they
refused to wash their hands.

By Lesli
Rotenberg

Characters from Fratherby’s Fables
—a TV show produced with the help
of Tecumseh Harrison School in
Vincennes, Indiana.(See Silicon Chip
Sagas.)

Kids in El Paso, Texas, learn the location of letters on a keyboard-on-the-floor.

These exercises comprise the first phase of the “Computer-
garten” program designed to teach preschool and kindergar-
ten children about computers. Other phases teach them to
operate computers, to program in Logo and BASIC, and to
use software. The entire program is presented with stories,
rhymes, and games.

To plant a “Computergarten” in your class, contact Trisha
Ainsa at the Department of Educational Psychology, Univer-
sity of Texas at El Paso, El Paso, TX 79968; 915/747-5300.




SILICON CHIP SAGAS

COMPUTERS IN WONDERLAND

What do Detective Dan Disk Drive, Chip Bit Master, Lady
Dollar Bottom, and Smedley M. Bezel have in common? They
are all characters in a the first episode of a three-part puppet
series about computers. The series is written and produced
for public television by two puppeteers, Don Kirk and Jim
Stock. Bill Hopper, the principal of Tecumseh Harrison Ele-
mentary School in Vincennes, Indiana, serves as executive
producer for the show.

He and three of his teachers, Elaine Loesch, Connie
Watjen, and Kathy Dotson, oversee the production of the
series. They review scripts, write teachers’ guides and les-
son plans, and test out the shows on their students.

Called Featherby's Fables, the series teaches primary
school children about science. Three of the programs focus
on computers.

The first episode, “The Case of the Back-Biting Banker,”
illustrates what computers can do and what they can't do. In
this tale, Detective Dan discovers that the bank president,
Smedley M. Bezel, fed erroneous data about his customers’
accounts into the bank computer.

The second episode teaches about special purpose
computers. Called “You Never Miss It Till It's Gone,” the
episode features Thomas T. Video, a young boy who bets
his uncle Max that he can't go through a single day without
using a computer.

The final episode takes a boy named William on a fantasy
voyage inside the computer. He meets Bit, who is looking
for his byte, and an old guy from ROM, who has been in the
computer since the beginning.

The program is available to teachers in video tape. Con-
tact Great Plains National ITV Library, PO Box 80669,
Lincoln, NE 68501; 800/228-4630. (The cost is $120 per
program, with discounts for additional purchases. The com-
pany offers free previews and allows one free duplication.)

TIME CAPSULE ON A DISK

“To the people of the future: This time capsule contains
information about life in the 1980s. We made it so that future
generations will know about their history.”

That message will appear on a monitor 50 years from now
when the elementary students in Bob Barlow’s summer com-
puter class gather again at Orange County Community Col-
lege in Middletown, New York, to replay their time capsule.
That’s right, replay. Most time capsules are sturdy contain-
ers that store historical records, but this class stored its
historical data on a disk!

Students spent weeks inputting information that repre-
sents the 1983 time period. The disk contains mini-articles
about trends, education, sports, politics, and technology of
the day. An article called “Education: The Lighter Side,” by
students Madonna Becerra and Diane Stoeberl, describes a
typical day in a contemporary classroom, from making paper
airplanes to writing 500-word compositions. Graphics include
a portrait of designer jeans, and animation of students on
their way to school.

The students invited their parents and the local media to
view the software at a special ceremony. Then they sealed
it up and preserved it in the local college archives.

“Everyone ended up learning more about using comput-
ers than I could have taught in a conventional classroom
setting,” says Bob. “The best part was that the students
governed themselves and shaped something of their own
design.”

Remember a land where white rabbits wear pocket watches
and mad hatters have tea parties? Some creative teachers in
Virginia Beach, Virginia, renovated the wonderland of Lewis
Carroll’s classic tale to include giant computers and ROM
chips. .

They did it to teach the history of computers to sixth grade
students at the Old Donation Center for the Gifted and
Talented. The teachers, Judith Lewis, Patricia Terry, Cheri
Lewis, Eileen Ryan, and Lillie Gilbert, wrote and starred in

B

Teachers in Virginia Beach, Virginia, star in Alice in Computerland, a play
about the history of computers.

“Alice in Computerland,” a play they presented to students
on the first day of the computer literacy unit.

As the curtain rises, Alice’s parents are discussing
computers. Alice falls asleep, and awakes in Computerland.
There she meets ROM (Read Only Memory) who guides
her through the history of computers.

Both the teachers and students enjoyed their adventure in
Computerland. For more information on the play, contact
Patty Terry, Old Donation Center for the Gifted and Talented,
5024 Meadow Pines Place, Virginia Beach, VA 23464.

LITTLE LOGO PROFESSORS

When 50 Atari sales representatives came to Sunnyvale,
California, to learn Logo, they were surprised to discover
who their teachers were—twelve 10-year-old fifth graders
from John Braly Elementary School!

The students first learned to program when employees of
the Atari Research Lab in Cambridge, Massachusetts, asked
them to help debug their new Logo package. While the kids
discovered Logo, three researchers observed and recorded
where and how the package needed refining. Once the kids
became skilled enough, they were encouraged to teach their
friends to use Logo, too.

The 12 kids were such good teachers that Leslie Wolf and
Bonnie Umphreys, company product managers, asked them
to teach the entire Atari national sales staff to program in
Logo. Each child supervised five sales representatives as
they explored Logo. Leslie says they were great teachers.
To avoid intimidating the adults, the kids waited until the end
of each session to demonstrate their own programs! O

Lesli Rotenberg is an editorial assistant for Teaching and
Computers.
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A HANDFUL
OF FROGS
» AND EIGHT JARS
OF WATER

These are just two

of the unusual tools
teachers at the
Lawrence Hall of Science
use to introduce
five-and six-year-olds

to computers.

BY GERALD BOOTH

THE LAWRENCE HALL OF SCIENCE IS
a center for developing and testing new
science curricula. It is also the home of
“Micros for Micros,” a unique project
for introducing computers to primary
graders. At the Berkeley, California, center, five-
and six-year-olds learn to use the computer to develop
standard readiness skills like counting, estimation, let-
ter and word recognition, and music awareness.
Teachers at the Hall say they are not trying to push
students into programming at younger ages, but rather to give
them a feel for how they can use computers to learn.

To do this, they introduce every readiness skill they teach with an off-line (off
the computer) activity and gradually move to the computer where students run
programs that reinforce each skill.

Get some ideas for helping your primary students develop readiness skills with
computers by joining Lawrence Hall of Science instructor Linda Lipner as she teaches
the course’s introductory lessons.

(Editor’s Note: All software mentioned in this story was produced by the Hall of
Science. If you ave interested in purchasing any of the software, you can obtain a free
catalog from MCEP, The Lawrence Hall of Science, University of California,
Berkeley, CA 94720.)

Gerald Booth is a freelance writer in Oakland, CA.
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LESSON @ME

GETTING ACQUAINTED

“When we first offered our computer
course,” Linda says, “we asked parents to
attend class to keep students under control
and to help answer the children’'s many ques-
tions. We soon found that parents benefit,
too. As they work with their child, they come
to understand the thinking skills young chil-
dren are developing and to detect any prob-
lems their child might be having with them.

“I begin our course by identifying the
parts of a computer and showing students
how the parts work together as a ‘system.” |
teach students how to load a program and
how to use the keyboard.

Next, I ask students to name things they
think a computer can and cannot do. Can it
think? Can it make music? Can you talk to
it? Some common answers for can-dos are
draw pictures, make noises, and play games.
The can't-dos are things like drive and eat. |
list their ideas on a poster, placing any
disputed answers, such as ‘think,” in both
columns followed by a question mark. At the
end of each class, as students become more
familiar with computers, we review their
choices and revise the list.”

I.ESSON

COUNTING

“We play a calculator
game for helping students
understand counting and
number sequence. In this
game, partners take turns
entering the numbers one
or two into a calculator until
one person—the winner—
reaches 11. (Continued)
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Left: A camouflaged number from Numerieal Recognition. Above: Jonathon Harris guesses the number
while his mother, Martha, looks on.
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(Continued from p. 15)
“On the computer, chil-
dren play Numerical Recog-
nition, a program that con-
tains two different games.
In one game, they count
balloons by popping them.
In another game, the com-
puter either gradually draws
a number until the student
recognizes it or camouflages
numbers for the student to
uncover behind curtains.”

bt

LESSON

ESTIMATION

“We use plastic frogs or dinosaurs to
give students practice at estimating.
First I ask students how many frogs
they can hold in one hand. I record their
estimates, let each take a handful, and
count them. We then compare the
results with the initial guesses.

“Next, I ask them how many objects
their adult partner can hold in one hand,
and we repeat the process of comparing
estimates with actual results. From
here, there are a number of variations
to take. I often hold up a jar and ask
students how many child handfuls it will
take to fill it and how many adult hand-
fuls. Or, I might vary the size of the
objects and ask them how this affects
their estimates.

“Once we've completed the activity,
students work with a computer program
called Junk Jar in which the computer
selects a random-sized jar and the child
estimates how many objects it will take
to fill it. Estimates usually improve
dramatically as the activity progresses.”

Left: Sample screen from Junk Jar.
Above: Comparing kid-handfuls and adult-handfuls.
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LESSON @

LETTER & WORD RECOGNITION

“Lower case, upper case, italic, script. ...
Children learning to read are confronted with
letters in a myriad of forms and styles. This
activity exercises their visual and spatial
skills to help them recognize the general
shapes of letters.

“Each child works with a partner to create
letters by attaching rubber bands to square
geoboards. First [ ask them to create letters
that consist of straight lines (I, T, A, M, for
example). Next, we make letters with only
curved lines (C, O, S). And finally, we make
letters that have both curved and straight
lines (R, B, G). To make students more
aware of the shapes, I ask them to tell how
they created a curved line on the square grid
of the geoboard. Next they might make
distorted letters and ask their partners to
guess what letter they were made from. Or
they might make elaborate letter designs
and ask their partners to identify the hidden
letters.

“Funny Letters is the computer program
we use for this segment. The computer
generates distorted letters and the child
identifies their original form. Then the child
types in distorted letters for his or her
partner to name.”

LESSON FHME

Daughter Remy and Mother PA. Goldsmith learn about music on the computer (left) and on

jars of colored water (right).

Students form letters using rubber bands and geoboards.

MUSIC

“Patterns are not only important in mathe-
matics, they are also present in almost every
other discipline, including music. Here we
encourage students to look for and create
patterns in sound.

“We give each child and adult a wooden
mallet, various-sized jars, a ruler, and colored
water. We ask them to use this equipment
to answer these questions: What sound does
an empty jar make when it's tapped by a
wooden mallet? If you pour more water into
the jar and tap the jar again, will the sound
be the same? What happens when you add
even more water? Can you discover a rule
for making a high note or a low note? Can
you arrange eight jars with different amounts
of water to make a musical scale?

“I ask students to measure the volume of
water and record data on the amount of
water in each jar and its resulting sound.

“In a computer program, Make Music,
students press the number keys (1-8) to
create notes. As they hear the sound, they
see the note as a colored bar on the screen,
The computer remembers the sequence of
notes a child plays and can replay this ‘song’
when the student hits RETURN.”
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ou’re guaranteed a winning season when parents take
an active role in their children’s computer education.

Dear Mr. Barlow: Your computer class has been a superb
experience for my daughter. She talks about it all the time at
home. We parents know that computer literacy is a must for the
children. And we appreciate all you are doing for them. But
what about us? How can parents learn about computers so we
can help our children, too?

So reads a letter one concerned parent wrote to Robert
Barlow, a teacher at Orange County Community College's
Young Saturdays program in Middletown, New York. He and
many other teachers are discovering that parents want to
know what their children are learning about computers.
Parents often conduct PTA or PTO bake sales and other
fund-raising activities to purchase computers for their
children’s schools. But they don't always know what happens
with the equipment they help buy.

Following are strategies teachers across the country are
using to keep parents informed. Some teachers are conduct-
ing open houses, some are publishing newsletters, some are
offering computer courses to parents, and some are even
putting parents to work in computer classes and labs. All are
finding that students benefit when parents know the score.

18 « TEACHING AND COMPUTERS

SHOW THEM THE GAME PLAN

There are lots of ways to let parents know what kids are

learning in school. Here are just a few.
1. Conduct an Open House. Teacher Louise Robinson
at the University School in Indiana, Pennsylvania, invited
parents to class for a special program her students called
“Turtle Tales.”

To help parents understand what they had learned, the
students developed an outline of all the material that had
been covered over the school year. Then, each child chose a
subject to write about and eventually present to parents.
They divided into pairs, wrote cooperatively, and selected
visual aids. They practiced their oral presentation for five
days (about 45 minutes each day) prior to the open house.

Also on display at the open house was a continual video
presentation of computer-generated pictures created by the
children. Each student selected his or her “best picture” and
submitted it to Louise. She compiled the pictures into an
“Academy Awards” show.

“The open house was a great success!” Louise reports.
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“The parents were impressed with the children’s ability to
articulate what they had learned. And the kids enjoyed the
opportunity to share their enthusiasm.”

Louise says you may want to try variations on the open

house theme. For example, you could have an “Academy
Awards” to show examples of programs written by students.
Or you and your students could produce a slide presentation
featuring actual group computer lessons.
2. Read all about it! Teacher Leslie Thyberg and research
assistant Sharon Lesgold produced a monthly newsletter with
their demonstration class in Falk School-Learning Research
and Development Center at the University of Pittsburgh.

Called Turtle News, the newsletter features student written
stories and articles, and graphics designed by students. It
also includes a regular column from Leslie or Sharon that
reports on what the students are learning in class. The
students work on the newsletter on a weekly basis during
lab time.

3. Brag alittle! One way many teacher spread the word is
by inviting a local newspaper reporter to see what the kids
are doing in class. You might even ask the students to write
a press release, which they could distribute to local radio
and television stations.

4. Dear Diary: Some teachers let children relay the news
through personal journals. Each day, the children report how
they used computers in class. At the end of every month,
the kids bring their journals home for their parents to read.

PUT PARENTS ON THE
PRAGTICE FIELD

Providing hands-on experience is one of the best ways to
get parents involved. A two-hour “minicourse” can teach
parents the basics about computers: how to turn a computer
on; how to load a disk- or cassette-based program; how to
initialize or format a blank diskette, and so on. Additional
sessions can focus on programming in BASIC or Logo, how
a computer works, or different kinds of applications software.
Here are some tips from Joy Weiss, a teacher at Garden
Gate Elementary School in Cupertino, California, for ensuring
successful parent workshops.

1. Offer training sessions both during the day and in the
evening.

2. Offer babysitting services. It’s not expensive. At Garden
Gate, a parent who loves children runs the service for a
small fee.

3. Be excited. Your enthusiasm will spread to parents.

4. If your school doesn't have the facilities to train parents,
inform them about courses offered by computer dealers or
community colleges.

At Garden Gate, parents who complete 10 two-hour
sessions are awarded a Certified Operator’s Card, identical
to the one students receive. “Duplicate cards are also posted
in the school’'s Media Center,” says Joy, “alongside the Oper-
ator Cards of their kids. The parents love it!”  Continued
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TURN MOM AND DAD INTO
ASSISTANT COACHES

Many other schools are finding that parents can be helpful
in their computer classes and labs, too.

Four years ago, Walter Herrala, the principal at South
Lyon Elementary School in South Lyon, Michigan, recruited
parent volunteers because his school couldn’t afford to hire
more teachers.

His volunteers work in pairs for one half day each week.
Duties include signing each child into the center, following
the teacher’s instructions for computer-assisted instruction,
and managing the machines. Most of the aides take their
positions very seriously. They often study their instruction
manuals at home. And they check out computers to experi-
ment with during the weekend.

The parents take particular pride in their extensive soft-
ware knowledge. They know which grade levels each program
serves, as well as what information it contains.

20 « TEACHING AND COMPUTERS

You can use parents at your school, too. Here are some
helpful hints from Walter for administering your volunteer
program:

1. When parents come in for training, put them on the
keyboards immediately. This quickly eliminates any anxiety
toward the computer. Instruct them to push all the keys to
dispel any idea that they can damage the machine.
2. Write out instructions and expectations as clearly as
possible. Give each volunteer a copy. Discuss:
e How to power-up computers

How to load software

The location of manuals

How to care for disks and cassettes

What teachers expect software to accomplish

How students should behave during lab time

Clean up procedures

Other rules (no eating or smoking)
. If possible, pair experienced computer users or past
volunteers with new aides.
4. Create a substitute list. Ask aides to call their own subs if
they are unable to attend.
5. Ask one aide to clean all computer units each week.
6. Meet with volunteers at least once every six weeks for
in-service training and encouragement. Give them a chance
to talk about problems and offer suggestions.
7. Find ways to thank parents. Have kids thank them each
personally in a class letter. Or present each volunteer with a
certificate of merit. Another way to express your gratitude
is to try and publicize their accomplishments in a local
newspaper.

Your school’s computer program can benefit from parent
involvement, too. Putting parents on your team may mean
more funds for computer equipment. It may mean more
resources, too. Informed parents could use their influence
to provide services for the class. For example, parents at
Meadowlake School, who worked for a local computer com-
pany, arranged guest lectures, video tapes, and tours of the
computer facility for the students.

When parents understand what you are doing in class,
they will appreciate it and encourage their children to excel.
What they observe will give them a new respect for teachers.
Sometimes their interest results in the purchase of a home
computer. Chalk this up on the scoreboard in your team’s
favor, too. Your students will be more motivated to learn if
they have a tool to practice with at home.

Putting parents on your side gives you a leading edge in
computer instruction. So muster up some team spirit—and
compute . . . compute . . . compute! O

weoee o 00

Lesli Rotenberg is editorial assistant for Teaching and
Computers. Other contributors to this feature include:
Louise Robinson, assistant professor at Indiana University
of Pennsylvania; Leslie Thyberg, demonstration teacher
and lecturer, and Sharon Lesgold, research assistant at
the University of Pittsburgh’s Learning Research and Devel-
opment Center.



programmer s
READ THIS...

NOW, [ KNOW | CAN MAKE BIG MONEY WRITING AND SELLING MY
PROGRAMS. THIS BOOK TOLD ME WHAT TO WRITE — WHO TO SELL
IT TO — THOUSANDS OF NAMES, ADDRESSES. IDEAS. GUIDELINES.
“SOFTWARE WRITER’S MARKET’ IS A FANTASTIC BOOK!

WHO TO SELL YOUR PROGRAMS TO [

* THOUSANDS OF COMPANY NAMES AND ADDRESSES,
WITH DETAILED LISTINGS SHOWING:
(1) WHAT PROGRAMS PUBLISHERS ARE LOOKING FOR
(2) HOW THEY WANT YOU TO SUBMIT YOUR PROGRAM
(3) HOW MUCH THEY PAY — AND WHEN!

* 100 CATEGORIES — FROM “ACCOUNTS RECEIVABLE"\
TO “GAMES” TO “VIDEO CONTROL" PROGRAMS

* HOW TO WRITE CLEAR DOCUMENTATION

* DEBUGGING TECHNIQUES R

Enclose check or money order
for $19.95 (No C.0.D.’s) to:
IPF Publications BAAIESS . oere sin comimmmraimis sommimer e s e e Sk a8 0 SHBE 75 180G
146 T Country Club Lane
Pomona, NY 10970
(914) 354-5585 City
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CELEBRATE THE SPECIAL DAYS OF OCTOBER WITH THE
next eight pages of computer fun! Open the month with Rescue
Muffin, a program written in honor of Fire Prevention Week,
October 2-8. Then play a historical flowchart game on Columbus
Day. And don't forget Halloween! Lead your little ghosts and
goblins in a bewitching word processing lesson as well as a perilous Logo journey.
The material is all here for a glorious OCTOBER. So, on with the festivities!




OCTOBERFEST: ACTIVITY 1

Mission Improbable: RESCUE MUFFIN

Challenge students to be heroes
in this program, written in honor of
Fire Prevention Week: October 2-8

PROGRAM LISTING FOR RESCUE MUFFIN

10 cLS
HO CAN RES- 20 PRINT "  YOU'RE PLAYING CARDS AS USUAL WITH FELLOW FIRE FIGHTERS"
) 30 PRINT "AT THE FLAME-A-WEEK FIRE STATION IN BLAZINGTOWN, USA."
cue muffin, Mrs. Poppen- 40 PRINT " BOB SAYS, 'GO FISH,' BUT BEFORE YOU PICK A CARD, THE ALARM"
) 50 PRINT "GOES OFF. WHAT DO YOU WANT TO DO?"
: 60 PRINT " A) PICK A CARD."
StOppCI’I’lObblI’lS SHOOty 70 PRINT " B) GET IN THE FIRE TRUCK."
: . 80 PRINT " (TYPE A OR B AND PRESS ENTER.) "
kitten, from the blazing 90 INPUT A$
: 100 CLS
fire? ’Pype the Rescue 110 IF A$ = "A" THEN GOTO 2050
120 PRINT " YOU SEE THE FLAMES AS YOU DRIVE DOWN MAIN STREET."

Muﬂin program hstlng 130 PRINT "YOU: A) TAKE A SHORT CUT."

140 PRINT B} STAY ON MAIN STREET."
150 INPUT B$

into your computer. Ask 160 cis

] ’ 170 IF B$ = "A" THEN GOSUB 1000
students if they can find 180 PRINT "  YOU REACH THE FIRE. IT LOOKS BAD. FORTUNATELY, NO ONE®
. 190 PRINT "IS INSIDE, BUT MRS. POPPENSTOPPERNOBBIN TELLS YOU"
the reason Why the fire 200 PRINT "AND BOB THAT HER KITTEN IS STUCK ON THE ROOF. YOU:"
210 PRINT " A) ENTER THE BLAZING HOUSE."
; 220 PRINT " B) LET BOB GET THE KITTEN."
started (line 300). What 220 FRIND B
: ] 240 CLS
flre Safety tlps are Ob_ 250 IF C$ = "B" THEN GOTO 2030
. o 260 PRINT " WAIT! BEFORE YOU 'GO IN, FEEL THE DOOR. IS IT HOT (¥/N)?"
served in the program® 270 INPUT DS
. 280 IF D$ = "Y" THEN PRINT "  YOU ENTER THE HOUSE THROUGH THE WINDOW."
(Llnes 260 and 380] 290 IF D$ = "N" THEN PRINT " YOU KICK DOWN THE DOOR AND ACT TOUGH,"
300 PRINT "YOU TRIP OVER A MASS OF WIRES OVERLOADED INTO A SOCKET, BUT®

310 PRINT "REACH THE STAIRS SAFELY. YOU HEAR A FAINT MEOW OVER THE ROAR"
320 PRINT "OF THE FLAMES. COULD IT BE MUFFIN? YOUR FOOT REALLY"

330 PRINT "HURTS, AND THE SMOKE IS STIFLING., WHAT SOUNDS GOOD?"

340 PRINT " A) CONTINUING UP THE STAIRS."

350 PRINT " B) GOING BACK TO THE STATION TO FINISH YOUR GAME OF FISH."
360 INPUT E$

370 1IF E$ = "B" THEN GOTO 10

380 FRINT " YOU PUT A HANKY OVER YOUR MOUTH AND LIMP UP THE STAIRS."
390 PRINT "MUFFIN IS LOOKING OVER THE EDGE OF THE ROOF. YOQU CALL HER:"
400 PRINT "HERE, KITTY, KITTY! DOES SHE FEEL LIKE COMING TO YOU (Y/N)?"
410 INPUT F$

420 CLS

430 IF F$ = "Y" THEN GOTO 2000

440 PRINT " MUFFIN SMIRKS AND JUMPS TO A NEARBY TREE. SHE CLIMBS"
450 PRINT "DOWN SAFELY INTO HER MASTER'S ARMS. YOU ARE THE TOWN HERO."
460 END

1000 PRINT " YOU SEE A BIG SIGN THAT SAYS:"

1010 PRINT ® R ]

1020 PRINT " * SHORT CUT TCO FIRE *"

1030 PRINT * e ]

1040 PRINT "YQU FOLLOW THE SIGN DOWN INFINITY ROAD. THE ROAD SEEMS TO"
1050 PRINT "GO ON FOREVER AND EVER. (PRESS ENTER TC CONTINUE.)"
1060 INPUT X$

1070 CLS

1080 PRINT " YOU DON'T KNOW WHICH WAY TO GO. YOU SPOT ANOTHER SIGN:"
1090 PRINT " e e o i ke e e e i ok o ok o e ok e e e 11

1100 PRINT " * THIS WAY TO FIRE! *"

1110 PRINT ® L L e ]

1120 PRINT " REMEMBERING THE FIRST SIGN, YOU GO THE OPPOSITE WAY AND"

1130 RETURN

2000 PRINT "MUFFIN JUMPS INTO YOUR ARMS AND RIPS YOUR SHIRT TO SHREDS."
2010 PRINT "YOU PRY HER OFF AND RUN FOR THE LAWN, THE HOUSE COLLAPSES."
2020 PRINT " BOE TAKES MUFFIN FROM YOUR ARMS."

2030 PRINT "A MOMENT LATER, MRS. POPPENSTOPPERNOBBIN SEES THAT MUFFIN"
2040 PRINT "IS OK AND GIVES BOB $1,000,000,000,000,000 AS A REWARD."
2050 PRINT "YOU LOSE. DO YOU STILL WANT TO PLAY CARDS WITH BOB (Y/N}?"
2060 INPUT G$

2070 IF G$ = "Y" THEN GOTO 10

2080 END

(Note: This program is written for the TRS-80 Models I and III. Modifications needed for other computers to
run the program are the same as those listed in the program modifications box for Program of the Month on
page 47.)
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IT'S A BOY! Christopher
Columbus is born in Genoa,
Italy in 1451. MOVE
AHEAD 1.

KNIT ONE, PURL TWO. As a
young boy, Chris works in
the family wool weaving
business.

A SECOND CHANCE. A
monk arranges a second
meeting with the queen. No,
again. LOSE A TURN.

HOP ABOARD! As a boy,
Chris learns to sail by
hitching rides on small
trading boats.

Flip a coin.
Did you

COLUMBUS BROTHERS,
INC. As ayoung man, he and
his brother open a map store
in Portugal. MOVE AHEAD 2.

SHIPS AHOY! In 1492,
Queen Isabella gives Co-
lumbus the Nina, the Pinta,
and the Santa Maria.

OCTOBERFEST: ACTIVITY 2

SAILING, SAILING. When he
is 25, Columbus sails for
England. MOVE AHEAD 1.

£ N

Flip a coin.
Did you

flip
V[/S‘?

ATTACK! The ship sinks
under attack. But Columbus
floats back to shore on an
oar. LOSE A TURN.

Flip a coin
Did you
flip
tails?

\ 4

COLUMBUS SAILS THE
OCEAN BLUE. Trying to find
a shortcut to the East, Co-
lumbus heads west in 1492.




A COLUMBUS DAY FLOWCHART GAME
Become a swashbuckling sea captain as you sail with
Columbus to a new land. HERE'S HOW TO PLAY.

No. of Players: 1 or 2

What You Need: A marker, such as an eraser, for each
player. You also need a coin, such as a dime.

Getting Started: Each player puts his or her marker on
START. Flip a coin to see who goes first.

Sailing the High Seas: Take turns moving one place at a
time. If you land on a green rectangle, you must do what the

directions say immediately.

A HAPPY COUPLE! In 1479,
Columbus marries Donna
Felipa Perestrello.

PRETTY PLEASE? Six years,
later, Columbus asks Queen
Isabella of Spain to lend a
hand. MOVE AHEAD 1.

MUTINY! After three weeks
some members plot to mu-
tiny. HELP! LOSE A TURN.

ANOTHER BOY! Christo-
pher and Donna Felipa
name their first son Diego.
MOVE AHEAD 2.

NO WAY! The king thinks
Columbus is crazy and
refuses to help him.

Flip a coin.
Did you

flip
heaclsy

A DREAM COME TRUE?
Columbus dreams of sailing
to China and India.

ALL YOU NEED IS MONEY!
In 1482, Columbus asks
King John II of Portugal for
money to sail to the Orient.

Flip a coin.
Did you
flip
heads?

LAND HO! The crew sights
land on October 12, 1492.
They go ashore on the West
Indies.




OCTOBERFEST: ACTIVITY 3

BEULAH'S BREW

By Thomas Boudrot

TOIL AND TROUBLE,

boil and bubble. . .. Beulah
the witch has cooked up a
great recipe for hungry
young writers! Using any
word processing software
and the activity cards on the
next page, students can prac-
tice deleting, inserting, and
replacing words in Beulah's
recipe, and even create their
own recipes modeled after
Beulah’s Brew!
Prerequisites: Stu-
dents must be familiar with
the word processing pro-
gram you are using. They
must be able to load and
save text; delete, insert, and
replace text; create a text
file; and understand the term
“syntax.”
Materials: Any word
processing software and a
computer system, student
activity cards (next page),
and a disk or cassette for
storage.

A Word Processing Activity

Teacher
Preparation:

1. Using your word process-
ing program and a file disk
or cassette, type in the Rec-
ipe for Beulah's Brew ex-
actly as it appears on this
page, including capital let-
ters, line spacing, and inden-
tions. Save the text under
the filename RECIPE.

2. Cut out the three student
activity cards on the next
page and laminate them. |
3. Have a student load REC-
IPE into the computer.

4. Give each child a disk or
cassette and show kids how
to store their work on it.
5. Tell students to complete
the cards in numerical order.

Thomas Boudrot is the coor-
dinalor of computer instruc-
tion in the Alief Independent
School District in Alief, TX.

- -

Recipe for Beulah’s Brew: Serves Six

INGREDIENTS:
2 cups beetle BOUILLON Directions:
15 cup bat CONSOMME Combine liquids in a large CAULDRON. Heat and
2 whole fresh FLOUNDER stir. When the liquid turns a dark MOLASSES color,
1 tablespoon chilled CHUTNEY remove from heat. Add remaining ingredients. GAR-
1 quart swamp SYRUP NISH with pumpkin seeds. Serve hot.

2 pints toad TRIPE
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Beulah’s Brew: Word Processing Card #1

B eulah isn’t your typical cook! She uses odd ingre-
dients in all her recipes. Find cut what those ingredi-
ents are in this Recipe for Beulah’s Brew. Here’s what
to do.

1. Find all the CAPITALIZED words in her Brew Rec-
ipe and write them on a sheet of paper. Look up each
word in the dictionary to find a brief definition.

2. Using your own word processing software, type the
list of words and their definitions into the computer.
3. SAVE the word list under your own name and PRINT
a copy for yourself.

" ranslate Beulah’s recipe into plain old words! Just
follow these steps.
1. REPLACE all capitalized words with a simple word
or phrase that means the same thing.
2. SAVE the new recipe under your name and PRINT
a copy for yourself.

Beulah’s Brew: Word Processing Card #3

Cooking isn’t just for kooks like Beulah! You can
be a kook, we mean cook, too.

Create a recipe on the word processing program for
Fang-tastic Frog Legs, Spine Tingling Soup, or another
creepy concoction. Be sure to include a list of ingredi-
ents and cooking directions.

SAVE and PRINT your new recipe. Bon apétit!
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OCTOBERFEST: ACTIVITY 4

MR. BONES

A N D

L O G O

T H E

HAUNTED HOUSE

A C T

By Thomas Boudyrot

HO IS MR. BONES, YOU ASK?
He'’s a scary skeleton who likes to hide in
closets, under rugs, behind pictures — any-
where that’s dark and creepy in the Logo Haunted
House! To find the skeleton, students must direct
the Logo turtle through a haunted house, uncover-
ing all of Mr. Bones' usual hiding places as they go.
Here’s how to set up the activity.

PLAYERS: One or two players.
RECOMMENDED FOR: Grades 2—4.

PREREQUISITES: Students must be familiar with the Logo
commands FORWARD, BACK, RIGHT, LEFT, PENUF, PEN-
DOWN, and CLEARSCREEN, and be able to estimate distances on
the Logo screen.

MATERIALS:

® Logo software and a computer system

® Transparency (See next page.)

® Mr. Bones and six game flaps (See below.)
® Tape or glue

® Scissors

PREPARATION:

1. Make a thermofax transparency of the haunted house on the next
page or trace the page onto a blank transparency.

2. Tape the transparency directly on the computer screen, trimming
where necessary.

3. Cut out Mr. Bones and the six game flaps on this page. Secretly
tape Mr. Bones (the skeleton head) on the back of one of the flaps.

4. Tape the top of each flap to its corresponding spot on the
transparency.

5. Boot Logo onto the computer. Pick up the pen (PENUP) and
move the turtle to the mouse hole labeled START HERE. Put the
pen back down (PENDOWN).

HOW TO PLAY:

1. With two players, one person controls the keyboard while the
other lists on paper the commands the “keyboard operator” uses to
get from one spot to another. Individual players do both.

2. The student on the keyboard picks a flap behind which he or she
thinks Mr. Bones may be hiding. The student then types in com-
mands to move the turtle to the selected flap.

3. The turtle can move only on the floor and stairs. To move the
turtle to a window or picture, students must PENUP before giving a
forward command so that the turtle “jumps” from the floor to the
window.

4. Students can lift a flap only when the turtle is totally hidden
behind it.

5. When students discover Mr. Bones, they or a partner record the
number of opened flaps. Re-hide Mr. Bones for the next student or
team of students.

6. Winners are the students who opened the least number of flaps to
find Mr. Bones. .

7. List the five top winners on a “Survival Board.” Include the num-
ber of flaps each opened and the list of commands each followed.

Thomas Boudrot is the coordinator of computer instruction in the
Alief Independent School District in Alief, TX.
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(skeleton) to the back of one flap.

Cut out the objects (flaps). Tape the top of each toits correspond-
ing part on the Haunted House transparency. Tape Mr. Bones

GAME FLAPS

TEACHING AND COMPUTERS

Illustrations by Bill Sillbert
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slick programming tricks!

place near a computer in your voom or lab.

detatled and given in step-by-step order.

SETTING UP

learn in October:
PRINT

number problems. *

Tells the computer to

carry out or execute the

program that is stored in

its memory.

- Symbol that makes the
computer add.

= Symbol that makes the
computer subtract.

2t Symbol that makes the
computer multiply.

/ Symbol that makes the
computer divide.

RUN

ACH MONTH IN THIS COL-
UMN computer teacher and writer
Sandra Markle will give you a pro-
gramming lesson in BASIC. The
first few lessons will cover beginning
topics like writing one-liners and debug-
ging simple programs. But by the end of
the year, you and your students will know
so much about programming in BASIC
that you'll be performing Sandra’s special,

Each column will provide background
mformation on the topic of the month
along with a group lesson and six student
task cards that you can laminate and

This month, when the power 1s turned
on n your learning center, students will
learn how to be the computer’s boss. After
writing one-line programs, they'll discover
that (1) all communications with a
compulter have to be in code, and (2) that
computer mstructions have to be very

Designate a section of a nearby bulletin
board as the “Command Post” where
you can display the new command words
and symbols that students learn each
month. Here are the commands we'll

Command that makes the
computer show answers to

Learning enter

A GROUP LESSON FOR
FIRST-TIME PROGRAMMERS

People work with “bucket orders.”
You can tell persons to draw a circle
and they can do it without any other
instructions from you. Computers can’t
handle a bucket order, an order that
takes several steps for granted. A
computer has to have the job broken
down into tasks it can perform one step
at a time, and it has to be told in what
order to do the tasks. A computer also
has to be told just how to respond to
any problems that could occur while it’s
at work.

Ask your students to recall what it
was like to try to roller skate or tie their
shoes for the first time. How much
harder would it have been to learn how
to roller skate or tie shoes if they were
never shown—only told—how?

People are used to having visual
demonstrations of how to do new things.
As a computer’s boss, your students
will need to practice giving detailed
orders and presenting them in words
only. The words themselves must be part
of a language computers can understand.
One such language is BASIC. Many of
the words in BASIC are just plain English
words. But some are different or have
very specific meanings. For example,
some of the BASIC math signs that the
computer uses are different.

@ Display the following chart.

Our Signs BASIC Signs
+ +
% %
+ /

Have kids write these number sen-
tences using signs the computer will
understand.

HOW TO Bl THE COMPUTER’S

BOSS: A FIRST LESSON IN PROGRAMMING

1. Three times two equals six. (3 = 2
= 6)

2. Four plus five equals nine. (4 + 5 =
9)

3. Eight divided by two equals four. (8/2
= 4)

4. Ten minus nine equals one. (10 — 9
=1

® Two important BASIC words to know

are PRINT and RUN. The word PRINT

can make the computer “print” the

answer to number problems that follow

it. RUN tells the computer to execute

the program stored in its memory. Type

(input) the following into the computer:

PRINT 4 + 3. Now have a student type

RUN. You'll get an output like RUN 7

or 7 READY. (Computers vary, but all

will give you a numerical answer.)

® Display the following chart on the

board. Have students match the inputs

and outputs correctly.

Input Output
1. Print 5/ 1 a. 16
2. Print 6 = 8 b. 5
3. Print2 + 5 €. T
4. Print9 + 7 d. 48

(Answers: 1-b, 2-d, 3-c, 4-a)
@ [f you want to give the computer more
than one job to do, each job or line
statement, needs to be numbered. That
tells the computer what order to do the
jobs in. Have a student type the following
lines into a computer.
10 PRINT 5 — 13
20 PRINT 6/ 2
30 PRINT 9 — 1

Now have a child type in RUN. The
answers to each problem will appear in
the numerical order you gave the com-
puter. Tell students the computer always
starts with the lowest line statement
number and keeps going higher.

(Continued on page 65)

*Note: Other aspects of the PRINT
command will be covered next month.
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LEARNING CENTER TASK CARD |

WHAT'S NEXT,BOSS?

Find a partner. Give your partner a piece of graph
paper. Choose one of the shapes below, but don't let
your partner see your choice. Now, give your partner
directions to draw an identical shape on the graph paper.
You may not use the words triangle, circle, square,
rectangle, or cube when you give your directions.

A OL]s [0

Does the order in which you give the commands
make a difference in the way the shape looks?

LEARNING CENTER TASK CARD
&

% GETTING THE MESSAGE  §

PRINT 17 + 22
TAKE 17 and ADD IT TO 22
17 + 2215

PRINT 72/8
PRINT 72 DIVIDED BY 8
Seventy-two/8

SHOW 7 = 7
DISPLAY 7 x 7
PRINT 7 % 7

Some words mean almost the same thing. Does it
matter which word you use in a computer message?
Here are groups of three math statements. Each
statement means the same thing, but which one of
each group do you think will actually make the computer
do the job? Try them. Which one works correctly?
Sometimes when you use a wrong statement, the
computer will respond with a message like: SYNTAX
ERROR or ?SN ERROR.

Remember to press ENTER or RETURN after you
type in each line statement.

A. ADD2to3
B: 243
C. PRINT 2 + 3

OWE owp OwpE
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LEARNING CENTER TASK CARD ‘
&

SPELLING BEL

PRINT is one of the most useful commands. It
can make the computer “print” the answer to number . P RINT 8+ 8

problems that follow it. If you misspell this word, your PRONT 8 e 8
teacher might still know what you mean. But the :
. RPINT 848

computer won't. Try giving the computer each of these
commands.
Remember to press ENTER or RETURN after you . TNIRP 8+8
type in each line statement. If the computer doesn't
understand, it will respond: SYNTAX ERROR or ?SN y PRUNT 8 F 8
PRIN 8+ 8

ERROR. If it does understand, it will respond with the
answer to 8+ 8.

LEARNING CENTER TASK CARD ‘

% COMPUTERS NEED ORDER &

A command word like PRINT plus spaces and other
instructions or information is called a line statement.
The order in which the parts of a line statement are
arranged i1s important. Here's a example.

PR}NT 242

A

| I
The command word| The space signals | This is the job
comes first to tell |the computer to |to be done.
the computer what | get ready. '
kind of job it will i
be doing. |

32 « TEACHING AND COMPUTERS

After a line statement is made, you press ENTER
or RETURN. That signals the computer that the line
statement is complete and to go ahead and follow the
orders.

Use all or some of the following instructions and
variables to make your own line statements. Don't
forget to make the spaces. Type in each statement and
press the ENTER or RETURN key. If you wrote your
line statements correctly, the computer will do each of
the jobs you ordered.

PRINT + 239/ — 7=




LEARNING CENTER TASK CARD

%FIND THE MYSTERY NUMBERE

How many seconds does it take the average computer ~ Line #3
to count from 1 to 2000? Follow these directions to find ~ (Multiply all three numbers found in the names of the
this “mystery number.” two famous Star Wars robots.)

1. Find the numbers to complete the line statements

belie ’ PRINT
Line #1

(Add the number of days in a week to the number of
weeks in a year)

E S *

2. Now type each complete line statement into the
computer and press RETURN or ENTER.

3. Write a line statement that adds the final answers to
PRINT —+ the first three line statements and then subtract 84.

o # PRINT. .+ _ 4 =84

(Subtract the year the first person walked on the moon
from the year of the next presidential election.) 4. Type the line statement into the computer. Press
PRINT RETURN or ENTER. You've got the mystery number!

LEARNING CENTER TASK CARD

LINEEM UP!

If you want to give the computer more than one job What happens if you number the line statements
to do, each job or line statement needs to be numbered.  differently? Type in this:
That tells the computer what order to do the jobs in.

Type the following lines into your computer: 20 PRINT 10—=5
10 PRINT 4+2 10 PRINT 5-5
20 PRINT 3+3 30 PRINT 7+2
30 PRINT 9—-7

Now type the word RUN. This tells the computer to Now type RUN. Press ENTER or RETURN. What
perform the line statements in order. Press ENTER or ~ happened? Why?
RETURN. You should get: RUN

OCTOBER - 33



Delta

AGE LEVEL: 4-14 years.

PURPOSE: To introduce children to pro-
gramming by using the computer as a
drawing tool.

CURRICULUM AREAS: Computer Pro-
gramming Readiness; Art; Mathematics
HARDWARE AND PERIPHERALS:
Apple II, Apple II Plus, or Apple lle;
Atari 400/800; IBM Personal Computer;
48K memory. For Apple, one disk drive
and DOS 3.3; disk controller card in-
stalled in slot #6. Printer optional. Color
monitor preferable.

PUBLISHER: Spinnaker Software Corp.

ADDRESS: 215 First St., Cambridge,
MA 02142.

PRICE: $59.95

Program Description

Delta Drawing introduces children to
programming concepts by turning the
computer into a drawing tool. It can be
used with either a black-and-white or
color monitor, but color offers many
more learning options.

When the program is first loaded, it
adjusts to the user’s specific computer
system by asking a few yes or no
questions. The cursor will then appear
at the center of the screen signaling
that Delta Drawing is ready to obey
commands. Children enter them by
pressing single keys. Pressing D (for
draw) makes the cursor move forward
in a short, straight line. To lengthen the
line, students press D as many times as
needed. Pressing R turns the cursor to
the right; pressing L turns it left.

These basic commands allow children
to make simple forms and patterns. If
you have a color monitor, students can
select from a menu of six colors to draw
colored lines, to fill in shapes, and to
add background colors.

Delta Drawing is more than a doodler;
it is a “crayon” with a memory. Every
command the child enters is recorded
in two ways. It is recorded in a visual
pattern that appears on the screen as
the child develops a picture, and it is
recorded in a text mode by displaying
on the screen a list of letters and

Computing in the Content £

Drawing

By Mari Endreweit
and Eleanor R. Kulleseid

numbers that represent the commands
the child has entered. This series of
commands is held in the computer’s
memory and can be stored as both a
program and a picture. Either one can
be recalled for re-use. If a printer is
available, children can get written print-
outs of their programs.

The program’s excellent manual intro-
duces each basic function clearly and in
detail. For those who are short of time,
there is a useful set of sequenced
activity cards, which live up to their
name, “Fast Start Cards.” They get you
into the program and executing functions
right away. But keep the manual close
by; you will need it soon enough.

I'éas

Using the Program in the

Curriculum

Teachers who are responsible for
teaching programming, especially to
primary grade children, will find Delta
Drawing can provide an easy introduc-
tion. Many teachers might not see any
reason to give this program high priority.
Those teachers would be missing some
interesting opportunities.

Delta Drawing offers a number of
possibilities for introducing or practicing
mathematics and art design concepts.
Following are some examples.

Math Activities

Math topics you can cover with Delta
Drawing include: fractions, area and
perimeter, and geometric shapes.

1. FRACTIONS: Delta Drawing par-

ticularly lends itself to practicing halves
because when you press CONTROL
along with another key—for example,
CTRL-D—you get a line that is only
half as big as the line you would get by
pressing the letter key without CTRL.
However, there are many other ways to
use the capacities of the program to
explore fractional parts. Here are some
examples:
e My box is a square shape, with each
side six Ds long. Make my box. Inside
my box make another box that is half as
big as mine. Fill it with color.

Students can fill shapes of their Delta Drawing with color. e Make your own square shaped box.
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Make its sides half as long as the sides
of mine. Remember, mine were six Ds
long. How many of your boxes would fit
into my box? (4) Make a Delta Drawing
that shows it.

¢ Draw a rectangle. Make the long side
by pressing D eight times. Make the
short side half the length of the long
one.

e Draw a square. Use different colored
lines to show two ways of cutting it into
halves. (Diagonally and horizontally)
Can you think of any others ways to do
it? If you can, draw your own square and
half it.

e CTRL-R turns the cursor half as far
as R. How many CTRL-Rs will turn the
cursor as far as two Rs? (4)

2. AREA AND PERIMETER: Formal
instruction in area and perimeter is
usually part of upper elementary math
curricula. However, with Delta Drawing,
younger as well as older children can
explore these ideas. Some examples:
¢ Put the cursor in the upper left-hand
corner of the screen, as far as it will go
without disappearing. Now use the D
key to measure the distance all around
the edge of the screen. How many Ds
does it take for the cursor to travel all
around the edge of the screen and get
back to its starting place?

e Draw a triangle with each side the
same D length. How many Ds is it all
the way around?

e Make a big box, each side of which is
eight Ds long. How many little boxes
with sides two Ds long can you fit inside
the big box? (16) Fill each little box
with a different color.

e Draw the same big box again. Now
try to fit little rectangles into it. They
can be any size, as long as they all fit
inside the big box and use all the space.
How many rectangles did you make?
Fill each one with a color.

3. GEOMETRIC SHAPES: Elementary
school students don't often explore
shapes beyond the square, the rectan-
gle, the triangle, and the circle. Delta
Drawing can be used to help open up
the world of geometric shapes to them.
Here are some sample activities:

¢ Can you make a shape with eight (6,
5, 12, and so on) straight sides all the
same length? What if you use sides of
different lengths? Does that change the
shape? (Yes)

e Use Pattern blocks to make an inter-
esting geometric design. Then try to
copy it using Delta Drawing. Can you

This Delta Drawing shows how students can repeat
and fill in shapes.

make a program for each different ele-
ment in your design? Put these pro-
grams together to make the whole
design, just as you put the blocks
together. Save your shape programs to
use again.

e Make a new, interesting geometric
figure on the screen, using your shape
programs. If you have a printer, print it
out. Now copy it using your pattern
blocks and record the block pattern on
a sheet of paper with crayons or mark-
ers. Compare this copy with the print-
out. Did you copy accurately?

Art Activities

Delta Drawing’s color graphics capa-
hility makes it a natural for using in an
elementary art curriculum. It is particu-
larly suitable for middle and upper
graders who have had extensive experi-
ence with free-hand drawing and mixing
colors and who are ready to explore
more complex elements of composition
—the manipulation of various shapes
and colors into visual patterns.

Even first and second graders can be
helped though to make comparisons
between the shapes and patterns found
in the natural world with those they
create using paper and paints or crayons,
clay, wood, or the electronic paintbox
provided by Delta Drawing.

Following are a few ways to use Delta
Drawing for art instruction.

e Make a Delta Drawing using a given
number of shapes and colors. Imitating
the composition of your Delta Drawing,
make a collage, using colored papers of
various kinds.

e Working from the same drawing, make
solid cardboard shapes that have sur-
faces the same shapes as the elements
of your design. Try to put them together
in a construction that from one viewpoint,

looks like your Delta Drawing pattern.
What does it look like from other view-
points? Could you make another Delta
Drawing that looks like another view of
your three-dimensional construction?

e Look for patterns found in the natural
world. Take a close look at a leaf, a
flower, a feather, and observe the inter-
esting designs they make. Look at the
pattern of lines in your own or a friend’s
hand. Make a Delta Drawing program
for any of these natural patterns, and of
others that you discover.

e Imagine you are a fly on the ceiling of
your bedroom. Make a diagram of the
room as the fly would see it.

e Use Delta Dyawing to make programs
for basic patterns that you can use in
making a quilt, a rug, or a pillow.

e First graders could use Delta Drawing
to make plans for a miniature city. After
making field trips to study the commun-
ity, have each child design a specific
town building, using block shape pro-
grams they have written with Delta
Drawing. Using printouts of their pro-
grams as a guide, students should then
construct a Delta Drawing of an entire
city.

Related Programs

1. Color Logo; TRS-80 Color Computer
(32K with disk drive or 16K ROM-
based). Radio Shack/Tandy Corp., 1800
One Tandy Center, Fort Worth, TX
76102.

2. Cyberlogo Turtle; Apple 11 disk, Cyber-
tronics International, 999 Mt. Kemble
Ave., Morristown, NJ 07960.

3. Turtle Tracks (formerly Kidstuff);
VIC-20, Commodore 64, Atari 400/800,
Apple II, TI-99/4A disk. Scholastic Inc.,
730 Broadway, New York, NY 10003.

Other Related Materials

1. Di Valentin, Maria and Louis. PRAC-
TICAL ENCYCLOPEDIA OF CRAFTS.
New York: Sterling, 1973.

2. Schepp, Steven R., ed. THE FAMILY
CREATIVE WORKSHOP (two vols.).
New York: Plenary Publications, 1976.
3. PATTERN BLOCKS (actual blocks).
Palo Alto, CA: Creative Publications.

AR R R T S T T T A e
Mari Endreweit i1s director of faculty
in-service computer education, Bank
Street College of Education, New York
City. Eleanor R. Kulleseid is director of
library services, Bank Street College of
Education, New York City. &
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In this month’s program, students can join
Phileas Fogg on his voyage around the world
and learn about the continents en route!

BY JOAN COOPER
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ROUND THE WORLD
borrows from the Jules Verne tale
Around the World in 80 Days to test
students’ knowledge of the continents.
Students join the main character, Phileas
Fogg, in his hot air balloon as he travels
from continent to continent. Phileas
points out features, such as mountains
or countries on each continent, and
students must guess the name of the
continent he's traveling over in three
tries or less.

Following is a teaching guide to the
program. The first part, Using the
Program in the Curriculum, suggests
ways you can use Around the World for
social studies, language arts, math, and
science instruction. The second part, A
Programming Lesson, offers tips for
those of you who want to use Around
the World as part of a programming
lesson.

USING THE PROGRAM IN THE
CURRICULUM

Students can do these activities be-
fore, during, and after using Around the
World.

Social Studies: ® Post a map of the
world near the computer. Make sure
students can identify continents by name
and shape and can spell them correctly.
® Assign one continent per team of
students for a presentation on the his-
tory, geography, and cultures of that
continent. ® As a class, use a map of
the world to chart Phileas’ course in
Around the World, including all points
mentioned in the program. @ Divide the
class into several groups. Again using a
map of the world, have each group chart
a course around the world that goes
one third by water, one third by land,
and one third by air. As a class, compare
courses and decide which one is best.

Language Arts: ® Have students
pretend they're Phileas Fogg and write
ajournal of their adventures. ® Suppose
Phileas visits the class on his journey.
How would students describe their town,
state, country, and continent to him?
Have them write down their descriptions.

(Continued)

PROGRAM LISTING FOR AROUND THE WORLD

5Cc=20
10 PRINT " PHILEAS FOGG BET HE COULD GO AROUND THE WORLD IN 80 DAYS!®
20 PRINT "WHY NOT JOIN HIM IN HIS HOT AIR BALLOON? HE'LL TELL YOU WHAT H

E"
30 PRINT "SEES ON HIS TRAVELS AND YOU HELP HIM NAME THE CONTINENT'YOU'RE"

40 PRINT "PASSING OVER. REMEMBER TO SPELL THE CONTINENT CORRECTLY! (PRES
Sir

50 PRINT "ENTER TO CONTINUE.)

60 INPUT S$

70 CLS
80 READ N$,X3%,Y$,2%
90 IF N$ = "END" THEN 610

100 PRINT X$: PRINT

110 PRINT "WHERE ARE WE?"

120 INPUT A$

130 IF A% = N$ THEN 260

140 PRINT "“THAT'S NOT IT. HERE'S ANOTHER CLUE:": PRINT

150 PRINT Y$: PRINT

160 PRINT "WHERE ARE WE?"

170 INPUT A$

180 IF A% = N$ THEN 260

190 PRINT "THAT DOESN'T SEEM RIGHT. HERE'S ONE MORE CLUE:": PRINT

200 PRINT Z§: PRINT

210 PRINT "WHERE ARE WE?"

220 INPUT AS§

230 IF A% = N$ THEN 260

240 PRINT "LOOK! I SEE A SIGN THAT SAYS WE'RE ON ";N§;"!"

250 GOTO 280

260 PRINT "THAT'S IT!!!": PRINT

270 Ci=C $-1

280 PRINT "NOW WE'LL MOVE ON TO THE NEXT CONTINENT!": PRINT

290 PRINT "(PRESS ENTER TO CONTINUE.}"

300 INPUT S$

310 GOTO 70

320 DATA "EUROPE"

330 DATA "MY HOME COUNTRY OF ENGLAND IS ON THIS CONTINENT."

340 DATA “THE COUNTRIES ARE SMALL. BUT THE ALPS ARE SO BIG!"

350 DATA "I CAN SEE THE LARGEST CONTINENT OFF TO THE EAST!"

360 DATA "AFRICA"

370 DATA “LOOK AT THOSE PEOPLE CANOEING DOWN THE NILE RIVER!"

380 DATA "I SEE A VAST DESERT IN THE NORTH AND JUNGLE IN THE SOUTH!"

390 DATA "I SEE A SIGN FOR EGYPT!"

400 DATA "ASIA"

410 DATA "A SIGN POINTS THE WAY TO MONGOLIA."

420 DATA "WE'LL FLY OVER THE HIGHEST MOUNTAIN IN THE WORLD!"

430 DATA "THIS CONTINENT GOES ON FOREVER! I'M SURE IT'S THE LARGEST!"

440 DATA "AUSTRALIA"

450 DATA “"WHAT WEIRD CREATURES! KOALA BEARS AND KANGAROQS!"

460 DATA "ABORIGINES WERE THE FIRST TO SETTLE HERE."

470 DATA "THIS HAS TO BE THE SMALLEST CONTINENT!"

480 DATA "ANTARCTICA"

490 DATA "BRRR! IT'S FREEZING DOWN HERE!"

500 DATA "WE'RE ON THE BOTTOM OF THE EARTH!"

510 DATA "LOOK! THERE'S THE SOUTH POLE!"®

520 DATA "SOUTH AMERICA"

530 DATA "THE ANDES MOUNTAINS LOOK BEAUTIFUL DOWN THERE!"

540 DATA "THE AMAZON RIVER HAS TO BE THE WIDEST IN THE WORLD!"

550 DATA “WE'RE SOUTH OF THE EQUATOR."

560 DATA "NORTH AMERICA"

570 DATA “"THERE'S GREENLAND TO THE EAST!"

580 DATA "THIS CONTINENT STRETCHES ALL THE WAY TO THE NORTH POLE!"

590 DATA "LOOK HOW TALL AND WIDE THE ROCKY MOUNTAINS ARE!"

600 DATA “END","END","END","END"

610 CLS

620 PRINT "PHILEAS MADE IT WITH ONE SECOND TO SPARE! THANKS FOR YOUR HELP
e

630 PRINT "BY THE WAY, YOU HAD ";C;" OUT OF SEVEN CORRECT!"

640 END

NOTE: This program is written for Radio Shack computers. For modifications for other

machines, see page 38.
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Math: @ Have student groups plot
courses to other continents using longi-
tude and latitude coordinates. ® Have
students gather statistics on square
miles, population, and people per square
mile for each continent. Organize the
information into charts, tables, and
graphs. Here's an example.

Science: ® Have student groups
collect data on different continent’s
terrains and atmospheres and record
the data in a notebook. ® Discuss the
Continental Drift theory, which proposes
that the continents once formed a single
body of land and slowly drifted to their
present positions.

A PROGRAMMING LESSON
Post this variable chart near the

computer.

VARIABLE FUNCTION

c Counts the number
of correct answers

N$ The name of the
continent

X$ Phileas’ first clue

Y$ Phileas’ second clue

Z3 Phileas’ third clue

A$ User’s answer

S$ Start the lesson

Avound the World uses a series of
READ DATA statements. Write this
program on the board:

10 READ A$, B3, C3, D$
20 DATA “EUROPE”
30 DATA “ENGLAND”
40 DATA “SMALL’
50 DATA “ASIA IN EAST”
60 END
Explain that the READ statement

contains four variables that act as pi-
geonholes. The DATA statements con-
tain the information that goes in those
pigeonholes. Draw lines from the first
variable (A$) to the first DATA state-
ment (EUROPE), from the second
variable to the second DATA statement,
and so on.

Point out that every DATA statement
goes with a variable. Add variables E$
and F$ to line 10. Pick a volunteer to
debug the program by adding DATA
statements in lines 51 and 52.

Print out a program listing for each
student. Point out that there are more
data statements than variables (line 80).
Ask students to follow the program list-
ing as they run the program to see why.

They should discover that each time
the computer loops back to line 70 (see
the GOTO commands in line 310), it
enters a new set of four DATA state-

Australia
2,966,150

ments in the variable pigeonholes. Have
students draw lines connecting the
variables in line 80 with the DATA state-
ments in lines 320-600.
Make it Better

You can adapt Around the World to
make quizzes in other curriculum areas.
Here’s how:
(1) Rewrite the PRINT statements
to accommodate your ‘subject.
(2) Substitute seven answers in place of
the continent names in the DATA state-
ments (lines 320, 360, 400, 440, 480,
520, and 560).
(3) Replace the three clues following
each answer with your own clues.
(4) For more than seven questions, add
DATA statements (in groups of four with
the answer listed first) before the DATA
“END” statement. (Note: Don't use
commas or colons in DATA statements.)

PROGRAM MODIFICATIONS
The program listing is for the TRS-80

Shack Color Computer. This chart lists modifications for others.

A circle graph

Models I/III and Radio

once, then press CTRL
and CLEAR at the same
time. )" You should get
an arrow pointing up
and to the left.

MACHINE LINES 60, 600 LINES 40, 280
Apple HOME PRINT “PRESS RETURN. ..
Atari PRINT “(Press ESC PRINT “PRESS RETURN. ..

Commodore 64 | PRINT “(Press the

PRINT “PRESS RETURN.. . .

PET SHIFT key and CLEAR key

VIC-20 at the same time.)"” You
should get a heart.

TI 99/4A CALL CLEAR

Joan Cooper is a fourth grade teacher at Ocean Township Elementary School in Oakhurst, NJ.
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How to make your family feel
at home with a ome computer.

l Start with a

B Charter Subscription
to Family Computing.

New from Scholastic. ..

FAMILY COMPUTING isn't just about
computers, but about families like
yours,

It's the first non-technical computer
magazine for parents. Written in plain
English. To help you make the right
decisions about buying and using a
computer for the whole family’s
benetit,

Find out which hard-
B ware and software
make sense for you.

Most of us feel a little nervous about
the first outing to the computer store.
Which computer should you buy?
How much should you spend? How
do you know it won't be obsolete
tomorrow?

Now you can look to FAMILY
COMPUTING for advice on choosing
the right system to match your fami-
ly’s needs. With the flexibility to grow
with you as your needs change.

If you already own a computer, we'll
help you pick the right add-ons and
software to get more out of your
investment.

Use your home
B computer for
fun and profit.

Because there's so much to know
about computers, FAMILY COMPUTING
shows you exactly how other families
are using their computers to become
more knowledgeable, to make their
lives more enjoyable, even to eamn
more money. As a Charter Subscriber,
you'll discover. ® Foolproof do-it-your-
self programs for the Apple, Atari,
Commodore 64, and Vic-20, IBM,
Texas Instrument, Timex, and Radio
Shack TRS-80. ® How kids use com-
puters for entrepreneurial ventures.

» Database services for family shop-
ping. household finances, invest-
ments, up-to-the-minute news. = A
computer buyers guide...and more,
You'll also find hands-on instruction
to help parents (and kids) who
aren't computer experts. FAMILY
COMPUTING takes the mystique out
of computers.

Help your kids
B from kindergarten
through college.

Most parents buy a computer to help
give their kids an educational
advantage.

And that's also the best reason to
subscribe to FAMILY COMPUTING
from Scholastic—The publisher that
has been making learning fun for
more than 60 years.

In FAMILY COMPUTING, you'll dis-
cover the most effective way to co-
ordinate your computer with your
child’s school work for faster, surer
learning. What to do for a computer-
resistant child (or one who knows
more about computing than the
teacher). How much you should help
with computer-assisted homework.

CIRCLE 4 ON READER SERVICE CARD

And once you've helped them
through high school, FAMILY
COMPUTING can show you how
to use a simple program to choose
the right college.

Get 7 issues for only
W $8.97. And a free Com-
puter Dictionary with your
Charter Subscription.

Get your hands on a copy of FAMILY
COMPUTING at no risk, with no
obligation to continue. And make
yourself feel at home with home
computers. FAMILY COMPUTING is
so simple, even an adult can under-
stand it. We promise! Or you owe
nothing.
[ ‘8- 5 >,
BUTING

® 8 8 8 8 8 8 0 B S S B S SRS SEEEee

[ Yes! [ accept your no-risk Charter offer ®
Send me the current issue of FAMILY .
COMPUTING for review and entera -
subscription in my name at the special
Charter rate of just $B97 for 6 issues 7 in -~ *
all)...a savings of 34% off the cover price. *
If FAMILY COMPUTING is all you say itis, *
I'll pay your bill and receive my FREE *
Compulter Dictionary. If not delighted, I'll M
return your bill marked “cancel” and &
owe nothing. The current issue is mine to  *
keep. 2
O I want to SAVEEVEN MORE Send me 12 ,
issues for only 51497 Same No-Risk, FREE
Computer Dictionary offer applies. .
O Payment enclosed [ Bill ne .
Return to ®
Family Computing °
PO Box 2512 .
Boulder, Colorado 80321 :

-

-

5DBD7

Name (Please print)

Address

City State Zip

Flease allow 4-6 weeks for delivery of your first
issue. Rates good in USA only.
Canadian residents add $6.00 per year
NEW SUBSCRIBERS ONLY, PLEASE.

® 8 8 5 8 8 58 S S S S SEEeEE e

& 8 8 5 8 8 8 8 8 B B B S S B S S 8 8 0 S8 8 S 06 80 S8 S 88 S
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Calendar introduces students to

software. Part one of the teacher’s

guide, arranged in topical order, offers

explanations and answers for calendar items
related to this software theme.

Part two explains holiday-related items.

Part1s

SOFTWARE ACTIVITIES
TOPIC: What is Software?
Corresponding Calendar Dates: 10/3,
10/6

Computer software contains instructions
that make a computer work. A computer
without software is like a projector without
film; it simply doesn't work. List things
students think software programs can tell
a computer to do. (Suggestions: play chess,
print a poem on the printer; draw pictures,
make multiplication problems, and play a
tune.) Make a separate list of things stu-
dents think a software program can't tell
a computer to do. (Suggestions: eat
and drink, hate homework, and play real
baseball.)

Compare computer software and other
types of software, such as filmstrips, mov-
ies, and videotapes. All software needs
hardware to work and vice versa. But
computer software instructs the hardware
to do something, while other software does
not. (A film's contents do not affect how
the projector works, but the contents of a
software program determine how a com-
puter works.)

THE OCTOBER ELECTRONIC

TOPIC: Software Care
Corresponding Calendar Dates: 10/8,
10/14

Show students the poster on the reverse
side of the calendar and review the do’s
and don'ts of disk care. If you have a ruined
disk, use it to show that floppy disks are
flexible, but fragile.

Ask students what happens if they take
arecord off a record player while it's playing.
Explain that the same thing happens when
you touch a disk in a disk drive in operation.
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TOPIC: Following Instructions
Corresponding Calendar Date: 10/17

The I-Command-You game helps stu-
dents follow instructions precisely; a useful
skill for both using and writing software
programs. Here’s how to play:

Make a list of 20 instructions preceded
by “I command you to. . .. ” For example,
I command you to: write your name three
times; stand up and recite a poem; add 13
and 27; think of a name for the classroom
computer . . . . Also include commands like:
if you have brown hair, skip the next in-
struction; read, but don't follow; the rest of
the instructions; and when I command you
to say something, write it instead.

Divide the class into Team A and Team
B. Each member of Team A picks a mem-
ber of Team B as a partner. While the Team
A members follow the list of instructions,
their Team B partners watch for and record
mistakes. When everyone is done, partners
switch places. The team with the least
mistakes wins.

TOPIC: Types of Software
Corresponding Calendar Dates:
10/19, 10/20, 10/23, 10/27

Software can provide simulations, tutorial
programs, and drill and practice lessons. It
can also turn your computer into a word
processor, a database, or other office tools.

Some existing simulation programs im-
itate a lemonade stand, the flight of an
airplane, a volcano erupting, and even a
journey through the human body via a
miniature submarine! Let students’ imag-
inations go to work thinking of other sim-
ulations.

To introduce word or data processing,
explain that a computer carrying out in-
structions changes data in some way. In

“Teacher’s Geuide

other words, it processes it. A word
processor accepts words from a human and
then processes those words into a written
text. A database processes information by
arranging it in files, alphabetizing it, calling
up parts of it on the screen, and so on.

The Database Treasure Hunt teaches
students about various kinds of databases
and what types of information they contain.
List 20 questions that can be answered by
accessing databases. Examples: When is
the next flight from New York to Paris?
Who is the author of Alice in Wonderland?
What is the address of a classmate? What
is your medical history?

On separate sheets of paper, list the
answers (flight 101 from New York to Paris,
at noon) and where that answer can be
found (travel agency, airport). Designate
desks to represent government offices, a
travel agency, an airport, a school office, a
library, and so on in the classroom and put
the answer sheets at the appropriate places.

Students must locate answers to all the
questions by accessing the correct “data-
base.” The first one done wins!

TOPIC: Computer Languages
Corresponding Calendar Date: 10/29
Explain that instructions on a software
program are written in a code that both
computers and humans can understand.
There are many codes or languages. Some
examples are: BASIC, Logo, and Pilot.

Part 22

HOLIDAY-RELATED ACTIVITIES
October 9: The order is: 2, 4, 1, 3.
October 11: In the World Series, com-
puters can: 1) Figure out batting averages.
2) Determine ticket prices. 3) Compare
current players and past players. 4) Help
sports writers cover the series and report
game results. 5) Run the message boards
at the stadium.

October 22:

10 FOR P = 1 to 3000

20 PRINT “PARACHUTE”

30 NEXT P

40 END O
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GO ONE BETTER
WITH YOUR
PROGRAMS

Once a week | write a
simple three-to five-line pro-
gram on the chalkboard and
challenge kids to go one
better. That means they are
to take the program and im-
prove on it in any way they
can. Students can add a lit-
tle or a lot, but they must
not change the basic goal of
the program. It's great fun
to run through some of the
one-betters with the class!

Jim Alvaro
Detroit, MI

PLAY COMPUTER
BINGO
One of our favorite class-
room games is Computer
Bingo. It's played very much
like regular bingo only the
squares on the bingo cards
contain computer words,
statements, or commands.
Instead of calling letters and
numbers, I ask a computer
question and have the stu-
dents see if the answer is on
their card. A sample ques-
tion might be, “What's the
name of the flashing square
that appears on the monitor
and marks the next spot
where a symbol will appear
if a key is pressed on the
keyboard?” If students have
the word “cursor” on their
card, they cover the square
with a chip. Play continues
until someone’s chips cover
an entire card. It's a great
way to reinforce computer
vocabulary!
Veronica Ferrel
Heoldsburg, CA

Micro Bdeas
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Write simple programs on the board and challenge kids to extend them.

MAKE YOUR OWN
MONITOR STAND
If you can't afford a stand
for your monitor, ask the
janitor to shorten the legs of
an old student desk to about
4", Place the monitor on the
desktop and the keyboard
below the desk.
Sue Ridgely
Decatur, IL

MARK THE VOLUME DIAL
ON YOUR RECORDER

If you use microcomputers that store and recall data with
a cassette recorder, then each time you turn it on, you proba-
bly spend a few minutes searching for the correct volume
setting.

There’s a simple solution to this annoying time-waster.
Once you find the “correct” setting (usually by trial and error),
paint a line of white typewriter correction fluid on the spot
where the control dial should be turned each time.

C.E. Field
Narrangansett, RI

DEMILITARIZE BIG TRAK

One of the most popular pre-Logo toys on the market is
Big Trak, distributed by Milton Bradley. It’s a battery-driven
vehicle that students can program to go forward, back, left,
or right. My students love to work with Big Trak—and so
do L. But [ dislike the fact that it's a military vehicle with a
built-in laser gun. I've solved this problem by painting my
Big Trak a bright red and renaming it Big Truk.

The students love the machine’s new identity. They
especially like programming Big Truk to follow masking tape
streets to the site of a “fire.” At the fire, they pretend to
extinguish flames with “laser water.”

Big Trak becomes a fire truck
when you paint it red.

Continued

Bonnie Nelson
Roanoke, VA
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Micro Ideas continued

PRACTICE GIVING DIRECTIONS

Giving directions to a computer requires students to break
down a task into a series of logical steps. Here’s an activity
that helps children practice this skill.

Give every student a dozen cardboard squares. Then di-
vide kids into pairs (Student A and Student B). Have part-
ners sit at a desk or table with a book or divider between
them so that they cannot see each other’s squares when
placed in front of them.

Student A constructs a design with his or her squares and
describes the design, step by step, to Student B. Student B
reconstructs the design according to Student A's oral
instructions. When Student B is finished, both look to see if
the designs are identical. If they are not, the students dis-
cuss how to adjust the directions so that they will be. Once
the directions are correct, Student A writes them down.
Students then reverse roles, with B inventing a design and
giving directions, and A following them. Later, A and B should
give their written directions to a third student to follow.

Nancy Warner
Boise, ID

MAKXE DISK CADDIES

An easy way to organize diskettes is to divide your soft-
ware into subject groups and make a disk caddy for each
group.

To make a caddy, you need an 8"x11" piece of cardboard.
Place a jacket with a disk in it in the top right-hand corner of
the cardboard. Tape the bottom of the jacket to the board.
Place a second jacket on top of the first, about 2" lower, and
tape the bottom of it to the board. Continue to tape jackets
down in this fashion until you fill the board or run out of
disks.

When you're done, you can flip through the disk jackets
quickly to find the diskette(s) you want. If you decide to
display a caddy in an upright position, tape down the top of
each jacket as well.

Michael Milone
Honesdale, PA

GIVE LOGO WALL-TO-WALL COVERAGE
If your students are investigating Logo, why not desig-
nate a bulletin board on which they can share their discoveries?
Cut out a simple turtle from green paper and add fea-
tures with colored markers. Then cut out the words “Turtle
Talk” from colored paper. Post both on a bulletin board with
a paper border. (You might wish to put “Turtle Talk” in a
conversation bubble. ) Fill the rest of the board with students’
programs, pointers, and daily log entries.
Marc Boren
Syracuse, NY

QUICK TIPS

o After you give instructions for
operating a computer program
to one student, let that student
instruct a second user. Let the
second user instruct a third, and
SO on.

e Take a school computer home
and play with it!

e Assign one child each week to
keep your computer center neat
and clean.

e Display photos of school em-
ployees as they use computers
for work. Cyndi Berndt

Angola, IN

Students learn the importance of clear, step-by-step directions as they follow each other's directions for constructing designs.
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File computer task cards in old blue jeans pockets.

TEACH SEQUENCE
WITH
A CLOTHESLINE
I tell my first graders that when they
talk to a computer, they must be able to
give it information in correct order.
To give kids practice with sequencing,
I string a clothesline from one wall of
my room to another, just low enough for
students to touch by raising their arms.
Then I compose a six-line story. [ write
each line of the story on a separate
8"x11" piece of paper and shuffle the
papers. Using clothespins, children are
to hang the story sentences in correct
order on the clothesline.
Elsie Campbell
Madison, WI

DON’T THROW THAT
COMPUTER BOX AWAY!

I saved the plastic-foam packing case
that my computer came in and turned it
into a great dustfree carrying case for
the machine.

To hold the case together, I cut two
thin strips from a rubber inner tube.
After I pack the computer inside, I slip
the rubber strips around the case to hold
everything in place. Then I'm ready to
carry my computer home!

Mara Dillon
Washington, D.C.

POCKET YOUR TASK
CARDS

When my students tell me they want
to use the classroom computer, [ tell
them to go pick a pocket.

Immediately they go to Pick-a-Pocket,
a wall hanging that holds my computer
task cards, and they choose an activity
to do on the computer.

The hanging is made up of old blue
jeans pockets that [ sewed onto a 2'x3’
piece of felt. I cut out the words “Pick-a-
Pocket” in felt, and glued them at the
top of the hanging. To make the twine
hanger, I cut two holes in the top of the
felt and knotted an end of twine through
each. Then I placed a card with com-
puter activities in each pocket.

Thanks to our pocket display, students
always know where to find computer ac-
tivities to try. (For ready-made activity
cards, see this month’s Learning Center
column.) Joan Frost

Houston, TX

SEND US YOUR MICRO IDEAS

Do you have computer activities, bul-
letin boards, or management tips you'd
like to share? Send them to Micro Ideas,
Teaching and Computers, 730 Broadway,
New York, NY 10003. We'll pay $15 to
$30 for each idea we publish and $5 for
each quick, one-line tip. O

Circle 15 on Reader Service Card.

SEND FOR YOUR
FREE COPY OF THE
WORLD ALMANAC*
EDUCATIONAL
SOFTWARE ‘84
CATALOG

THE WORLD ALMANAC™
Education Division

EDUCATIONAL
SOFTWARE

’.l/a

73 Selected Programs rml-,- Adchs ang

For

APPLE I

APPLE lle,
TRS-50 0l
Microcomputers

16 pages -- 73 software programs
covering a wide range of subjects.
Something for all achievement levels
-- Grades K through 12. Reviewed
and approved for both technical excel-
lence and academic accuracy. For
use with Apple II, Apple lle, TRS-80

11l microcomputers.
THE WORLD ALMANAC®

I@:J Education Division

MAIL COUPON BELOW

United Media Enterprises

THE WORLD ALMANAC
Education Division
1278 W. 9th St. - Cleveland, OH 44113

Mail me your FREE 16-page
EDUCATIONAL SOFTWARE '84
Catalog of 73 approved programs for
classroom instruction

NAME

TITLE OR SUBJECT TAUGHT

SCHOOL

ADDRESS
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CALLING
ALL
WRITERS!

TEACHING AND COMPUTERS invites
you to submit articles on your work with
students and computers. We are particularly
interested in these topics:

e PEER TUTORING

e CLASSROOM MANAGEMENT

e READING INSTRUCTION

e SIMPLE COMPUTER PROGRAMS

Send your article along with a self-address-
ed stamped envelope to: Teaching and Com-
puters, 730 Broadway, New York, NY 10003.
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®
o LOOKING FOR

® THE RIGHT
®COURSEWARE? |

You’ll find it in the
latest edition of
SELECTED
MICROCOMPUTER
SOFTWARE!

OPPORTUNITIES FOR
LEARNING, INC.

Don’t miss the hundreds of fine educational pro-
grams available from Opportunities for Learning.
From English literacy to computer literacy, we have
it all. Write for your FREE copy today!

OPPORTUNITIES FOR LEARNING, INC.

000000000000

(213) 341-2535
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8950 Lurline Ave., Dept. L54 J

Chatsworth, CA 91311
CIRCLE 10 ON READER SERVICE CARD

READINESS
REPRODUCIBLES
Two

worksheets

to teach primary
students

about

computer

hardware.

The next two pages are worksheets
that introduce primary children to the
parts of a computer. Tear them out, run
them off, and you have an instant lesson!

In the first sheet, Parts of a Com-
puter, children are to label five major
parts: a keyboard, monitor, disk drive,
cassette recorder, and printer. Show
kids these parts on a real computer if
you can.

Explain to them that computers use
either a disk drive or a cassette recorder.
A disk drive is a small machine that
takes information from a disk and sends
it to the computer’s “brain” or central
processing unit, located under the key-
board. A disk drive can also take infor-
mation from the computer and store it
on a disk. Cassette recorders do a similar
job. They send information from or store
information on a cassette tape. If pos-
sible, show students an actual disk and
cassette.

Tell children that the keyboard is the
part of the computer that looks like a
typewriter. You can send information to
the computer (input) by pressing its keys.
The monitor is the part that looks like
a television screen. It displays informa-
tion from a computer (output). A printer
prints out computer information on paper.

The second sheet, Find the Computer
Parts, tells kids to find five computer
parts hidden in the lines of a Halloween
picture. Students are to put an X on
each part and then color the whole
Halloween scene. The hidden parts, a
monitor, keyboard, disk drive, cassette
recorder, and printer, are shaded in the
miniature facsimile below.

Minifacsimile of il

Find the Computer

Parts worksheet. Hidden
pictures are outlined in red
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Parts of o Computer

Label the main parts of a computer.
Use these names: monitor, printer, disk drive, recorder, keyboard.

VA

-] -]
o o
o ]
> v o
] ]
0 [}
[+] [
HEEN
O e e T B, v
S
il - 7
£
L]
|

o)

e

S, |
Teaching and Computers Magazine, Scholastic Publications, Ltd.
OCTOBER - 49

Permission granted to reproduce for classroom use.



READINESS REPRODULIBLES Name

Find the Compufer Paris

There are five computer parts hidden in this picture.
Put an X on each. Color the picture.

55

Permission granted to reproduce for classroom use.
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g Notebook

Lesson Two: Grids, Mazes, and Maps

AST MONTH, LESSON ONE OF THE LOGO NOTE-

book introduced students to the four basic Logo com-

mands: FORWARD, BACK, RIGHT, and LEFT. To better

understand the commands, students explored directional

movement with their bodies, with objects, and, finally,

with Logo’s turtle, a triangular object that students can
move around the screen.

This month, students will explore directional movement
further using grids, mazes, and maps. They will also learn
about distance—the length the turtle travels in a given
direction.

A CLASSROOM GRID

Objective: Students move from one point on a “real life”
grid to another by following a series of Logo commands.
Activity: Arrange the desks and chairs in rows and columns
to form a grid.

Have students determine the number of steps it takes to
walk from one point on the grid, such as the first desk, first
row; to another point, such as the fourth desk, last row.
Using the commands FORWARD, BACK, LEFT, and
RIGHT, tell students to map out on paper various paths
between desks. If you have introduced degrees to your stu-
dents, they should use commands like LEFT 90 and RIGHT
30 for turns. Otherwise, they can use “little turn” for less
than 90 degrees, “regular turn” for a square turn, and “large
turn” for more than 90 degrees.

Next, divide students into “walkers” and “talkers.” The
talker tells the walker where to start and gives commands:
“FORWARD 3, RIGHT 90” or “FORWARD 3, RIGHT A LIT-
TLE TURN,” and so on. The walker acts out each command
until he or she reaches the talker’s intended destination.
Walkers and talkers then reverse roles and start over.
Extension: (1) As children master the simple FORWARD,
BACK, RIGHT, and LEFT commands, invent intricate and
irregular grids and insert barriers (such as chairs blocking

by Steve Tipps and Tom Lough

the aisles) and dead ends. (2) Create other types of grids by
sticking masking tape on the floor or drawing with chalk lines
on asphalt surfaces.

MAZES AND PUZILES

Objective: Students use Logo commands to travel through
mazes drawn on paper.
Activity: Draw a maze with a network of passages. Here's

an example:

Students think of Logo commands to take them from B to E.
Now set up challenges like the following illustration.

Which of the following sequences tell how to get from
B to E?
1. RT 90 FD 10 LT 90 FD 30 LT 90 FD 10 BK 40 LT 90
2. RT 90 FD 10 LT 90 FD 30 RT 90 FD 10 RT 90 FD 10
LT 90 FD 10
3. LT 90 FD 10 RT 90 FD 10 RT 90 FD 10 LT 90 FD 10
LT 90 FD 10
4. LT 90 BK 10 LT 90 BK 30 LT 90 FD 10 LT 90 BK 10

LT 90 BK 10
(Continued)

Steve Tipps is an assistant professor of education at the University of Virginia. Tom Lough is editor of the National

Logo Exchange newsletter in Charlottesville, VA.
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(Logo Notebook continued)

Children should recognize that 2 and 4 are both solutions
to the maze. Challenge students to move from B to E with
only LEFT turns as in sequence 4. Note that 1 and 3 are
not solutions.

Extension: Adapt mazes from commercial materials or have
children create their own.

MANIPULATIVE MAZES

Objective: Students create a series of commands to travel
a concrete, predetermined route.

Activity: Line up primary blocks to form streets. Let one
block represent 10 steps and let triangle pieces indicate 45
degree turns. Have students create streets out of the blocks
and then study them to determine the Logo command series
needed go from one end to the other. Children can check
their work by using the commands series to steer a toy truck
from one end of the block route to the other.

E Sample Road Block

One possible solution for this illustrated street of blocks
is:

FORWARD 50

LEFT 45

FORWARD 10

RIGHT 90

BACK 70

LEFT 90

FORWARD 50
Extension: (1) Suggest students design tricky roads with
barriers and dead ends or roads that resemble squares,
circles, numbers, and letters. (2) Have students record the
sequence of commands that produce these shapes in a
notebook to try out on the screen turtle later.

TOWN MAP

Objective: Students move the screen turtle to different
destinations on a map.
Activity: On a transparent piece of acetate, draw a simple
map of a town.

Label names of stores, the police department, city hall,
and so on. Tape the map over a computer screen. Be sure to
match the center of the screen with the center of the diagram.

CITY HALL POLICE sl
| VIDEO |

BANK

DEPARTMENT
STORE

Sample town map for making a transparent overlay.

Instruct children to use Logo commands to move the turtle
from place to place on the map. For example, what commands
would they use to travel from city hall to police headquarters,
or from the grocery store to the department store?
Extension: (1) Construct more complex city maps with
diagonal streets and traffic circles. (2) As children master
these maps, add roadblocks, detours, and one-way streets.
(3) An enlarged map of downtown Washington DC, with its
many circular streets, is a real challenge to turtle drivers!

PROGRAM FOR A MAP

Objective: Students manipulate the screen turtle on a turtle
graphics map.

Activity: Even if you aren’t familiar with Logo procedures
yet, you can convert the acetate town map used in the
previous activity into a screen replica by typing in the following
program. Be sure to type procedures exactly and follow the
right versions for your machine.

To call up the town map, have students type MAP and
then press RETURN or ENTER. Now kids are ready to
travel from place to place on a turtle graphics map!

(Continued on page59)
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SURPRISING,
INNOVATIVE,
AND TRULY FRIENDLY
MICROCOMPUTER
MATERIALS
FROM GUESS WHO?




FROM,
NOT SURPRISINGLY,

SCHOLASTIC
INC.

Scholastic sees the computer age as yet another opportunity
to help educate young people.

Toward that end, we have introduced computer-related content
into all of our traditional instructional programs —
classroom magazines, book clubs, skills workbook series.

And we are drawing on our long experience as publishers
for schools to create new computer related products.

Our goal: to produce practical materials
that are clear and easy to use.

Listed here are some of Scholastic’s activities in
the area of the new technology. We invite you
to try any of these programs on an approval basis.
See the back page of this insert for details.

Scholastic

For over 60 years,
America’s most innovative
educational publisher.




SCHOLASTIC: HELPI}
MEET THE EXCITING

For Teachers and Administrators

ELECTRONIC
ELECTRONIC LEAFNING
LEARNING e
Magazine

Buying computers or
software for your school
or district? Designing
curriculum for the new
technology?

Help is here! 7

Every month, ELECTRONIC LEARNING
delivers reliable, up-to-the minute information
about funding...teacher training...new pro-
ducts. .. curriculum development and application.

TEACHING &
COMPUTERS
Magazine

The first classroom
magazine for teachers,
grades K-6, who want to
teach with or about the
computer.

Projects, activities,
lessons for using the computer as an integrated
part of the curriculum. Includes ready-to-use
LOGO and BASIC projects. . . pull-out mini-
posters...seasonal, timely computer-using ideas.

MICROCOMPUTERS
IN EDUCATION
TEACHER-
TRAINING
PROGRAM

Don't hire a microcom-

n
puter workshop leader. '| 2
Be one!
Here is an in-service
program on computer literacy, developed for
Scholastic by Dr. James L. Poirot and Karen
Billings, that helps teachers and administrators
conduct their own money-saving workshops.
Includes sections on software (including how
to evaluate), hardware, and BASIC as well as
actual microcomputer activities.

Available in versions for Apple* Atari* PET, TI,
and TRS-80.

For Families and the Home

- FAMILY
FAMILY COMPUTING
COMPUTING 1 &
Magazine

The first magazine for
today’s computer-dis-
covering family. 3
Practical 1deas on COMPUTING |
how to make maximum Yho Firs1 190 Days
use of your investment
in a computer, and how
to add unexpected fun ...

excitement. . . and
efficiency to the life of every family member.

Wizware™ ranges from
fast-paced action games
to interactive programs
that allow kids to ex-
plore the computer as
their own personal mind
tool.

This expanding line of programs is designed to
motivate kids 6 to 16 to use their imaginations
and explore what the computer can do.
Available in cassette and disk formats for Appley
Atari? TI, and VIC-20" at your local book, video,
or computer store.

Apple is a Registered Trademark of Apple Computer, Ine.
Atariis a Registered Trademark of Atari Division,
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For Students
Grades 1-6: Grades
{ A Scholastic Skills Book ) D h SCHOLASTIC SCHOL
Grades 1-6: NEWS BANK ¢
BASIC Scholastic’s weekly WRITE
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>, AND FAMILIES
TER EDUCATION.

Grades 4-8:

SCHOLASTIC’S
BANK STREET
WRITER

The word processing
program that has revolu-
tionized the writing
process for thousands of
students!

‘Remarkably straight-forward and easy to use,
SCHOLASTIC'S BANK STREET WRITER is
the only version that includes a comprehensive
Teacher’s Manual that both clarifies how to use
the program and develops extension writing ac-
tivities that serve as models for teachers’ own
creative projects.

Available in versions for Apple* and Atari*

ACTIVITYBOOK
for Scholastic’s
Bank Street Writer

An easy-to-use work-
text that extends and
enhances the useful-
ness of Scholastic’s
Bank Street Writer as a
classroom tool. Includes
both practice activities
in using the Writer and
composing activities.
Set of 10 includes a Teaching Guide.
Apple* version available early 1984.

Grades 4-8:

MICROZINE,
School Edition

An interactive magazine
on a computer disk.
Each bimonthly disk
contains four interactive
programs that give stu-
dents opportunities to
use their critical reason-

ing, problem-solving, and programming skills.
The emphasis is on tapping the full interactive
and graphic potential of the computer.
Documentation includes a step-by-step stu-
dent handbook with each issue, and a 16-page
Teaching Guide, with lesson plans.

Apple* version only.

Grades 7-12:

NEW TECH
WORKBOOKS

Computer simulations
and other skill-building
exercises, plus back-
ground information that
] makes the computer
1 age meaningful.
Computer Thinking,
Computer Dictionary, New Jobs/New Technology,
Word Processing, Understanding Computers.

THE SCHOLASTIC MICRO-
COMPUTER INSTRUCTIONAL
MATERIALS CATALOG

Educator evaluated and approved software,
backed by Scholastic’s long standing free ex-
amination and return policy.

Features hundreds of programs in all curricu-
lum areas, plus computer literacy and program-
ming aids. Each program has
been reviewed in Scholastic’s
own computer laboratory
and further evaluated by a
team of experienced educa-
tors. In many cases, docu-
mentation was added by
Scholastic to make the pro-
grams even easier to use.




Here’s why you can order

s your microcomputer materials
directly from Scholastic...with confidence!

SNV

This order form is your direct access to Scholastic’s microcomputer

matenials.

YYD DD DYDY D

For over 60 years, Scholastic has made its programs available directly
to educators on a 30-day evaluation basis. And that’s still our policy.

Try any Scholastic product for as long as 30 days, with full return privileges
—provided, of course, that materials returned be in resaleable condition.
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Mail to: Scholastic Inc. * 2931 East McCarty Street °
PO. Box 7502 « Jefferson City, MO 65102
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SOFTWARE MAGAZINE SUBSCRIPTIONS
Title Item # Price | Quantity | Amount Price per Number of
Title/Code subscription |subscriptions
SCHOLASTIC’S BANK STREET WRITER
Apple® version MP94180-1 |$ 95.00 SCHOLASTIC NEWS
, z Grade 1 (10) $ 1.85%*
Atari® version MP93886-x | 95.00
= Grade 2 (12) 1.85%#*
MICROZINE; School Edition $179.00
Apple® version MP9789 (6 bi- Grade 3 (14) 1.85%*
monthly Grade 4 (16) 1.95%*
i Grade 5(28 1.95%*
MICROCOMPUTERS IN EDUCATION e sk
TEACHER-TRAINING PROGRAM Grade 6 (18) 1.05%#
Apple"‘ VEersion MP92321-8 | $735.00 FAMILY COMPUTING
Atari® version MP93822-3 | 735.00 (12 monthly issues) $17.97
PET version MP92885-6 | 735.00 ELEC)T!%ON]C}‘LEARNING 9
(7 f 1 19,
TI version MP93567-4 | 735.00 TE;C :i :N’(:“:Ng e :
TRS-80 version MP93221-7 | 735.00 COMPUTERS (52)
WIZWARE ™ programs available locally from book, video, and retail stores (8 monthly issues) $19.00

*Free Teachers’ Ed. with each order for 25 copies or more of any one title.
**Price is for minimum order of 10 subscriptions to any one grade. Teachers’

B O OK S Edition is included at no extra cost.

BASIC COMPUTING WORKBOOKS* [] Yes, send me a copy of SCHOLASTIC’S
Grade 1 MP34301 |$ 2.95 MICROCOMPUTER INSTRUCTIONAL
Grade 2 MP34303 | 2.95 MATERIALS CATALOG
Grade 3 MP34305 2.95 SHIP TO:

Grade 4 MP34307 2.95 Name
Grade 5 MP34309 2.95 School
Grade 6 MP34311 2.95
Address
NEW TECH BOOKS*
Computer Thinking MP34313 [$ 2.95 City
Computer Dictionary MP34315 2.95 State Zip
New Jobs/New Technology MP34317 2.95
i J/Titl
Word Processing MP34319 | 2.95 Sipuhae P
Understanding Computers MP34330 | 2.95 BILL TO:

ACTIVITY BOOK FOR Name

SCHOLASTIC'S 39.50

BANK STREET WRITER (Set of School/Office
Apple® version MP34329 | 10 +
available early 1984, Teaching Address

GRS City
State Zip
Materials will be delivered in 4-6 weeks. 8309H
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aﬂd ma" prompﬂy 5. &edi'a Specialist L‘i)hranan s:hm?;:lgtnctpurchase&nthe 141 142 143 144 145 146 147 148 149 150
[716. Other
Caf’d tm rked Ja C.Jrncurum-based courseware
S pos N a 1Il. What is your primary involvement with [ b. Fun/Learning software
a“er exp”'anon date corArlpu!elrs? c. Word Processing
_ a. Actively use computers 1 d. Unility N
B ame
cannot be processed. 3 - fecormend lypebrand T4 Proggamming
] d. General interest VII! Your school/district enroll
| e. Allof the above . Under 300 School or Office
| ? 300-499
IV. Your school or district's investmentin | 3. 500-999 A
1elp.-;::trcu"lk: learning materials. 4. ;000—4999 ddress
i Increasing T15. 5000-9999
_ 2. Decreasing _] 6. 10,000-24,000 S
[73. No Change 17. 25,000 + City tate Zip

~

YES! | want my own subscription to
TEACHING & COMPUTERS, at the
money-saving introductory rate.
D Send me a year’s worth:

Just $15.95 for 8 monthly issues.

Get in on all the excitement of
TEACHING & COMPUTERS:

Subscribe... at our
special Introductory
Rate!

Special
Introductory
Subscription
Rate! p »)

Send me a group’s worth:
Just $9.95 when | order 5 or
more subscriptions, to share.

Number of subs: :

My name

Title

School

School Address

State Zip

9351)

City

§ignature
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(Logo Notebook continued)

- TOWN MAP

:

PRUGRAN

| Directions: Type in the TO MAP procedure
below that corresponds with your
LOGO version.

MIT Logo: TI Logo: Apple Logo:

TO MAP TO MAP TO MAP
FULLSCREEN | CB3SC0 FULLSCREEN
BG3PCO FIRST.ROW SETBG 3 SETPC 0
FIRST.ROW SECOND.ROW | FIRST.ROW
SECOND.ROW | THIRD.ROW SECOND.ROW
THIRD.ROW SET.TURTLE THIRD.ROW
SET.TURTLE END SET.TURTLE
END END

Directions: Type in all of the following procedures.
All Versions:

TO FIRST.ROW

FIRST.POSITION

SQUARE

POSITION.RIGHT
SQUARE
POSITION.RIGHT
CIRCLE.BLOCK
END

TO FIRST.POSITION

PU

FD 50 LT 90 FD 120 RT 90
PD

END

TO SECOND.ROW

SECOND. POSITION

RECTANGLE

POSITION.RIGHT POSITION.RIGHT
TRIANGLE.BLOCK

END

TO SECOND.POSITION
PU HOME BK 30 LT 90 FD 120 RT 90 PD
END

TO THIRD.ROW
THIRD.POSITION
TRIANGLE.BLOCK
POSITION.RIGHT
CIRCLE.BLOCK
POSITION.RIGHT
SQUARE

END

~+——— Circle 13 on Reader Service Card.

TO THIRD.POSITION
PU HOME

BK 110

LT 90 FD 120 RT 90
PD

END

TO SET.TURTLE
PU HOME BK 40 PD
END

. TO SQUARE

REPEAT 4 [FD 60 RT 90]
END

TO RECTANGLE

REPEAT 2 [FD 60 RT 90 FD 140 RT 90]

END

TO CIRCLE.BLOCK
PU FD 27 PD
CIRCLE

PU BK 27 PD

END

TO CIRCLE
REPEAT 24 [FD 8 RT 15]
END

TO TRIANGLE.BLOCK
TRIANGLE

DIAGONAL

TRIANGLE

DIAGONAL

END

Directions: Type in the TRIANGLE procedure
for your Logo version.

Apple and MIT Logo:

TO TRIANGLE

FD 50

RT 135

FD SQRT (50 * 50+ 50 * 50)
RT 135

FD 50 RT 90

END

TI Logo:

TO TRIANGLE
FD 50

RT 135

FD 71

RT 135

FD 50 RT 90
END

Directions: Type in the Diagonal procedure for

your Logo
Apple and MIT Logo:
TO DIAGONAL
RT 45
PU FD SQRT (2 * 60 * 60)PD
RT 180
LT 45
END

TI Logo:

TO DIAGONAL
RT 45

PU FD 85 PD
RT 180

LT 45

END

Directions: Type in the POSITION.RIGHT

procedure below.

All Versions:
TO POSITION.RIGHT
PU

RIGHT 90 FORWARD 80 LEFT 90

PD
END

a
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Soltwire Showcase

SOFTWARE RE

Y
~/

FOR TEACHERS BY TEACHERS

EACHERS, media specialists, prin-

cipals, and other educators have rec-

ommended the following software.

If you are using a software program
that you would like to recommend to
other educators, send a detailed descrip-
tion of the program along with your com-
ments on its strengths, weaknesses, and
instructional uses to Software Showcase,
Teaching and Computers, 730 Broadway,
New York, NY 10003. We will pay
$15 to $25 for each recommendation
published.

BUMBLE GAMES

COMPUTER: RADIO SHACK COLOR
COMPUTER, APPLE

TOPIC: MATH

LEVEL: PRESCHOOL TO GRADE 4

umble Games features Bumble the
Bee in six colorful, easy-to-use,
and friendly programs that teach
simple graphing concepts. For
example, Bumble Dots (the sixth pro-
gram) teaches students how to dis-
tinguish between the x and y axis and
how to use a grid to create designs.

If pairs of students each play one
game, the whole class can use Bumble
Games during an average class period.
Price: $39.95
Policies: $10 replacement fee; preview
through dealers
Source: The Learning Company, 4370
Aldine Road, Portola Valley, CA 94025

Ann Dana

Microcomputer Consultant
Hinsdale Junior High School
Hinsdale, 1L

60 « TEACHING AND COMPUTERS

ELEMENTARY, MY DEAR APPLE

COMPUTER: APPLE
TOPIC: MATH, SOCIAL STUDIES
LEVEL: GRADES 2-5

LEMENTARY, MY DEAR APPLE
consists of two math drills and the
popular Lemonade simulation. The
two math drills generate problems
in addition, subtraction, multiplication,
and division through a fourth grade or
remedial fifth grade level and fractions
at a fifth grade level. Although the math
games are not tutorial in nature, they
explain what students must do to solve

problems correctly. Students can choose
between practicing specific skills or solv-
ing random problems. One of my most
reluctant math students is now a “math
convert” and my best students still love
the challenge of manipulating fractions
mentally.
Lemonade asks students to determine
a price for selling lemonade, depending
on the weather conditions and how much
materials and signs for advertisement
cost. The simulation then generates a
report on profits or losses after one day
of selling and students adjust their prices
and expenditures accordingly.
Price: $30 (disk)
Policies: No backups; no previewing
Source: Apple Computer, Inc., 10260
Bradley Dr., Cupertino, CA 90514
David Fiday
Media Director
Joliet, IL

Solving a problem in Bumble Games. Photo by Mark Tuschman, The Learning Company.



THE GAME SHOW

COMPUTER: IBM, APPLE
TOPIC: VOCABULARY
LEVEL: GRADES 2-8

ased on the television game show
Password, this 16-program disk
features vocabulary quizzes in a
variety of subject areas such as
computers, animals, nursery rhymes,
words, and more. Two players or two
small teams compete, or one player
competes against the computer. Players
win points by guessing answers from a
series of clues. Points decrease with
capacity for teacher input. Following the
format of the 16 programs included on
the disk, teachers and students can
easily create original quizzes in any sub-
ject area. The Game Show is a challeng-
ing and enjoyable way for students to
enhance vocabulary skills. The ability to
change the software to suit individual
needs makes it invaluable.
Price: $39.95
Policies: Back-up included with disk;
preview through dealer '
Source: Computer Advanced Ideas,
1442-A Walnut St., Berkeley, CA 94709
Ann Dana
Microcomputer Consultant
Hinsdale Junior High School
Hinsdale, IL

DIASCRIPTIVE READING

COMPUTER: PET, ATARI, APPLE,
TRS-80 MODELS II/III

TOPIC: LANGUAGE ARTS
LEVEL: GRADES 3-8

ix diagnostic tests measure read-
ing skills in vocabulary, sequence,
main idea, fact and opinion, details,
and inference. The computer then
scores students on a reading level be-
tween three and eight and generates ex-
ercises based on the student’s reading
level. 1 have easily correlated the pro-
gram to my reading curriculum and be-
lieve that other reading teachers can
easily do so, too.
Price: $295 for 7 disks
Policies: $10 backup; 30-day preview
Source: Educational Activities, Free-
port, NY 11520
Joan Rosella Webb
Reading Consultant
Pearland, TX

SRR IS DD TR DD D

Player guesses the correct answer in The Game Show.

BANK STREET WRITER

COMPUTER: ATARI 400, 800, 1200XL;
APPLE

TOPIC: WORD PROCESSING
LEVEL: GRADES 4-12

ank Street Writer is an easy-to-use
word processor. It is appropriate
for any subject area that requires
writing. Three main menus —
write, edit, and transfer — allow the
user to manipulate text. The write
menu allows the user to enter text; the
edit menu lets the user erase, move,
and replace text; while the transfer
menu allows the user to save, retrieve,
print, and delete text. A handy tutorial
that teaches how to use the program is
located on the reverse side of the disk.
Once students realize how easy it is
to correct spelling, replace words, and
move sentences, their writing will im-
prove immensely. And what a help for
teachers! Not only does Bank Street
Writer save forms, letters, and exer-
cises on disks, but it makes students’
assignments legible.
Price: $95 package includes three cop-
ies, teacher’s manual, and student guide
Policy: 30-day preview
Source: Scholastic Inc., 730 Broadway,
New York, NY 10003
Ann Dana
Microcomputer Consultant
Hinsdale Junior High School
Hinsdale, IL

TESTING SERIES

COMPUTER: APPLE
TOPIC: TESTING
LEVEL: ALL GRADES

esting Series is a set of five soft-

ware programs that allow teachers

to create, administer, print out,

alter, and erase tests. Teachers
choose between five test formats —
multiple choice, matching, true/false,
completion, and spelling.

The teacher enters information on
any subject, and the computer sets up
and types a test. Even teachers with
little computer experience can create
tests with Testing Series faster than ona
typewriter. And tests can be saved ona
disk for future use. Teachers can make
personalized tests for each child to
complete at the computer, or they can
duplicate tests for the whole class. This
time-saving program is a teacher’s
delight!

Price: $36 per disk; $160 for five disk

series

Policy: Free replacement for damaged
or defective disks; 30-day preview

Source: Educational Courseware,

3 Nappa Lane, Westport, CT 06880

Margaret Denicola

Upper Grade Coordinator

Tirkey Hill School

Orange, CT

(Continued)
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Software Showcase continued

A puzzle from Gertrude’s Secrets.

GERTRUDE'S SECRETS

COMPUTER: APPLE
TOPIC: THINKING SKILLS
LEVEL: GRADES K-4

ertrude’s Secrets is a colorful pro-

gram that reinforces skills in

following directions, logical think-

ing, and distinguishing color and
shapes.

To play the game, students must pick
up Gertrude, a goose, using the cursor
and space bar, and carry her from room
to room. Each room contains a different
puzzle. To solve the puzzles, students
match objects of similar shapes and
colors. When the puzzle is complete,
Gertrude flies in with a prize for the
winner.

It is also fun to venture into the
“shape-edit room,” where players cre-
ate their own puzzle pieces. The ability
to change the game makes Gertrude’s
Secrets a continuous learning experi-
ence. It fits well into a language arts or
science curriculum.

Price: $44.95

Policies: $10 replacement fee; preview

through dealers
Source: The Learning Company, 4370
Alpine Rd., Portola Valley, CA 94025
Ann Dana
Microcomputer Consultant
Hinsdale Junior High School
Hinsdale, IL

62 « TEACHING AND COMPUTERS

MASTER TYPE

COMPUTER: ATARI 400, 800,
1200XL; COMMODORE 64; IBM;
APPLE

TOPIC: TYPING SKILLS
LEVEL: GRADES K-12

layers of Master Type shoot down

missles attempting to invade their

planet by typing words, ranging

from one to nine letters. Letters
disintegrate if they are typed correctly.
If they are typed incorrectly, the player’s
spaceship explodes.

Lessons start with single letters
using the home row keys and progress
to more difficult keys and long words.
Each of the 17 lessons has a beginner
mode that allows practice on just the
new keys. Following each lesson, the
program reports the number of words
typed per minute and the percent typed
correctly or incorrectly. In addition,
teachers can add customized lessons.
Master Type is an excellent program and
very popular with my students.

Price: $39.95; $49.95 for IBM
Policy: Back-up disk included with five
disk purchase
Source: Lightning Software, P.O. Box
11725, Palo Alto, CA 94306
Dan Eggleston
Teacher
Lamar Junior High School
Austin, TX

DICTIONARY

COMPUTER: PET
TOPIC: LANGUAGE ARTS
LEVEL: GRADES 2-4

ICTIONARY gives students prac-

tice in locating words in the dictio-

nary. Written on three skill levels,

the program first presents a word
along with a dictionary page showing only
guide words at the top. Students indi-
cate whether the word appears before,
on, or after that page. On the second
level, the program displays four dictio-
nary pages and a word. Students decide
on which of the pages the word appears.
The third level requires the use of a dic-
tionary. Given two words on the screen,
such as “fake” and “fire”, the student
must find a word in the dictionary that
falls between the two given words and
type it into the computer. By looking up
words in the dictionary, students not only
practice dictionary skills, but increase
their vocabulary as well.

Dictionary keeps my students’ inter-
est for the 10 to 40 minutes it takes to
run the program, but playing it more than
once may be tedious as it’s not very in-
teresting to locate words a second time.
Price: $9.95 (cassette and disk)
Policies: Free replacement; return with
purchase order
Source: Microcomputers and Educa-
tion, Robbinsdale School District #281,
4148 Winnetka, Minneapolis MN 55429
(Also available through Scholastic Inc.,
904 Sylvan Ave., Englewood Cliffs, NJ
07632.)

Polly Tafrate
Teacher
South Salem, NY

PRESCHOOL 10 BUILDER

COMPUTER: APPLE, TI 99/4A
TOPIC: READINESS
LEVEL: AGES 3-6

sing only the S (same) and D (differ-

ent) keys, the first five lessons of

Preschool IQ Builder teach the con-

cept of same and different through
shapes, colors, and letters. For exam-
ple, two rectangles, one yellow and the
other red, appear on the screen. The
rectangles are not identical because they
have different colors, and so students
must press D for different. Other shapes
resemble letters and still others are “non-
sense” shapes.



The sixth and final lesson, The Letter
Builder, uses all keys to reinforce letter
recognition. Students learn one section
of the keyboard at a time until they mas-
ter all the letters.

Although Preschool is designed primar-
ily for home use, I use it effectively in
small groups—no more than 10—with
my kindergartners and first graders. I
find that children generally do 70 to 80
problems before they tire. The program
does require some adult supervision for
changing lessons. The user’s guide
(included) is clear on how to run the
software.

Preschool also doubles as a diagnostic
tool for discovering reversals, color blind-
ness, and other weaknesses.

Price: $23.95 (Apple disk); $18.95 (TI
cartridge)
Policies: $5 backup
Source: Program Design Inc., 95
Putnam Ave., Greenwich, CT 96830
David Fiday
Media Director
Joliet, IL

KOED
BLASTER 4
LESSOH |

Blasting words to make sentences in Word
Blaster.

WORD BLASTER

COMPUTER: TRS-80 MODELS I/1II,
ATARI 800, APPLE

TOPIC: LANGUAGE ARTS

LEVEL: GRADES 2-4

ased on the Cloze method for teach-

ing reading skills, Word Blaster

presents a series of 45 game-format

lessons on concepts such as sound-
symbol correspondence, sentence struc-
ture, and comprehension. The program
presents an incomplete sentence and a
string of words across the screen. Stu-
dents “shoot down” the word that best
completes the sentence by pressing the
space bar. Teachers can vary the speed
and difficulty of the lessons. I especially
like the student progress chart, scoring
information, and excellent documenta-

tion that comes with the software. Word
Blaster has proven to be appropriate for
both my remedial and gifted students.
Price: $150 for 2 disks or 10 cassettes
Policies: 1 free backup (user makes);
30-day preview
Source: Random House School Divi-
sion, 400 Hahn Rd., Westminster, MD
21157; 800/638-6460
Michael Parrish
Resource Specialist
Salinas, CA

Solving a fraction problem in The Arithmetic
Classroom.

THE ARITHMETIG
CLASSROOM

COMPUTER: APPLE, IBM
TOPIC: MATH
LEVEL: GRADES 4-8

he Arithmetic Classroom teaches

basic operations, fractions, and

decimals. The package includes

eight lesson disks and a game disk
that reinforces the concepts learned in
the lessons.

Each lesson begins with an explana-
tion of the concept to be mastered and
several examples for the student to
practice. After passing a test, students
may continue to the next lesson. Cor-
rect answers get positive graphic re-
inforcement. When responses are
incorrect, hints are given before the
correct method is shown. This is an
excellent series of programs. My stu-
dents enjoy the lessons and they love
the games disk.

Price: $49.95 each; $29.95 for game

disk

Policies: Back-up half-price; $9.95 for
preview disk

Source: Sterling Swift Publishing Co.,

1600 Fortview Rd., Austin, TX 78704

Dan Eggleston

Teacher

Lamayr Junior High School

Austin, Texas

(Continued)
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EDUCATIONAL COMPUTER
VIDEO CASSETTES

* A Practical Guide to the World of Computers

i $1 299 Custom Video Cassettes, Inc.
EA.

5800 E. Skelly Dr. Suite 712
Tulsa, Okla. 74135
%ﬁms'aﬁfess ?Ef 1-918-665-7850

This set of Tapes, entited THAT DARN
COMPUTER, is designed for the person who
knows very little about computers, but needs
or desires a basic understanding of actual
computer operation.

+ INTRODUCTION TO COMPUTERS—In
this tape you are introduced to the computer
world through a brief history, terminology and
definitions associated with the actual com-
puter and its programs. (TDC-1)

* BASIC HARDWARE—What makes a
computer tick? This tape is a practical guide
to the actual operation of a computer. (TDC-2) »
* BASIC SOFTWARE—This tape contains e
a basic introduction to computer programs in «
a simple overview approach to software and ,
how it relates to a computer. (TDC-3) ”
* HOW TO BUY A COMPUTER—Learn how
to take the facts you learned in the previous
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tapes and apply them to your specific needs
* whether you're buying for personal or
s business use. (TDC-4)

... ORDER TODAY /

10¢ discount
two or more lapes b

Mastor Charge and Visa

k CUSTOM VIDEO coRp. E i

Circle 2 on Reader Service Card.




Circle 6 on Reader Service Card.

K-12 MicroMedia's

four new catalogs make it easier

than ever for you to find the kind of

programs and books you've been look-

ing for — and look at them on a no-risk,

30-day approval basis. Check them
out today!

1. [ K-12 MicroMedia COMPUTER
LITERACY catalog

2, [] K-12 MicroMedia BASIC SKILLS
catalog

3. [ K-12 MicroMedia GENERAL catalog

4. [1 K-12 MicroMedia LEARNING GAME
& SIMULATIONS catalog

Name __

School

School Address —

City State

K-12 MicroMedia

172 Broadway, Woodcliff Lk., N.J. 07675
(201) 391-7555

B/ |

An Introduction to
Computers
A new filmstrip from
National Geogruphic

Introduce your grades 5-9 students
to the world of computers. This new
filmstrip set provides a basic expla-
nation of how computers work and
how they are changing our world.
Two full-color sound filmstrips,
approximately 15 minutes each.
Order today on a 30-day approval
basis, with no obligation to purchase.
No. 04670........c.cccevveerernnnen.. $59.95

Dept. 5006, Washington, D. C. 20036

Circle 9 on Reader Service Card.
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Software Showcase confinued.

WORD FAMILIES

COMPUTER: APPLE
TOPIC: LANGUAGE ARTS
LEVEL: GRADES 1-3

ORD FAMILIES is a phonics
supplementary program that
drills beginning and ending con-
sonants and medial vowels us-
ing more than 300 practice words. The
screen displays a word such as “cat” with
one letter underlined and a set of four
extra letters, such as “b”, “d”, “h”, and
“f”. Students decide which extra letters
make new words when substituted for
the underlined letter. In this case, “b”,
“h”, and “f” can substitute for the “c” in
“cat”. A TV set in the middle of the
screen displays each of the new words
formed: “bat”, “hat”, and “fat”. I use
Word Families with one to three students
in a group. I ask students to say each
word out loud so that partners can
correct mispronounced words. A few
“cinchy” problems at the beginning mo-
tivate students to try the harder ones.
Word Families is very simple to oper-
ate and compliments most phonics
programs.
Price: $29.95 (disk)
Policies: $10 backup; previewing
through dealers
Source: Hartley Software, Dimondale,
MI 48821
David Fiday
Media Director
Joliet, IL

Counting objects in Elementary Volume 7.

ELEMENTARY VOLUME 7

COMPUTER: APPLE

TOPIC: LETTER RECOGNITION,
COUNTING

LEVEL: GRADES K-2

lementary Volume 7 introduces chil-
dren to basic number and letter
facts through nine drills. A menu
based on pictures and numbers al-
lows children to select programs easily.

One letter exercise asks children to
type the missing letter into an alphabet-
ical sequence of letters. For example,
studentstypeaGintoEF...H.

With the help of a little wild-haired
creature named “Wuzzel” (program
#7), kids learn basic mathematical
skills. In one exercise, students count
identical objects in a group of mixed
objects. For example, a mixture of cats
and cars appear on the screen. The pro-
gram asks the child to count the number
of cats that appear on the screen and
type in the number. Then it asks the
child to count the number of cars. A
correct answer makes little “Wuzzel”
jump up and down, wave a flag, and even
do somersaults.

Price: $37
Policies: Back-up included with disk;
30-day preview
Source: MECC, 2520 Broadway Dr.,
St. Paul, MN 55113-5199
David Fiday
Media Director
Laraway District 70-C
Joliet, IL

LINCOLN'S DECISIONS

COMPUTER: COMMODORE 64,
PET, TRS-80 MODEL III, APPLE,
ATARI 800

TOPIC: SOCIAL STUDIES
LEVEL: GRADES 5-12

incoln’s Decisions teaches about the

12 critical decisions in President

Lincoln’s career. Students predict

Lincoln’s decisions from a series
of facts. Clues, maps, and time lines
provide additional information. A vocab-
ulary assistance section teaches key
Civil War terms and an optional section
provides information about Lincoln’s
early life.

The program offers good graphics, a
management and scoring system, and
a helpful manual. A class studying the
Civil War period could benefit from this
program. It could be a valuable resource
in a library or learning center, too.
Price: $49
Policy: $10 for back-up; 30-day
preview
Source: Educational Activities, Inc.,
P.O. Box 392, Freeport, NY 11520

Ann Dana

Microcomputer Consultant
Hinsdale Junior High School
Hinsdale, IL (]
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e Write the following on the board. ADVERT]SER’S INDEX TO

205 + 10

3022+ 9 FREE MATERIALS

4013/1
1012 —= 7

Tell kids to use what they just learned
to write the output of the line statements
above. (RUN 5, 15, 198, 13)

CIRCLE
“SINE THE IASK NO. ADVERTISER PAGE
':A“ns 1 Computer Directions for

To obtain the literature or any of the services offered by the advertisers in this issue,
note the numbers that precede the advertiser’s name below and then circle the
corresponding numbers on the tear-out reply card following page 8.

Cut out the S]—x task Cards‘ laminate SehoolS: siiin s it it et e B e T AT R A i e T e 9
them, and file them in your center or 2 Custom:Video Corp: ficsr s miniies N e N R S r 63
lab. Put your computer in BASIC mode, 3 Data Command: i85 b o B e e SR e 65
and kids are ready to follow the cards. 4 Family- CompPOING: -oriivire soestrvorsos oo sttt vee sand St L 1 39

The directions on the cards are simple 5 TPE s et e e DR e e s e e 21
enouglfl flor chilgren 13 grladeilfour atnd TR 5 U e el L S b S e 64
up to follow independently. Allow stu- P anding Edge e i Back C
dents a full 20 to 30 minutes to work on 8 l\;iﬁik eng SRR C e S ey Aa Dve;
each card. (Encourage experimenting!) I S S e S B ST

Here is a summary of each card’s 9 National (;gographn. Sogety ................................................... 64
objectives. 10 Opportunities for Learning ... . usuiisanasess s s asssonssnsres s srnuosis sas 48
1. What’s Next, Boss? —Students 11 RadioShacksz. -l &l i i il S Inside Front Cover, 1
learn to break down directions into 12 Reston l.:‘ub]iShing ............................................................... 5
individual Steps by tel]lng a partner how 13 Stholastie e e T R i e h e s S e e s et S N e 53-55
to draw a geometrlc Shape_ (Students 14 Software Writer'silnt L iGuld . o e e 7
need graph paper for this activity.) 15" “WorldsAlnanac - foid e s e et e R T a e c e e 47
2. Getting the Message—Students 16  Xerox Educational
learn they must use BASIC words to Pl AN S o i o e e s e S Inside Back Cover

boss the computer. They are asked to
input synonyms for some of the com-
mands and hence, do not get the desired
response.

3. Spelling Bee—Students discover
that commands must be spelled correct-
ly, too. They input misspelled words
and receive inappropriate responses.
4. Computers Need Order—Chil-
dren learn that words in line statements
must be ordered properly when they

input their own line statements into the Across the nation, Data Command microcomputer programs are winning the applause
computer. of teachers and students alikel They zero in on crucial reading and math skills, constantly
5. Find the Mystery Number—Kids challenging pupils toward mastery with color, excitement, success!

A : Data Command programs feature:
get the computer to solve simple line * Innovative activities with animated graphics

statements. Answers to the problems:
PRINT 7+ 52
PRINT 1984 — 1969

¢ Carefully controlled vocabulary levels
* |nstant summarization of pupil results
* Concise teacher support materials

* Fast, efficient implementation

PRINT 3 * 2 * 2 y Some typical comments:

PRINT 59+15+12 “"Your programs are some of the best I've everseen.'

The mystery number is 2. Carolyn Rutledge, Reading Director €agle €lem. School, Van Horn, TX
6. Line ’Em Up'—K.idS learn that if a “You hooked us on both'’ (of the reading programs we previewed.)

2 3 5 i | ive .U
program has more than one line state- Judy Henry, LLC Director Rhodes €lem. School, River Grove
ment, t_hey must number th? line state- Data Command reading programs are now available for
ments in the order they wish them to APPLE TRS-80 COMMODORE

be processed. Kids practice inputing

three- and four-line programs. To find out more about the "‘Floppy Copy’’ you've been looking

for, mail the coupon to Data Command, P.O. Box 548, Kankakee,
IL 60901.

Sandra Markle is the author of several

computer books for children including Nome __
Computer Tutor Junior (Learning “'The workhorse School
Works, Santa Barbara, California) and software School Address

for microcomputers’’

Kids' Computer Capers (Lothrop, Lee,
and Shepard, New York, NY).

City State Zip TC

Circle 3 on Reader Service Card.
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EBookshel

by Judy Simmons

THE BEST OF COMPUTER WORKBOOKS

ing about computers, and you'd like

to use a workbook with students, then
I have several to share with you.

Michael P. Zabinski's TRS-80 for
Kids from 8 to 80, Volume I (Howard
W. Sams and Co.; 1982; $9.95) is great
for upper elementary students. Zabinski
originally wrote the book for kids in his
computer camps, but the book became
so popular it was mass marketed.

The workbook is light and humorous
thanks to designer Linda Yakel. It begins
with simple explanations and pictures of
the TRS-80 Models I and I1I. Each chap-
ter presents new material, gives exam-
ples, and provides exercises to measure
comprehension. Various challenges, ex-
periments, and sections called “Fun
Times” encourage students to investi-
gate further.

Most teachers will like Zabinski's
“learn by doing” approach and, when
students are finished “doing” volume 1,
they can start right in on volume 2.

Another good workbook for fourth to
sixth graders, this time for Apple users,
is Meet the Computer by elementary
school teacher Marjorie Crabbe (Crabbe
Associates; 1982; $9.95 or $7 for orders
of 10 or more).

Although not as snazzy in appearance
as Zabinski's book, the pages of Meet
the Computer are uncrowded and the
print is large, making the book easy
enough for fourth graders. Meet the
Computer begins with an excellent anal-
ogy between the operations of the brain
and those of the computer and then
progresses through the fundamentals of
programming in Applesoft and concludes
with exercises on graphics.

A rather unique combination Glossary/
Index is included.

You'll also appreciate the teacher’s
guide with answers and the four-page
“Meet the Computer Post Test” that

IF YOU'RE FAIRLY NEW AT TEACH-

can be used for student evaluation.

Another introductory programming
workbook, in separate versions for
Apple, TRS-80, and Radio Shack’s Color
Computer users, is Computer Pro-
gramming for Kids and Other Be-
ginners by Royal Van Horn (Sterling
Swift; 1982; $9.95 each).

The book begins with an overview of
hardware components and their uses.
It moves onto programming loops and
graphics. The large print and the red or
blue highlights covering important in-
formation is helpful for third and fourth
graders, or even to more advanced
second graders.

The appendix covers sample pro-
grams, instructions for saving programs
on tape and disks, and suggestions for
teachers and parents. One teacher’s
guide for all the editions is also available
for $9.95.

What about workbooks for the VIC-
20, PET, and Atari computers, you ask?
For older students, I recommend Aubrey
Jones, Jr's I Speak BASIC to My
Computer, available in VIC-20, PET,
Atari, TRS-80, Apple, and Commodore
64 (due Dec. 1983) versions (Hayden
Book Co.; 1982-83; £9.95 each).

The book presents a field-tested
computer literacy course in BASIC
programming. The course, which Jones
says he has used successfully himself,
was designed to introduce disadvantaged
middle school students to computers.
The text is a bit difficult for some upper
elementary students and may require
teacher supervision.

A teacher’s manual ($18.75) contains
suggestions for lesson planning and
answers to exercises and tests. A set
of reproducible exams is available for
$15 and a “Classroom Set” of I Speak
Basic containing one teacher’s manual,
20 student texts, and one exam set
costs $200.

COMPUTER
POSTER BOOKS

Perhaps your computer curriculum is
already established and you're now
looking for those iittle “extras” to add a
touch of spice. How about some posters
for your bulletin board?

Camelot published two Donald D.
Spencer poster books last year: The
Computer Poster Book and Famous
People of Computing.

The Poster Book contains about 40
pages of 8%" x 11,” blue-on-white
educational posters with commentary
on computers in general, computer
equipment, computer history, computer
applications, and computer cartoons.
Famous People of Computing contains
similar posters of 39 famous people in
computer science.

Although the printing quality is medi-
ocre, the drawings and commentary give
a good overview of general topics and
are great reinforcements for computer
literacy lessons.

COLORING
BOOKS!

For younger kids, try a computer
coloring book. Again, you can turn to
Donald D. Spencer and illustrator Linda
King for material. In their book, Micro-
computer Coloring Book (Camelot;
1982), kids named Bob and Robin intro-
duce students to the world of computers
from hardware to flowcharts to computer
languages.

Alan Freedman and illustrator Eric
Jon Nones have created The Computer
Coloring Book: It’s Not Just a Col-
oring Book! (Prentice-Hall; 1983;
$6.95). Indeed, more than just pictures
to color, the book offers 50 definitions
to take us through the ABCs of com-
puter technology. -]
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ECRETS OF PERFECT MEMOR
D ONE HALF EARTH DOLLA

AT LAST: THE WHOLE
TRUTH ABOUT FLOPPIES.

Amazing book reveals
allt

memory.

How fingerprints
actually damage disks.
Unretouched Kirlian
photographs of UFO's
(Unidentified Floppy
Objects)! The incredible
importance of making
copies: the Department
‘of Redundancy Depart-

-y ent—andwhat goes on

. when it goes on! Power- -
ful secret methods that
scientists claim can ac-
tually prevent computer
amnesia! All this, and
much more . ..

In short, it's an 80-
page plain-English,
graphically stunning,
pocket-sized definitive

uide to the care and
eeding of flexible disks.

For The Book, ask your
nearest computer store

7 that sells Elephant™

* disks, and bring along
one and one half earth
dollars.

For the name of the
store, ask us.

ELEPHANT MEMORY
SYSTEMS® Marketed
exclusively by Leading
Edge Products, Inc,
Information Systems
and Supplies Division,
55 Providence Highway,
Norwood, MA 02062. Call
toll free 1-800-343-8413,
In Massachusetts, call
collect (617) 769-8150,
Telex 951-624.
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The following pages are missing from this
document:
Calendar (pages 41-42)

The following pages were recovered from high
contrast black & white microfilm:
Poster (pages 43-44)
Reproducibles (pages 49-50)

[f you would like to contribute missing pages or issues,

please contact me at:
MikeEBean@Hotmail.com

Thank you!
Michael Bean



