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Make Your Own Kind of Music—Electronically!

€onduct a Computer Fair ¢ Teach Writing with Word Processing
Plus, a Logo Toolbox, Task €ards, and The Amazing Microchip Poster
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A Company Is Known By

Radio Shack is currently working in co-
operation with over fifty major educational
publishing firms—and the list keeps grow-
ing. In order to meet our commitment to
education, we support these publishers in
the development of courseware for our
TRS-80® —the most widely-used microcom-
puter for classroom instruction.

Through our relationships with these
companies, we have established as our

common goal the need to provide excel-
lence in home, classroom and administra-
tive software. We support an extensive
development effort to provide quality soft-
ware at all levels—{rom elementary
through university, in a wide range of
educational applications.

At Radio Shack, we’re proud of the com-
pany we keep. And we’re very earnest in
our commitment to education.
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The Company It Keeps
If you're serious about the quality soft- nad|° ’haeﬁ

ware needed fo_r successful instruction us- The Name in Classroom Computing”
ing computers in the classroom, call your A DIVISION OF TANDY CORPORATION

Radio Shack Regional Educational Coordi- TR TN
: : or more information about Radio Shac
nator for more information. educational products and services, mail to:

Radio Shack, Dept. 84-A-378
300 One Tandy Center, Fort Worth, Texas 76102
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Educational Coordinator in your area, call iy
Radio Shack’s Education Division at ADDRESS
CITY STATE ZIP

[
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For the name of the full-time Regional I
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800-433-5682, toll-free. In Texas, call
800-772-8538. [ TELEPHONE =
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KATHY MARTIN THOUGHT
METEOROLOGY WAS DULL UNTIL SHE
DROVE A DOGSLED ACROSS ALASKA.

What can make meteorology come alive
for Grades 7-9?

Weather or Not, the new Rand McNally
electronic learning program, can.

After mastering five skill exercises,
students undertake the “Innoko River Race” —
a challenging simulated dogsled race from
Whitehorse, 7 _

Yukon to

Koyuk, Alaska

Students

compete for a

$100,000

purse and must =

make critical -

decisions about weather COHdltl(_)nS, supplies
and their dog team. The skill exercises include
“Barometric Principles,” “Air Prebsme 3
“Temperature,” “Precipitation” and “Weather
Fronts.” Weather or Not includes 2 disks,
support material and a management system

for up to 30 Htlldei’ltb Apple II format.
Anideal u)mpamon rogram is Time &
Seasons, a study of the earth’s time zones and
climates. Other exciting programs include
Unlocking the Map Code where students master
basic map and globe skills and Choice or
Chance? where they discover how history is
affected by
e pone geography.
R o @ Want to learn
;“"w"f'"""’ : § ks, how you can
Sy | #l bring social
gtk . - studies to life
E:;Jﬁ!huflbs are then » 4 Y f()r y’our
students? Call
Peter McQueen at 1-800-323-1887. Or contact
your Rand McNally representative.

@ Rand M¢Nally

qucatmm! Publishing: Software Divi 1~.1rm

We take the drudgery out of learning.

ALASKA & THE YUKON
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FEATURES
20 Set Up a Computer Fair

Educate the public about computers with a schoolwide fair.
There’s no need for fuss and muss. Just follow this plan.

26 Sounds of Music
Celebrate Music in Our Schools Week (March 5-11) with this
medley of music activities.

3 1 Word Processing Primer
When it comes to writing instruction, word processing is mighti-
er than the pen! These zany activities will introduce you and P}
your students to a new way of developing writing skills. 20 Come to the fair!

DEPARTMENTS
9 Update

News for computer-using teachers.

1 6 Classroom Happenings
Here’s what’s happening in classrooms across the country.

/ ] Electronic €alendar B SR
A calendar of computer activities. 26 Tunein...

/4 ] T&€'s Poster Series S
“The Amazing Microchip.” N

5 Micro Ideas

Quick computer tips and activities.

6 Tools of the Trade
New and useful computer products.

6 Software Showcase
Software selected by teachers, for teachers.

Published by M Scholastic Ine.
March 1984 Vol. I, Issue 6

31 Bewitching word processing.

COLUMNS
6 From the Editor 4 Teacher’s Guide— 54 Program of the Month
El“thtl'ﬂl'llﬂ Gfaﬂllen]dad: . Simulate a computer blood bank.
et e most ont Of the calencar puls Logo Notebook
o s nonts out with this handy teaching gude. (D3 Loy the TEXTSCREEN mode.
4 Kid’s Page 72 Readiness
1 2 in My Opinion ) A reproducible worksheet for Reproducibles
Time to teach computer ethics! kids only. Two worksheets that show how
Bookshelf Learning €enter humans and computers process
Adventure stories about computers. Adding input to programs. information.
76 €onversion €hart
How to convert the computer-specific

1 Question €orner 5 €omputing in the
Why won't my printer print out Content Areas programs in this issue into programs
graphics? Developing reasoning skills. that can be used by other machines.

TEACHING AND COMPUTERS (ISSN 0738-6087) is published through the school year, September through May with November/December being one issue, by Scholastic Inc., 730 Broadway,
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OH 44691. Printed in U.S.A. Copyright @ 1984 by Scholastic Inc. All Rights Reserved. Member, Audit Bureau of Circulations. Permission is granted to make machine copies of material in this issue
for classroom use only. Permission to reproduce material in this issue, in whole or part, in any form or format, for all other uses, must be req d from the publist
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uters and Software
ation Aid Yet.

From its beginning, Commodore has had a commitment to help educators and
parents get the most for their computer dollars.

The Commodore PET system has, and continues to be, the core product
for computer education in many school districts. The Commodore SuperPET with
5 high-level languages, is also in widespread use in schools and colleges.

Our new Commodore 64™ is the computer for both school and home. For example,
the =64 gives you a powerful 64K memory. That's as much memory as either the

Apple® lle or the IBM® Personal Computer. But at far less
. than half the cost. You also get a 9 scale music synthesizer,
tory. § high resolution color graphics, and a wide variety of educa-

- tional software. Now teachers and parents can work together
to provide quality education for students.

g For Home and School—\We've just released

l.& numerous educational software programs into the public

=l |58 domain. These programs, written by educators, include

| courses in Business, Computer Science, English, French,

‘ Geography, History, Mathematics. The list goes on and on.

B We're also working with major educational publishers to

m“mmm;;&:,;mabj | develop new software. For example, a significant portion of

oz T the well-regarded MECC courseware has been completely
adapted for the Commodore 64. The Edufun™ series from

Milliken will be available for home and school use in the near future, and over thirty early

learning programs from Midwest Software will help children master the basics.

In addition, we've developed a complete set of software tools to make our educa-
tional computers even more useful. Take Logo and PILOT, for example. These popular
languages have been completely adapted for the Commodore 64.

Our Educational Resource Centers, 250 strong, continue to provide teacher
support in computer use in the classroom, and the number is growing!

COMMODORE’'S COMMITMENT & APPROACH BECOMES STRONGER AS THE
DOLLARS GET TIGHTER.

GROW WITH US. For further information about software or the Education Resource
Centers, contact Commodore or your nearest Commodore Education Dealer.

(= commodore

COMPUTERS

Committed to Excellence in Education

Commaodare Business Machines—P O Box 500M, Conshohocken, PA 19428:
Canada—23370 Pharmacy Avenue, Agincourt, Ont, Can. M1W2K4
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FROM THE EDITOR

On the Road Again

'I'EACHIIIG
puters

ontributing editor Shiela

Swett has been on the road

again! This time Shiela at-

tended a computer fair at
Horace Greeley High School in Chap-
paqua, New York. Elementary and
secondary teachers, along with PTA
members, conducted the fair to edu-
cate parents and other community
members on computers.

“Chappaqua PTA members did
most of the initial organizing,” Shiela
says. “Then on fair day, teachers and
students helped them run workshops
and booths.”

The fair was a smashing success.
It helped answer many of the ques-
tions teachers hear so often, like:
“What’s my son doing on those com-
puters?” and “What home computers
should I consider buying?”

After the fair, Shiela interviewed
the fair's six organizers. All six had
plenty of helpful hints for prospective
fair holders, which Shiela dutifully re-
corded on her trusty notepad.

You won't want to miss Shiela’s
eyewitness account of the fair and
the step-by-step advice she collect-
ed. It’s all in Set Up a Computer
Fair, page 20.

If you believe in music, turm to
Lane Weiss’ article, Sounds of Mu-
sic, page 26. Although Lane is an
elementary school music teacher, he
says you don't have to be one to
teach music. “All you need is a com-
puter and a few music programs.”

In his article, Lane discusses three
sound-sational programs he uses with
his students. He also provides you
with supplementary music activities.

Word processing is fast becoming
the most powerful tool for teaching
language arts skills. In Word Pro-
cessing Primer, page 31, teacher
Tom Boudrot outlines five lively writ-
ing assignments that teach students
how to use word processing software
and, at the same time, give kids prac-
tice in writing effective sentences and
letters of correspondence. The as-
signments are not your usual lan-

guage arts activities. They're wild
and wacky—especially tailored for in-
termediate grade humor.

Children will also enjoy the rocket
program listed on Kid’s Page, page
45. The program sends a rocket
blasting into space. It can be run on
most major computers.

If you're an Apple user, try the
super-deluxe version below. Dave
Kirchner worked this one out with
his students in Denver, Colorade. It
boosts rockets from a variety of
launch pads, and with true style!

1 FOR S = 100 TO 250 STEP 10

2 SPEED= §

3FORT = 10TO 1 STEP -1

4 HOME

5 PRINT T
6 FORD =
7NEXTT
8P = INT@O*RND (1)) + 1

9 PRINT “WARNING! ROCKET
BLASTING OFF FROM”

10 PRINT “LAUNCH PAD #7";P;
“. CLEAR THE AREA.”

11 FORD = 1 TO 1000: NEXT D
12 HOME

13 VTAB 23

15 PRINT TAB ( P)* *2

20 PRINT TAB ( P)¢
30 PRINT TAB ( P)© #

40 PRINT TAB (P)* * U *”
50 PRINT TAB (P)* *

60 PRINT TAB (P)“ #
70 PRINT TAB ( P)*
80 PRINT TAB (P)* #

90 PRINT TAB (P)“ * e
100 PRINT TAB ( P)* * o
110 PRINT TAB ( P)* bkl
120 HTAB P + 3: FLASH : PRINT
“ypp

130 HTAB P + 4: PRINT “1”

140 NORMAL
150 FOR D =
NEXT D

160 NEXT S
170 END | |

')%4,7,9{/@»_;

Editor

1 TO 500: NEXT D

5
% o %

3
*

1 TO 24: PRINT :
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vCheckwith
Houghton Mifflin
for quality software.

Houghton Mifflin has over 100 years of experience in developing
content and refining teaching strategies. We've merged these ideas with techno-
logical expertise to offer you and your students the best instructional software
and textbooks available. At Houghton Mifflin, whatever the medium, the message

Check the areas that interest you ...
and we’ll send you the information.
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Subject Level Purpose B

[J Reading [] K-3 [] Management ;

L] Language Arts (] 4-6 [] Reinforcement i

(] Mathematics _

(] Business Education 0 7-12 [J Enrichment i

O Computer Education [] Adult [J Instruction :

i z

Position #oad% ’[ “
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School .9” ‘hla I II [

School Address &

o n el .

City s IEI.II §

l' ] ’ll | W | S
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- Please mail this coupon to: Houghton Mifflin, Dept. ,One Beacon St., Boston, MA 02108 Q‘Q
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© 1983 HMCo. All rights reserved,

Houghton Mifflin

Atlanta, GA 30360/Dallas, TX 75234/Geneva, 1L 60134/Hopewell, NJ 08525/ Palo Alto, CA 94304/ Toronto, ONT L3R 1B2/Boston, MA 02108



IDEA OF THE MONTH
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Make Turtle Tools

ﬁ
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Keep turtle tools in a toolbox.

tored in a special toolbox in
our computer center are
three “turtle tools” my stu-
dents use to explore Logo’s
turtle graphics. They are a chalk-
board turtle, a set of individual com-
passes, and a large classroom com-
pass. These three tools are easy to
make and very useful!
® The chalkboard turtle (see illus-
tration) is great for demonstrating
turtle commands. Basically, it's a
magnetic turtle you can move across
the chalkboard in directions specified
by commands your students give.

To make the chalkboard turtle, cut
out a cardboard isosceles triangle,
three inches wide at the base and five
inches high. Glue a magnet on the
back of the triangle. Draw a turtle on
the front, with the head of the turtle
pointing toward one of the angles,
indicating the direction the turtle will
move.
® Students can use the small, indi-
vidual compasses to approximate
the angle they must turn the turtle in
order to face a desired location.

To make the individual compasses,
have your students draw a circle,
three inches in diameter, on a four-
by-seven-inch index card. Instruct
them to mark and label a line at every
45-degree interval, as shown in the
illustration.

On the bottom of each card, draw a
line three inches long and divide the

By Dave Kirchner

line into equal units of 10, beginning
at zero and ending at 100. This line
represents the actual distance the
turtle moves, in units of 10. (In turtle
graphics, a 100-unit line, FD 100, is
approximately three inches long.)
Show students how to use the
compasses by having them make a
simple shape on the computer. First,
insert a Logo disk and tell students to
draw a three-inch square. The gauge
at the bottom of the compass shows
students that they must move the

Act out commands with magnefic turtle.

turtle forward 100 units to make a
three-inch line. (Input the command
FD 100.)

Now that the turtle is ready to be
turned, tell students to use the com-
passes to determine the angle that
will position it to go right and begin to
form a square. The compasses show
turning right 90 degrees (RT 90) puts
the turtle in the correct position. In-
struct students to use their compass-
es to complete commands for the
square. The final set of commands
should be: FD 100, RT 90, FD 100,
RT 90, FD 100, RT 90, FD 100.

As students become more com-
fortable using the compasses, make
the shapes more challenging.

The back of the small compasses
can be used as a handy reference for

¥ 1
6 ClARbiRi
i ¢ e
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=1 e
e wer
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180 -
[ PR TR |
TEXTICASEN
AEPEATAE T

Estimate Logo angles with a compass.

Logo command abbreviations.

® The classroom compass is simi-
lar to the individual compasses, but it
is larger and can be used for class-
room demonstrations.

To make it, draw a circle six inches
in diameter on cardstock. Mark and
label lines at 45-degree angles, just
as your students did for the individual
compasses. This classroom compass
fits easily under the chalkboard turtle
to demonstrate how the turtle turns
to different angles.

Initially, these are all the tools
you'll need for the turtle toolbox.
However, once your students start
using turtle graphics, they may want
to add tools of their own.

Now that the tools are all assem-
bled, place them in the toolbox—a
fishing kit or a lunch box. Label and
decorate the toolbox with colorful,
self-adhesive paper. ]

0
A

45 45

90 90

135 135

180

Large compass helps with Logo demos.
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UPDATE

News for Computer-Using Teachers

gram. The deadline is March 31,
1984. For information, contact:
Peachtree Software Inc. 3445 Peach-
tree Rd., NE, Atlanta, GA 30326;
800/24-PEACH.

Who Has the Most
Educational Software?
There is more educational software
for the Apple than for any other mi-
crocomputer, according to a survey
by Sofsearch, a software information
database service. There are current-
[ : ly 2,880 educational programs avail-
T able for the Apple computer. The
Adults See Computers TRS-80, Commodore, and IBM PC
as Both Friendly and computers follow with 1,858; 1,240;
Frightening and 283 programs, respectively.
Americans see the computer as both
a friend and an adversary, according | Elec¢romic Learning
to a recent Harris poll. Even though | Accepting ‘‘Educator of
83 percent of the adults interviewed | the Year’® Nominations
believe computers have made their | Electronic Learning magazine is ac-
lives easier and better, 77 percent | cepting nomination letters for its an-
worry about the future uses of com- | nual Educator of the Year awards
puters. Respondents fear computers | program. An Educator of the Year
will invade their privacy, take away | award and five Distinguished
their jobs, and threaten their chil- | Achievement awards will be be-
dren’s future. In a similar study done | stowed. The six educators will be
five years ago, only 64 percent of the | selected on the basis of their contri-
respondents worried about computer | butions for the advancement of edu-
abuses. cational technology.
Letters describing a candidate’s ac-
Free NASA Workshops complishments should be typed, dou-
NASA Education Services will con- | ble space, and no longer than three
duct free summer workshops using | pages. The deadline for entries is
laser disk software for the microcom- | April 2, 1984. Send letters to: Elec-
puter. The laser software, developed | tronic Learning, 730 Broadway, New
for elementary and secondary teach- | York, NY 10003.
ers, will provide classroom material
on NASA space programs. £5 Art Programs for
To request a workshop in your | Atari 800s
area, write: NASA Education Ser- | Two teaching programs, Art Through
vices Branch (LFC-9), NASA, Wash- | Computers and Computers Through

ington, DC 20546. Avi, are available for Atari 800 com-
puters at $5 apiece from the Capital
Software Contest Children’s Museum. The programs

You have a great idea for an educa- | provide detailed lesson plans, soft-
tional software program, but you just | ware reviews, classroom activities,
don’t have the technical know-how to | and suggestions on books and supple-
program it. Enter it in the EduWare | mentary materials for teaching art to
Services Software Idea Contest. You | grades 6-12. Contact: Capital Chil-
could win up to $5,000 and have your | dren’s Museum, 800 Third St., NE,
idea developed into a software pro- | Washington, DC 20002. |

Hi
cGraw . ision
gﬂjr WebstEI' DflAmericas
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Susan Gaber
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BRIGHT LITTLE ADDITION
TOTHE CLASS.



PCjr, the newest personal computer in the
IBM®family, is ready to prove itself in school.

At only 12 pounds, small but powerful
PCjr can tickle a kid’s imagination. It can
prepare a student for new ways of communi-
catingand encourage creative thinking.

MAKING FRIENDS FAST

“Junior” comes with lots of bright ideas
that help make computing easy for everyone.
One handy new feature is a keyboard

with color-coded keys
to help a person
quickly select the
right ones. And
the keyboard can be

customized with overlays

designed for specific  § __
software programs. |

Junior is flexible
in other ways, too. It can
be hooked up toaTV, an
IBM Personal Computer Color Display, or to
other monitors.

Another good idea is the Keyboard
Adventure, a built-in instructional exercise for
first-time users of all ages.

Or students can explore computer funda-
mentals at their own pace by using a tutorial
program included with diskette-drive systems.

WHY JUNIOR APPEALS TOKIDS

PCjr is simple enough for youngsters,
yet challenging enough for computer-savvy
teenagers.

There are educational games that introduce
children to basic math and spatial concepts.

And a variety of interactive computer languages,
including BASIC and LOGO, that teach
students how to write their own programs.

By using an IBM word processing
program, students can improve
their writing skills as they
prepare book reports or
term papers.

A TEACHER'S AID

Teachers can use PCjr for their own work,
too. For example, there is software that can be
used to write lesson plans or prepare quizzes.

And many other IBM programs, originally
created for other IBM Personal Computers,
will also run on Junior.

PCjr is a tool for modern times that can
give teachers more time to teach.

STRETCHING SCHOOL DOLLARS

PCjr is priced to make the most of any
school budget. A starting model with 64KB
user memory, a cassette tape connector, two
cartridge slots and a keyboard costs about $700.
An enhanced model with 128 KB memory and
\ diskette drive is about $1300. (These prices,
>, which do not include monitors, apply at
IBM Product Centers. Prices at other
stores may vary.)

Other options, including an internal
modem for telecommunications and a choice of
printers, are also available.

To learn more about what PCjr can do
in your school, contact your local IBM office and
ask for the IBM Education Marketing Repre-
sentative, or visit an authorized IBM PCjr dealer.
For the store nearest you, dial 1-800-IBM-PCJR.
In Alaska and Hawaii, 1-800-447-0890.

jaan
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Professionally
Recommended

Educational Software
for Apple Microcomputers
12 diskettes for students
in grades 2 through &

Micro Math Magic was designed
by educators and successfully field
tested in the state of Minnesota for
three years. It has received praise
from teachers, parents, and kids.
For more information on this excep-
tional program write or call for our
free catalog.

Call (607) 625-6500
or write today

Deegan

Learning Materials
P.O. Box 245
Mankato, MN 56001

P

IN MY OPINION

Time to Teach
Computer Ethics

FROM
EDUCATIONAL COURSEWARE

TEACHER CREATE
Software that’'s simple to use!

MULTIPLE CHOICE MENU
. INSTRUCTIONS TO CREATE LESSON
. TOTAKEALESSON
. TOCREATEALESSON

. TOALTERALESSON

. TOPRINT A LESSON/ANSWER KEY

. TOERASE ALESSON OFF THE DISK
. TOEND THIS SESSION AND EXIT
NTER YOUR CHOICE PLEASE. (1-7)7?m

An authoring series for teachers that's so
easy to use that even a beginner can be-
come an instant author of lessons and
tests. Create lessons in any subject atany
grade level that are appropriate for your
students. Five formats: Multiple Choice,
Matching, True / False, Completion, and
Question / Answer Utility. For Apple”
Computers.
$36/Disk or $160/ Series of 5 Disks

* Apple is a registered trademark of Apple Computer, Inc

Send for our free catalog!
Name
School
Street
City
State Zip

EDUCATIONAL COURSEWARE

67A Willard Street-Dept TC
Hartford, CT 06105

By Joseph W. Kmoch

¥V hen I saw the movie War
Games, | was appalled at
the cordial reception
v V lauded on the main char-
acter. Although the young protago-
nist broke into the Defense Depart-
ment’s computer system, he was
regarded as a hero. Then I realized
that it was a movie—only fiction. Or
so I thought.

Only a few weeks later, the FBI
investigated a group of Milwaukee
teenagers who gained access to the
computers of several large organiza-
tions, including the Memorial Sloan-
Kettering Cancer Center in New
York City and the nuclear weapons
laboratory in Los Alamos, New Mexi-
co. This was not fiction—it hap-
pened!

Even worse than the scandal,
though, was the reception the perpe-
trators received. Because two of the
teenagers involved in the operation
are former students at the high
school where I teach, I attended the
congressional hearing. [ saw repre-
sentatives in Congress applauding the
youths. They called them “whiz
kids.” But what these kids were do-
ing doesn’t require much talent. Any-
one who can perform very basic op-
erations on a computer knows that
breaking into computers doesn’t take
any more “smarts” than breaking into
a desk drawer.

Say you discover a student rum-
maging through the desk drawers in
your classroom or office. He says he
is “just looking around.” Do you con-
gratulate the student for discovering
that your desk was unlocked? Do you
applaud the student for being “intel-
lectually curious?” I doubt it.

Computer misuse doesn’t stop
with a few teenagers. It occurs in
classrooms of every level, every-
where. | have seen children trading
copies of copyrighted programs as if
they were baseball cards. Many don't
realize that it is illegal to copy a pro-
gram they did not buy legitimately.

Students use computers to plagia-

rize, too. Copying another student’s
work is easier to do on a computer—
and harder for a teacher to detect.
And it can be done without the own-
er's consent.

This behavior from young people is
not surprising, considering the exam-
ple of the adults who serve as their
role models. I have attended comput-
er club meetings where the primary
activity is pilfering the latest soft-
ware. And I've seen teachers use
illegal copies of software in class.
Yes, Virginia, teachers have been in-
volved, too!

“Children and adults
must realize thewr
responsibilities as users

of new technology.”

Both children and adults must real-
ize their responsibilities as users of
this new technology. As teachers, we
can start by setting a good example
with our behavior.

The next step is to develop a
school or district policy statement
that can be used as a springboard for
discussing computer ethics. We must
help students understand why certain
rules and laws related to computer
usage exist, and why they should be
respected. We can do this through
lectures, discussions, and role-play-
ing activities designed to teach the
difference between appropriate and
inappropriate behavior when using
computers.

I'm sure you wouldn’t like some-
one rummaging through the personal
belongings in your desk. We help our
students understand why this is inap-
propriate behavior. Similarly, when
dealing with computers, we need to
teach children what does and does
not constitute appropriate behavior. l

Joseph W. Kmoch is Computer
Teacher and Systems Manager at
Washington High School in Mil-
waukee, Wisconsin.
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Great Adventures with Computers

e

C3P0 and R2D2 discuss computers.

ooking for adventure books

that will expose your stu-

dents to the world of com-

puters? One of the most un-
usual fiction books that I have seen is
Print Outs: The Adventures of a
Rebel Computer (Nerve Press;
1982; $5.95), by Claudia Cornwall.
Talk about computer oriented—the
print is computer type on pin feed
paper!

Written for nine- to twelve-year-
olds, the book details the adventures
of Edgar, a personable computer who
finds ways to express himself, much
to the dismay of his programmers.
Computer concepts abound, and
there is a handy glossary of terms for
definition seekers.

The Video Avenger (Scholastic;
1983; $1.95), by Douglas Colligan is
part of Scholastic’s Twistaplot series,
in which the reader becomes actively
involved in a story by choosing the
direction it will take. More than 20
different endings are possible for one
story.

In this book, the reader has just
won an ME-II computer. All of a sud-
den, the reader is trapped inside the
machine with electronic dinosaurs
and video warriors. He or she must
decide whom to trust and which way
to turn.

A more conventional fiction adven-
ture is The Computer That Said

By Judy Simmons

Steal Me (Four Winds Press; 1983;
$8.95), by Elizabeth Levy. Adam, a
sixth grader, is so obsessed with
owning a computer chess game that
he steals one. When he gets the com-
puter home, fear and guilt begin to
haunt him. To ease his conscience,
Adam tries to slip the computer back
into the store, but he is caught and
must face the consequences. The
fast moving plot makes this book
popular reading for sixth and seventh
graders.

Instructive Handbooks
If you and your students are new to
computers, these handy manuals may
be just the tools you need to answer
your many questions.

Fred D’Ignazio has combined the
popularity of the Star Wars movies
and the growing interest in comput-
ers in a manual for children called
The Star Wars Question and An-
swer Book About Computers
(Random House; 1983; $7.99).
Throughout the book, C3PO and
R2D2, the famous Star Wars robots,
give brief, easy-to-understand an-
swers about computers. Photographs
enliven every page, so kids will love
thumbing through the book.

While educators will also enjoy
D’Ignazio’s bock, they will find that it
lacks specific instructions on how to,
where to, and when to use comput-
ers. For this information educators
should turn to these handbooks.,

The Montana Office of Public In-
structions has compiled The Ele-
ments of Computer Education
(Montana Office of Public Instruc-
tions; 1983; $7.50), a handbook that
examines ways to integrate comput-
ers into curricula.

The handbook gives a simple out-
line of how to start a computer edu-
cation program. Sample surveys,
worksheets, and checklists are pro-
vided to help determine computer
needs and goals. “Bright Ideas” and
“Pitfalls” are scattered throughout
the book to highlight proven success-

es and warn of possible problems.

Enrich/Ohaus has published a se-
ries of user-friendly handbooks, Ap-
ple, Atari, Pet, TRS-80, and TI
For The Beginning Beginner
(Enrich/Ohaus; 1983; $8.95). These
books assume the reader knows
nothing about computers. After intro-
ducing the parts of the computer, the
books teach simple programming.
Cartoon-style illustrations are scat-
tered throughout the book. The built-
in easels make the books easy to
refer to when using the computer.

Another helpful series from Enri-
ch/Ohaus is Free Software (Enri-
ch/Ohaus; 1983; $8.95). The series
covers the Atari, Commodore, Ap-
ple, and TI computers. Each book
discusses free or inexpensive re-
sources available, such as public do-
main software, users’ groups, and
electronic bulletin boards.

Publishers’ Addresses
Enrich/Ohaus, 2325 Paragon
Drive, San Jose, CA 95131.

Four Winds Press, 730 Broadway,
New York, NY 10003.

Nerve Press, 5875 Elm Street,
Vancouver, B.C., Canada, V6N 1A6.
Office of Public Instructions,
State Capitol, Helena, MT 59620.
Random House, 201 East 50th
Street, New York, NY 10022,
Scholastic, 730 Broadway, New
York, NY, 10003, [ ]

Judy Simmons is a li-
brarian at the Robert %
E. Lee Elementary |
School in Denton, TX.
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New Software for the Color Computer

Color Logo has more graphics power.

Goodies for the €o€o

Dear Molly: 'm tired of reading
about all of the good software
for the Apple computer. Can you
recommend any programs for
the TRS-80 Color Computer?
Gregg Ratner
Houston, TX

Here's good news for owners of
the TRS-80 Color Computer. Now
there's a simple implementation of
Logo for your “CoCo.”

Called Color Logo, this version re-
sembles the original MIT Logo. The
major difference is that it does not
provide list processing (the ability to
manipulate words). The author trad-
ed this ability for increased memory
capacity and more turtle graphics fea-
tures. One of those features, the
HATCH command, lets users make
up to 254 separate turtles on the
screen. These turtles can draw and
talk to each other.

The software is a great Logo inno-
vation, although the limited debug-
ging messages can make it hard to
locate programming problems.

Some other new software pack-
ages were recently released for the
Color Computer by Children’s Com-
puter Workshop. I've previewed the
following programs: Peanut Butter
Panic, Taxi, Cookie Monster's Letter
Crunch, and Ewvnie’s Magic Shapes.
All are excellent for encouraging co-
operative play rather than competi-
tion among young children. O

|

By Molly Watt

Printer Probliems

Dear Molly: I want to print my
students’ screen graphics so
they can take them home and
show their parents, but our
school printer won’t print out
graphics. Why not?

Aileen Edwards

Miami, FL

Some printers are not capable of
printing graphics. To find out if your
printer is, call the manufacturer or
ask your school’s computer dealer.

Other printers require a special in-
terface card for graphics printing. For
example, if you have an Apple, you
may need a Pkaso (pronounced Pi-
casso, like the artist’s name) or a
Grappler card. The cards, which are
inserted inside your computer, con-
tain switches that must be set to fit
the particular computer, printer, and
task.

Your manufacturer or dealer can
tell you if you need an interface card,
as well as whether you also need to
write a program or buy software that
tells the printer what to do.

If you just want to call up an image
on a single screen and print it on
paper, sometimes you can buy soft-
ware that allows you to do this with-
out an interface device. Once again,
check with your manufacturer or
dealer. O

What’s New?

Dear Molly: Can you recommend
any new programs that allow
children to be creative?
Shawn Richards
Tacoma, WA

I know of two new programs that
will excite Atari and Apple computer
users. The first one, for Atari com-
puters, is called Moviemaker. It
teaches you how to create an animat-
ed film.

You can make your first movie
with just five commands by following
the clearly written manual. After
that, you can draw your own shapes,

color your drawings, combine them
into sequences, select backgrounds,
add special effects, and play your
movies for friends.

Moviemaker is a perfect tool for
students interested in computer
graphics or the film industry. After
you use the program in class, have
students create flip animations using
a thick pad of paper and drawing a
progression of images in the corner.
Students will enjoy comparing the
two technologies.

' )

&

=

b

| —
Picturewriter can create mazes.

The second creative program, for
Apple computers, is called Picturew-
riter. Students from five to fifteen
years old can create shapes using this
program and a joystick. Then they
can make their shapes play tunes and
games.

Picturewriter is different from oth-
er drawing programs because it lets
you play with the image you create.
You can race your creations, use
them in a maze or as part of a game,
or put on a show with them. O

Which Place Is Best?

Dear Molly: Our school is get-
ting four computers. Should we
put them in the library or in in-
dividual classrooms?
Eliot Abraham
Newport, VT
Put them on wheels! That way
they can be moved together or indi-
vidually around your school. Whatev-
er your computing needs are now,
they will probably change eventually.
Making your computers mobile gives
you the most flexibility now and in
the future. O
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Software Recommended
by Molly:

Color Logo

Buy U.S. Savings Bonds

Hardware: TRS-80 Color Computer
Age Level: Age 5-Adult

Price: $79.95 for disk (32K); $49.95
for ROM cartridge

Contact: Radio Shack/Tandy Corp.,
1800 One Tandy Center, Fort
Worth, TX 76102; 800/433-5682.

Peanut Butter Panic, Taxi,
Cookie Monster’s Letter
Crunch, Ernie’s Magic Shapes
Hardware: TRS-80 Color Computer
Age Level: Ages 7-10 for Peanut
Butter Panic and Taxi, Ages 4-6 for
others

Price: $19.95

Contact: Radio Shack/Tandy Corp.,
1800 One Tandy Center, Fort
Worth, TX 76102; 800/433-5682.

Moviemaker

Hardware: Atari (48K), joystick

Age Level: Age 12-Adult

Price: $60

Contact: Reston Publishing Co., Inc.,
11480 Sunset Hills Rd., Reston, VA
22090; 800/336-0338.

Picturewriter

Hardware: Apple (64K), joystick
Age Level: Ages 5-15

Price: $39.95

Contact: Scarborough Systems, Inc.,
25 North Broadway, Tarrytown, NY
10591; 914/332-4545.

Do you have a computer question?
Send it to Teaching and Computers’
expert, Molly Watt. Molly teaches com-
puter education courses at Keene State
College in Keene, New
Hampshire. Write her =
in care of Teaching =
and Computers, 730
Broadway, New York,
NY 10003.

ADD $10,000 WORTH

OF SOFTWARE
TO vogg EIBRARY,

THERE'’S ONLY ONE
STRING ATTACHED.

You have to lend it. Call today to apply.

Call toll-free 1-800-Micro Ed
\= MicroEd

Software for learning
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CLASSROOM HAPPENING

By Lesli Rotenberg

e e e

Logo by Littlie People
Three fifth grade students are pub-
lished authors, thanks to their teach-
er, Lynne Mass. The students in her
science class at Abington Friends
School, Jenkintown, Pennsylvania,
helped her write a book called Kids
Working with Computers: An Apple
Logo Manual for Turtle Graphics.
When they began learning Logo in
class, the 10-year-old students
thought the instruction books were

too sophisticated. So they decided to
write a Logo manual that children
could understand.

With Lynne’s help, the children or-
ganized a format for the manual, de-
cided what specifics to include, and
proceeded to teach themselves turtle
graphics. Each child was responsible
for developing several lessons in
rough form. Then Lynne tested the
lessons in class with other students.

When the book was finished, the
publisher sent contracts for the chil-
dren and their parents to sign. He
also sent letters to the young authors
encouraging them to continue their
writing.

The students took his advice and
began their second book almost im-
mediately, Kids Working with Com-
puters: A Texas Instruments Manual
for Turtle Graphics. This book has
just been released.

Both books are available from Tril-
lium Press, Box 921, Madison
Square Station, New York, NY
10159. They cost $2.95 each. ]

FBI Agent in the
€lassrecom

Why would an FBI agent visit a
fourth grade class? In special agent
Thomas Farley’s case, it was to dis-
cuss computer crime.

Fourth grade students at Hawes
School in Ridgewood, New Jersey,
were particularly interested in com-
puter crime. Many of them had seen
War Games. And a new modem in
the classroom sparked many ques-
tions about breaking into computer
systems.

So teacher Elizabeth Holley invited
special agent Farley to visit her class.
He explained the laws for copying
programs and using modems. He also
explained how the FBI discovers ille-
gal computer activities, as well as
why and how they punish the perpe-
trators.

Farley was impressed with the
children’s computer knowledge and

FBI special agent Thomas Farley helps
Hawes student with modem.

dedication to ethics. He was sur-
prised to hear that most of the chil-
dren thought the courts have been
too lenient with people who use com-
puters inappropriately.

After the FBI agent’s visit, the
students practiced their word pro-
cessing skills by writing him thank-
you letters. 0

The Computer
€hronicles

The fourth grade newspaper at Olive
Elementary School in Vista, Califor-
nia, includes articles written by Eski-
mo students at Tununak Elementary
School in Tununak, Alaska.

Likewise, some of the articles in
the Tununak school newspaper have
California bylines.

Each school produces its own edi-
tion of a computer newspaper called
The Computer Chronicles, incorporat-
ing material from its partner school.
The schools exchange floppy disks
containing student stories by mail.
They also exchange completed news-
papers on disk and paper.

At Olive Elementary, teacher Bar-
bara Miller-Souviney assigns the stu-
dents a different topic each week,
like news, sports, weather, and life.
The students use a program called
Computer Chronicles Prompter to
produce articles.

Barbara says her students’ writing
has improved since they began writ-
ing for the newspaper. They are
more careful about spelling and punc-
tuation. And they write more de-
scriptively, so the Eskimo children
will understand what life is like in
California.

From student articles, the Califor-
nia kids learned that Eskimo children
hunt and fish to get food for dinner
and travel on motorized snow-ice ve-
hicles called ski-doos.

Classes in Mexico City, Hawaii,
and Arizona have joined the Comput-
er Chronicles Network, too. Any
school with an Apple computer can
join the network. For $69.95, schools
receive a Computer Chronicles
Prompter in English and Spanish, a
Network Maildisk for sending arti-
cles, teaching suggestions, and a con-
nection with one school. Connections
with additional schools cost $15 per
year. For more information, contact
Margaret Riel, Interlearn Inc., P.O.
Box 342, Cardiff By The Sea, CA
92007; 619/942-0734. =
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The Future of Education

At Your Fingertips

4
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The future is as near as your phone. Imagine being able
to locate college selection information, curriculum
materials, microcomputer courseware descriptions

and reviews, or the |atest in research and reports in any
discipline—instantly. BRS/COLLEAGUE Educator makes
all of these resources available in your office, classroom,
media center or home through almost any microcom-
puter and telephone system.

BRS/COLLEAGUE Educator makes computerized infor-
mation services available to any educational professional.
Teachers, librarians, counselors and administrators can
now fulfill their information needs using the world’s most
powerful computerized retrieval system. COLLEAGUE
Educatoris an easy to learn, menu driven, research system
featuring the most comprehensive educational data
resources—Peterson’s Guides National College
Databank™, the Academic American Encyclopedia,
the ONLINE Microcomputer Software Directery, the
Educational Testing Service Test Collection Database,
ERIC and many others, COLLEAGUE Educator also pro-
vides access to business, science, health and humanities

A

information services previously only available to major
research libraries and institutions.

The COLLEAGUE Educator nationwide network also
enables subscribers to communicate freely using state-
of-the-art electronic mail and electronic newsletter
services. Individuals, agencies and associations may now
easily keep abreast of new developments through this
vast telecommunications network.

Dial-in fo the future of education today, by returming the
coupon for detfails on BRS/COLLEAGUE Educator, the
state-of-the-art in information retrieval.

Bik%

i =

COLLEAGUE

EDUCATOR

BRS/COLLEAGUE
Educator is available
exclusively (for grades

( )Please send me more information on BRS/COLLEAGUE Educator.

( )lam curently a SPIN subscriber. Please send information on a special offer to convert to
BRS/COLLEAGUE, which requires no previous computer experience.

( )l am interested in other Scott, Foresman products. Please send me a catalog.

o M

K-12) through Scoft, NAME
Foresman and
Company, Electronic SCHOOL/POSITION
Publishing Division.
ADDRESS
I
City

STATE ZIP

Mail to: Scott,Foresman and Company, Electronic Publishing
1900 East Lake Avenue, Glenview, IL 60025
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English, Spanish . .. now BASIC and Logo.

Communications means language. Bring the best in
cornputer language education into your classroom.
Hayden Book's1 Speak BASIC series and Explorer's

Guide to Logo series are a complete classroom exper-

ience. . .Student Text, Teacher's Manual and Exam
sets. Order individudlly or as a Classroom Set
(Teacher's Manual, 20 Student Texts and Exam Sef).

Educators qualify for a 20% discount from the
retail list price. And o 30-day preview, except for
Classroom Sets. Call our toll free number to order by
phone. . .1-800-631-0856.

I Speak BASIC Series - Aubrey B. Jones, Jr.
Apple™ TRS-8O™ Atari® VIC™

PET® Commodore é4™ TI99/4A™
Machine-specific BASIC language literacy course for
beginners. Classroom tested. . . uses proven-etffective,
field-tested teaching methods. Solves common pro-
gramming problems for teacher and student. No
previous computer experience needed for tecichers.
Over 200,000 sold for classroom use. Large, bold,
easy-to-read type.

Student Text contains detailed learning objectives,
kev term definitions, examples and exercises, sum-
maries illuminated by large-type diagrams.
Teacher's Manual contains lesson plan aids,

Explorer’s Guide fo Apple Logo —
LCSI Version and MIT Version
Joan Moscovitch Webb, Peter Von Mertens and
Maggie Neville Holmes
A complete introductory Loge package designed
for elementary and junior high schools. "Discovery”
theme leads students through Logo literacy. For
novice tecachers as well as students — no previous
computer experience required to use this set effec-
tively. Uses both theory and hands-on experience to
introduce computer/Logo concepts. Over 50 illustra-
tions make the Student Text an attractive learning tool.
Four steps define activities: Step One — pre-computer
literacy through paired instructions carried out by
students. Step Two — introductory Logo commands
explained. Step Three — examples introducing other
Logo commands. Sfep Four — exercises and short pro-
grams which enrich the student's learning experience:
List Price: Teacher's Manual - $4, Student Text - $13,
Activities Set - §15, Classroom Set - $250.
Deduct 20% for educational discount.

To order your | Speak BASIC and
Explorer’s Guide fo Logo books, mail
coupon or call 1-800-631-0856.

quiz and practice answers. InNJ (201) 393-6315.
Exam Set on spirit duplicating masters
contains on-the-computer activities
and checks student progress.
List Price: Teacher's Manual - $18.75,
Student Text - $9.95, Exam Set - 815,
Classroom Set - $200. Deduct 20% | HAYDEN l
foreducational discount. 00 SHERpTSeeSlTESSRS S 0
I Speak BASIC Series | :
Teach. | Student |Exam| Class. I Huyden Book COI"I‘IPG ny O Purchase Order #
Machine | Manual | Text | Set Set | Dept.TC34
i 0O Check Enclosed
Apple 6165 G175 | 6185 | 6185 | 10 Mulholland Drive,
Atarl 6168 6178 6188 6158 | Hasbrouck Heights, NJ 07604 Bilmy O Visa O MasterCard
PET 6166 6176 | 4186 | 6156 |
TRS-80 6164 674 | 6184 6154 Card #
vic 6169 679 | 6189 | 6159 ] CatalogNo. UnitPrice @ty.  Total e
céa a2 o7z | ols2 | 6152 | Expiration Date
TI-99/4A 6163 6173 6183 4153 | Signature
price st | S1875 5995 | 815 | $200 |
net | SIS §7.80 | §I2 | S160 | oS
Explorer’s Guide to Apple Logo Series |
L Ladd 9 | Position/Dept.
MIT 6231 6232 | 6233 | 6230
LCSI o6 | 2 |6 | o5 | | School
et a ) 4 513 s15 | s250 | en
net | $3.20 | $1040 | $12 | $200 |
| Shipping and Handling  $2.00
Apple, TH99/4A and TRS-EO are trademarks of Appl
Cgrli"\guter, Inc, ‘I%?(as Inslmr?if;‘tl[sflc:gén I?crxdig Shggk? | Residents :ég" and 1c A
respectively. Commodore &4 and VIC are trademarks of I salestax
Commodore Business Machines, Inc. Atari and PET are City/State/Zip
1egistered tradernarks of Atar, Inc. and Commeodore ] TOTAL __
Business Machines, Inc None is affiliated with Hayden
Book Company. Inc. 1 Phone
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By Shiela Swett
Here’s a no-muss, no-fuss way to host a computer fair

at your school.

t was 11 o'clock Saturday

morning, when more than 600

people began filing through
the doors of Horace Greeley
High School in Chappaqua, New
York, for the “Computer Know-
How" fair. An admission charge of $2
for adults and $1 for children under
12 didn’t seem to diminish the
crowds.

Each member of the crowd had a
mission. Parents had come to find out
which computers to buy for their
homes. Older community members
came to see how the next generation
was being educated. And children
came to show off their computer
prowess and to learn some new
tricks.

Elementary and secondary teach-
ers, along with PTA members, were
prepared to deliver. They had set up
a computer fair designed to educate
and entertain. They had arranged
booths with more than 50 borrowed
computers for the public to dabble
with, tables that overflowed with
computer literature, workshops on
everything from BASIC programming
to word processing, and software
demonstrations galore.

The fair itself used two floors of
the school building, plus the cafeteria
for lunch. Lunch was cooked and
served by the sophomore class, who
used the event as their major fund
raiser. They also provided baby-sit-
ting services for children who were
12 years old or younger.

“I came here with a million ques-
tions,” said one fair-goer. “I'm leav-
ing with the answers and so much
more,”

If you and other members of your
school district have been deluged
with questions, such as “What com-
puter should I buy my daughter?”
“What software should we use?” and
“Why are computers so important to
my son’s education?” you might want

to set up your own computer fair.
The fair doesn’t have to be a heavy
burden for teachers. Get your local
PTA or PTO to do the time-consum-
ing work! That's what the Chappaqua
school district did.

The fair's organizers suggest you
follow these steps when setting up a
computer fair at your school:

Form a Committee

Organize a committee of seven to 10
members. Try to include parents, ad-
ministrators, teachers, and students
in the planning.

Set Objectives

Consider the size of the facilities
available to you. Then decide on the
size of the audience you could, or
wish to, accommodate. Will you in-
vite only parents and teachers? Or
will you invite other family members
and community members, too? Also
think about the goals you wish to
accomplish. Will you focus on home
or school applications? Do you want
to raise money?

Plan the Funding

Decide how you will fund the fair.
Will you charge admission? If so, how
much per person? You can get hard-
ware and software vendors to help

(continued)
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‘““Hosting a computer fair for your school district
is a great way to answer parents’ questions and to get everyone
in your community involved with computers.”’

(continued from page 21)

you fund the event by charging them
a small fee in exchange for an exhibi-
tor's booth at the fair. To find ven-
dors, contact the public relations or
marketing offices of companies that
produce computer products for
schools and homes. (Check Teaching
and Computers Advertisers’ Index on
page 69 of this issue for some compa-
ny names.)

Vendors may also be willing to
contribute computer products for a
raffle. A raffle would offset expenses,
as well as attract people to the fair.

Still another way of raising money
is to sell refreshments at the fair.

Get

Approval

Once you are organized, approach
the school board and school adminis-
tration for approval. You will need to
reserve building facilities.

Signs point to workshops and demos.

Set Time

and Place

Give yourselves at least four months
to organize. Beware of scheduling
conflicts with holidays or sports
events.

Delegate

Responsibilities

Give each committee member a pre-
cise task and a specific deadline for
completing it. These responsibilities
should cover setting up booths,
workshops, and perhaps even a swap
shop where computer owners can
buy and sell used computer items.
(See checklist, page 24, for specific
assignments. )

Two students demonstrate software.
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““At almost every computer fair, you’ll find one room
that is jammed with people. That’s the room where the speaker is
discussing ‘Which computer is best for me?’”’

Select

Workshop Topics

Workshops give parents and commu-
nity members an opportunity to ask
questions and experiment with com-
puters. To interest everyone, include
a variety of topics. Following are
some must-discuss subjects recom-
mended by the Chappaqua fair orga-
nizers:

WHICH COMPUTER IS BEST
FOR ME?

At almost every computer fair, you'll
find one room jammed with people.
That’s the room where the speaker is
discussing, “Which computer is best
for me?”

There are two ways to present
this topic. One way is to have one
very alert and knowledgeable speak-
er, with a display of each of the most
popular home computers. The speak-

A tableful of computer publications attracts
browsers.

er explains each machine’s strengths
and weaknesses for at-home use,
demonstrates each computer, and
provides the latest prices for the ma-
chines and their peripherals. A ques-
tion-and-answer period follows.

A second method is to invite one
speaker per machine type. Use par-
ents who can explain why they pur-
chased their particular computers.
This could lead to a lively debate with
plenty of audience participation. Sam-
ple machines should be available to
demonstrate their strengths.

WHAT’S DOING IN
OUR SCHOOLS?

For those parents who really want to
know what is going on at school and
who have a desire to express their
own opinions, schedule a panel dis-
cussion on the subject. Invite faculty
members to describe their own in-
class use of the computer. Use rep-
resentatives from elementary, junior
high, and high schools. Then open up
the discussion to parents in the audi-
ence.

Although this is an important sub-
ject, it won't attract a crowd. Many
parents will figure that they can get
this information another time.

You can educate the abstainers in
other ways. One way is with decora-
tions. Throughout the fair, hang sam-
ples of students’ computer work, like
Logo designs, BASIC program list-
ings, and illustrated stories or papers
typed with a word processor.

Also, let students demonstrate
their expertise firsthand by teaching
parents to use computers or by dem-
onstrating their own programs.

Another method is to include a
written description of your school’s
computer plans in the program each
participant receives. That way par-
ents can take it home and read it at
a convenient time.

HOW-TO WORKSHOPS

You simply must include workshops
on how to program in BASIC and
Logo. Because these are the comput-
er languages most often used in
schools, parents want to know how

they work. You can teach the basics
in a workshop that is fun, low key,
and hands-on. Use student samples
to demonstrate programming con-
cepts that you don’t have time to
cover in the workshop.

Other topics that parents are curi-
ous about include word processing,
database management, modems, and
recording financial data on software,
such as VisiCalc. Workshops on
these subjects could describe what
they are and their practical applica-
tions at home. Whenever possible,
use students or audience members
for demonstrations.

Many people are also interested in
the future of computing. Call a dis-
cussion on the subject “Looking
Ahead.” Include information about ro-
botics and artificial intelligence. Invite
someone to demonstrate how a robot
works.

(continued)

A future computer user peeks in a work-
shop at the Chappaqua computer fair.
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““To raise money for your computer fair, you might want to
charge hardware and software vendors a small fee in
exchange for exhibitors’ booths at the fair.”’

Every computer fair needs a commit-
tee to plan it. Once you have formed
a committee of at least seven mem-
bers, give each person a specific duty
to perform. Following is a list of sug-
gested assignments.

(] PUBLICITY DIRECTOR

Choose someone aggressive to han-
dle publicity. This person should:

® Work with local newspapers and
radio and TV stations.

@ Send flyers about the fair home
with students.

® Organize a student contest to make
the best poster advertising the
event. Then place the posters in key
locations, like grocery stores and
pharmacies, throughout the commu-
nty.

[J TECHNICAL DIRECTOR

This person should have some tech-
nical knowledge and experience with
computers. Duties include:

@ Making sure there are electrical
outlets for each computer.

@ Setting up modems in rooms with
telephone outlets.

e Communicating with the school
maintenance crew. (Their knowledge
of the building will prove indispens-
able on fair day.)

e Making sure all of the computers
work.

® Having backup computers available.

(J DECORATION &
REFRESHMENT DIRECTOR

This job includes:

e Making signs for each room in the
fair.

e Making name tags for the speak-
ers.

® Designing a large map of the build-
ing’s layout.

e Organizing displays of students’
computer work.

® Overseeing the refreshment ser-
vice. (Selling refreshments is a great
opportunity for students to raise
money for class projects.)

JOB CHECKLIST
FOR FAIR PLANNERS:

Parents look on as students demonstrate software programs.

[J FINANCIAL DIRECTOR

The financial director must:

® Set a budget and keep track of
expenses.

e Keep track of costs, including
printing, mailings, speakers’ fees,
and custodial services.

® Make sure the school carries insur-
ance to protect vendors.

@ Provide security for equipment left
overnight at the school.

(] STUDENT COORDINATOR
This person should be familiar with
the students. Duties include:

® Organizing dependable students to
act as guides, to demonstrate soft-
ware, and to serve as computer tu-
tors.

® Overseeing students in providing
refreshments, baby-sitting services,
or other services, such as car wash-

ing.

[ VENDOR COORDINATOR
This person must begin work at least
three months ahead of time. The job

consists of:

@ Inviting the designated vendors to
attend and allowing them one month
to reply.

® Setting up the vendors so they
have enough room for their displays.
@ Supervising them so they don’t be-
come competitive or overbearing.

(] WORKSHOP & SPEAKER
COORDINATOR

Choose a good organizer for this
role. It includes:

® Selecting a variety of panelists for
each discussion group (use teachers
and parents).

® Finding speakers who are knowl-
edgeable and who live nearby for the
workshops.

e (Coordinating the schedules of
speakers and panelists. [ |

Shiela Swett is a computer consul-
tant at Rippowam-Cisqua School in
Bedford, NY. She is a contributing
editor for Teaching and Computers.
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THE ONLY
COMPUTER
THAT MAJORS
IN EDUCATION
CAN LEARN
A LOT FROM YOU.

Acorn got to be a great educational computer by realizing
you can never stop learning. That's why we're now turning to
the experts. Teachers.

Enter the Acorn Computer Learning Contest. You may be
one of six who win an Acorn Computer, and become an Acorn
“Educator of the Year”

Use your experience and ideas to help fit the computer to
the needs of elementary school students. Submit your curricu-
lum proposals, software, workbook, games, etc., anything to
improve computer learning in the classroom.

Winners will be judged in six categories: Mathematics,
Language Arts, Science, Health/Nutrition, Geography/Social
Studies, Miscellaneous. If you win, your original teaching material
will be added to the Acorn learning library and youll receive
an Acorn Computer.

The contest runs from February | — April
30. Fill out this coupon for a full information kit.

Your ideas will give students a better ACORN
education, and we'll give you a better educa-  COMPUTER
tional computer. Acorn. ® 1984 Acorn Computers Carporation

i

o v —

/ Acorn Computer
Learning Contest
¢/o Scholastic Inc.
730 Broadway

New York, NY 10003

Please send me an information kit on the
Acorn/Scholastic Computer Learning Contest.

NAME

SCHOOCL

ADDRESS

CITY

PHOME NUMBER

—— ————— — —— —— "

ATH

CIRCLE 10 ON READER SERVICE CARD

Contest open to presently employed teachers and administrators in K-8 schools in the LS. and Canada. Mo purchase necessary. Void where prohibited.
All entries become the property of Acorn Computers, and cannat be returned.



Celebrate Music in
Our Schools Week— Electronically!

y class is alive with the sounds of music and yours can
M be, too! What’s that? You say you can't play an instru-

ment or direct a choir? That’s all right. You don’t have
to be a musician to teach music—not if you have a
computer. There is a lot of good software available to help you
teach students about the subject. Some programs drill students on
music theories and concepts; some teach children how to use
musical notation to play an instrument or compose a score; still
others provide historical background on great musicians.

Below are three sound-sational music programs that I use with §
my students. I've provided you with summaries of the programs
as well as supplementary activities to use with the entire class.
Everything you need to teach yourself and your students about the
magic of music is here. So get to work! Introduce these programs *
to your students during Music in Our Schools Week, March 5
through 11. '
| Music
{ Computer: Apple O Level: Preschool-Grade 2 O Price: $34.95
O Contact: Lawrence Hall of Science, University of California,
Berkeley, CA 94720; 415/642-3167.

Music is part of the Micros for Micros series, a collection of §
software for preschool and primary students that was developed
by the Math and Computer Education Project (MCEP) at the
i Lawrence Hall of Science. In Music, students choose from a
Hl menu of three programs. The choices are “Make Music,” “Note
Sandwich,” and “Play a Tune.” Each program uses the same basic
format. The number keys I through 8 on your computer keyboard
act as notes on a scale. When students press these keys, the
notes are not only heard, but they are displayed as numbered, §
colored bars that vary in length, according to the pitch of the [
particular note. For example, the sound of do is a long, red bar, |
numbered one; sol is a medium, orange bar, numbered five; and do |
prime is a short, yellow bar, numbered eight.

“Make Music” is an open-ended activity that allows students to
compose short tunes or random sounds with the keyboard. The
i computer stores the notes and can play them back at a fast, slow, i
| or moderate tempo. Students also have a choice of whether to
hear just the notes, see only the bars, or hear the notes and see |
the bars of the music they have created. The one limitation with
this program is that the computer can play and store only 20 notes
at a time. To play more notes, the student must erase the 20
preceding notes and begin again.

The second program in Music, “Note Sandwich,” tests chil-
dren’s listening, memory, and estimating skills. The computer
plays two notes of the scale, and students try to guess the note
that falls between the two. If a student gets stumped with just the




sounds, he or she can ask the computer to flash the music bars on
the screen, to get a visual clue. §

“Play a Tune,” the final option on the program, is a game similar
to “Name That Tune.” Students select one of six tunes for the
computer to play. The computer plays as many as 14 notes of the
tune and displays the bars of the notes on the screen. From this
information, students must recreate the song by pressing the
appropriate number keys. The six tunes are familiar children’s
songs, including “Happy Birthday,” “The Farmer in the Dell,” and
“Twinkle, Twinkle Little Star.” Because the songs are well
known, students can hum them as they try to guess each note. On
the bottom of the screen, the computer displays instructions:
“Press H to hear the computer’s song again.” “ Press P to hear §
the song you created.” This allows children to compare their final |
notes and bars to the computer’s notes and bars. This game can |
be difficult for early preschoolers to play, but they still enjoy
hearing how close their songs come to the actual song.
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t Supplementary Activities
® Use the “Make Music” program to play “Recognize the Notes,”

a game [ created to familiarize students with the notes of the
scale. First, on the chalkboard, draw the eight bars to represent
the scale as it appears on the computer. Turn the monitor away
from the class, and select one student to play a set of 10 random
notes. Ask the child to play the composition again. Students must §f
listen carefully to the sounds and draw the bars that represent the
pattern of notes they hear. Play the music a third time and instruct
students once again to draw the sound bars they hear. Now turn
| the monitor to face the class and play back the notes and bars
il together. Have kids compare their drawings to the the actual
musical pattern. Students are pleased to find that the last pattern
they drew is often the closer of the two to the actual pattern.
They realize the more they listen to a melody, the easier it
#H becomes to recognize individual sounds. {
|l ® Here’s an adaptation of “Note Sandwich,” in which students §
l| identify notes that fall between other notes on the scale. |
il Bring to class a butter knife and eight empty glass jars that are
il the same size. Label the jars 1 through 8. Explain to your students §
| that these jars represent the notes of a scale, and after they are §
il filled with different amounts of water, each jar gives a different §
il tone when tapped with a butter knife. Fill jar number one three- §
il quarters full with water; this will be the lowest note in the scale. §
Leave jar number eight empty; this will be the highest note in the §
| scale. Tap both jars lightly with a butter knife, to demonstrate the
| different tone of each jar. Explain that the larger the volume of
water in the jar, the lower the sound will be when tapped with the
butter knife. Now have students estimate how much water should
be poured into jar number four to make a sound that falls in
between jar one and jar eight. Do this for each of the jars, always
(continued)
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(continued from page 27)

checking the progression of the scale
by tapping the jars with the butter
knife. If the sequence is not right, the
sounds in the jars can always be
changed by adding or pouring out wa-
ter.

Because students are estimating

the sounds through trial and error,
the experiment may get a bit messy
as you pour water from one jar to
another to ensure the correct pro-
gression of the scale. It will be worth
it, though, when students finally hear
the water scale they have created.
@ [f you know how to write music,
try this activity with your students.
On the chalkboard, write the scale of
C, and label each note on the staff.
After students have correctly played
a song that challenged them in the
“Play a Tune” program, pass out mu-
sic paper and instruct kids to write
the notes in the scale of C, using the
staff on the chalkboard as a guide.
The note bars will remain on the
screen, as an extra guide, until the
students press the space bar. To test
if the students wrote the correct
notes, have them exchange papers
and play each other’s songs.

The Music Machine
Computer: Commodore 64

Level: Grades K-12

Price: Check with local dealer.
Contact: Commodore Computers,
1200 Wilson Drive, West Chester,
PA 19380; 215/431-9100.

The Music Machine turns keys
through * on the Commodore key-
board into a musical keyboard. While
students play music, the notes are
displayed on the monitor, on a staff.
The program also allows students to
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make a printout of their composi-
tions.

The user can control the volume,
tone, octave, number of notes that
can be heard at one time, and other
special effects with various keys on
the keyboard. For example, the left
cursor key raises the octave, while
the down cursor key lowers it. For
easy reference, the screen records
what octave, voice, waveform, and
keyboard mode is in use. Each time
the student changes any of these, the
screen reflects the change. Students
can mix these options, without skip-
ping a beat, simply by pressing the
appropriate key. Students can even
select one of seven percussion ac-

* companiments.

Supplementary Activities
@® The percussion option of the soft-
ware is great for teaching about
rhythm. Music Machine offers sev-
en different percussion rhythms.
Each rhythm can play continuously,
with or without musical notes. Here’s
a variation of “Musical Chairs” to
help kids recognize changes in
rhythm.

Arrange the chairs in the class-
room as if you were playing “Musical

Chairs” —in a circle, with one chair
less than the number of participants.
Play one of the rhythm patterns from
the Music Machine and instruct
your students to march to the beat.
After the kids have marched around
the chairs a few times, change the
beat. Instruct students that as soon
as the beat changes, they should
scramble for one of the seats. The
child that remains standing must sit
out for the rest of the game. Remove
one chair, and repeat the game until
only one kid is standing, and one is
sitting. The one who successfully sits
in the remaining chair wins.

® Music Machine can be used to
encourage kids to compose their own
music. Have students work in pairs
and instruct them to think of a feel-
ing, theme, or idea they would like to
write a song about. The tricky part of
this activity is that children cannot
use words, but only sounds, to ex-
press themselves. When the stu-
dents have completed their composi-




tions, select one student from each
pair to play the original score for the
class. Let the class guess what feel-
ing or thought the writers are trying
to convey.

@ Here is another variation of “Name
That Tune,” but this time using the
Music Machine. Your students
probably listen to the radio regularly
and are very familiar with Top Ten
rock and roll tunes. Conduct a class
poll to select your class’s favorite
Top Ten. Write the list on the chalk-
board. Randomly choose a song and
play a brief segment of it on the Mu-
sic Machine. Do this for each of the

“The percussion option in
Music Machine is great for
teaching rhythm. It
provides seven different
kinds.”

songs. Students are to listen carefully
to the notes and write down the
name of the song. Did anyone cor-
rectly guess all 10? To make the
game ‘a little more challenging, play

the songs in a slightly different way
from the popular version— faster,
slower, or in a different octave.

MECC Music Programs
Computer: Music Theory for the
Apple; Music I, II, III for the Atari
Level: Grades 5-12

Price: Music Theory $49; Music
I II, IIT $46

Publisher: MECC, 2520 Broadway
Dr., St. Paul, MN 55113; 612/638-
0600

For the more advanced music class, I
recommend two programs by
MECC: Music Theory for Apple us-
ers, and a similar program for Atari
users called Music I, II, III. Each
offers a wonderful variety of quizzes
on subjects including aural intervals,
counting, enharmonics, key signa-
tures, and rhythm. The programs
use musical tones and graphics to
quiz students.

Each set of exercises has levels of
difficulty, and students choose the
level and the number of questions
they would like to try. If a student
answers incorrectly, the computer
gives the correct answer. The com-
puter also keeps track of the stu-
dent’s score on each set of exercises.

Supplementary Activities

@® A fun way to test students on the
music facts they learned with Music
Theory and Music I, II, III is
through an adaptation of the game
“Mother May I?” I instruct students
to stand in a straight line in the the
back of the classroom. I randomly call
on students to answer music ques-
tions. For example, “How many
beats does a dotted eighth-note re-
ceive?” or “What does mezzo mean?”

The student may advance one step if
the question is answered correctly. If
the student answers incorrectly, he
or she must move back one step.
The first student to reach the finish
line, the computer, gets to play his or
her favorite music program.

More Music Software
Music Maker for TI 99/4A; grades
5-12; $39.95. Texas Instruments,
P.0. Box 225012, M/S 84, Dallas,
TX 75265.

Music Teacher for TRS-80; grades
2-12; $19.95. Instant Software Inc.,
Wayne Green, Inc., Route 101, Pe-
terborough, NH 03458.

Song Writer for Apple, Atari, Com-
modore 64, and IBM PC; grades K-
12; $39.95. Scarborough Systems,
Inc., 25 North Broadway, Tarry-
town, NY 10591.

Lane Weiss is a music teacher at
Kenwood Elementary School in
Bend, OR.
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My Students Use
Computers.

An excellent guide that
provides a scope and
sequence of objectives and
activities for integrating
computers into the K-8
curricula. R4805-9, cloth,
$23.95.

1,2,3 My Computer
and Me.

By joining in the esca-
pades of the rabbit and
turtle, children discover
and learn all about Logo.
R5228-3, paper, $10.95.

Triple Brain Trust.
An excellent game for im-
proving basic reading and
question-answering skills
with topics like General
Sports and Movie Trivia.

R8790-9, book/disk, $34.95. CY gﬂ

Turtle Sourcebook.
A comprehensive guide
and workbook for adults
working with children
learning Turtle graphics.
R7890-8, paper, $21.95.

Using
Microcomputers in
the Classroom.

An excellent introduction

to the personal computer,

ERLOGO
RTLE

PRIy

from

Reston

J,34,3
73D NPTS Y
S8y

1 ,}"i'iﬂ.cnh‘

My Students

! Use Computers

CyberLOGO Turtle

is an easy way 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 con-

cepts necessary to under-

stand how good computer

aided learning is created,

plus new and innovative

ideas to experienced prac-
titioners. 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.

Academic Apple.

Written for parents and
teachers who are inter-
ested in helping youngsters
learn with the aid of an
Apple computer. RO033-2,
paper, $10.95.

Apple Logo Primer.

This handbook makes

learning Logo with an

Apple Il easy for anyone—

no previous experience

needed! RO314-6, paper,$14.95.

A complete line of high quality books
and software for computers and their
use in education. Reston’s tools for the

BASICally Speaking.
A beginner's guide to
BASIC programming and

with the emphasis on
applications of micros in
schools. RB144-9, paper,

$12.95. the story of the microcom-
c trade are perfect for you and your puter. R1168-5, paper, $14.95.
reating Computer students. There are books for the
Computer Literacy:
T Apple, the ATARI, the VIC, BASIC, Piogramming. ~
R O— Logo—just to name a few. Reston—the Prgjogg- ng,

to use BASIC to create
instructional programs,
R1168-5, paper, $14.95.

best source for your computer

education needs.

Encourages a hands-on
exploration of the computer
with a unique approach to

BASIC programming.
RO860-8, paper, $15.95.
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Reston Computer Group

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.

-

SAVE 15%—USE THIS ORDER FORM

Qty. R# Title Price SEND TO:
Name:
Address:
City: State Zip
Subtotal
Less 156%
V-0910-8C-(6) Your state sales tax Send to: Reston Publishing Company, Inc., Dept. M-2
171480 Sunset Hills Road, Reston, VA 22090
0O Check here for our free catalog  Total

These titles are available at vour local bookstore.
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Teach word processing and language arts skills
with these five zany activities.
By Thomas E. Boudrot

emember the old way of writ-
ing a report: begin with yellow
paper; revise on new yellow
2 paper; revise on white paper;
and finish on new white paper? Most
kids apply the brakes after they have
done a second draft!

With the help of a word processing
program, you can create a whole new
writing environment in your classroom.
This new writing method allows students
to delete, insert, and rearrange words
instantly, without having to redo the en-
tire paper. Because correcting errors
with a word processor is easy and re-
sults in a clean draft, students spend less
time worrying about mistakes and more
time revising sentences, experimenting
with style, and concentrating on content.

Before students can take advantage of
this revolutionary way of writing, they
have to learn how to use a word pro-
cessing program. The five activities in
this primer will teach them the funda-
mentals of word processing, including

accessing disk or cassette files, and de-
leting, inserting, and replacing text. The
activities also will help develop language
arts skills, such as identifying hom-
onyms, labeling parts of speech, and
writing sentences and letters of corre-
spondence.

The activities require blank disks or
cassettes and any word processing pro-
gram. Any program will work. A few of
the more popular word processing pro-
grams are Atari Writer (Atari, Inc.), The
Bank Street Writer (Scholastic Inc.),
Scripsit (Tandy/Radio Shack Corp.), T1

- Writer (Texas Instruments), and Word-

Pro (Commodore Business Machines).
If a word processing program is not
available to you, try the Electronic Type-
writer program listed on page 38.
(continued)

Thomas E.Boudrot is a computer coordi-

nator for instruction in the Alief Indepen-
dent School District in Alief, TX.
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Word Processing Skill: Accessing
data files. :
Language Arts Skill: Using letter
clues to solve a word puzzle.
Description of Activity: Accessing
disk or cassette files is an essential
skill in almost all word processing
programs. In order to preserve text
created on the screen, you must
transfer the information to a disk or
cassette. Later, you can bring back
this information, called a data file, to
the screen for editing or printing.

access eight data files to retrieve
clues. They then use the clues to
complete a sentence. The sentence
discloses the name of an additional
data file, where a creature named
Martin is hidden.

Materials: Ten separate data files
(LETTER, CLUES one to eight, and
MARTIN); scrap paper for each stu-
dent; one poster board.
Preparation: Using a word process-
ing program, type Martin’s letter (be-
low) on a blank disk or cassette. Save
the material under the name LET-
TER.Then type in clues at right.

Martin's Letter
Dear Friends:
I'm lost in the land of Floppidisco.
Floppidisco’s a funny place.
I feel as if I'm in outer space.
If you can find my hidden face,
Then you will set me free!
I'll give you clues to find my site.
Write them down—make sure
they're right!
Then think and think with all your
might, and you will set me free!

Signed,
MARTIN

In “Martin’'s Mystery,” students

DATA FILE: CLUES

Create eight separate data files con-
taining each of the following clues.
Save the clues under the names
CLUE1, CLUEZ2, and so on.

CLUEL

Write the following letters on a piece
of paper. They are clues to help you
find Martin! .

MID

Now retrieve CLUEZ2.

CLUE2:

Write the following letters on a piece
of paper. They are clues to help you
find Martin!

ENI

Retrieve CLUE3.

CLUE3:

Write the following clue on a piece of
paper. It will help you find Martin!
THE ? IS AN “A.”

Retrieve CLUEA4.

CLUE4:

Write the following letters on a piece
of paper. They are clues to help you
find Martin!

IEALE

Retrieve CLUES.
CLUES:

On a piece of paper, write the sen-
tence below. It's a clue to help you

find Martin!
I'-/H-D---/-N/?/F-L-/C--L-D/-A-T--.
F-N-/-E/IF/---/-A-!

Retrieve CLUES.

CLUES:

Write the following letters on a piece
of paper. They are clues to help you
find Martin!

MRINIDMY

Retrieve CLUE7.

CLUET:

Write the following letters on a piece
of paper. They are clues to help you
find Martin!

OUCN

Retrieve CLUES.

CLUES:
THIS IS YOUR LAST CLUE!

Put the letters you have written in
the blank spaces in the sentence from
CLUES. Be sure to put them in the
order you uncovered them.

CLUES3 is a special clue.

GOOD LUCK!

Using the same disk or cassette, cre-
ate a ninth file named MARTIN. This
file contains Martin's face and a
greeting. Type: !!!

Hi! I'm Martin! Thanks for setting
me free . ...

Activity: Demonstrate how to load
the word processing program. Then
insert the “Martin’'s Mystery” data
file. Retrieve the LETTER file with
Martin’s letter. Have a student read
the poem out loud.

Show students how to save Mar-
tin's letter and how to recall it to the
screen. Give them time to practice
this procedure. Then, explain that

there are eight clues on the disk,
labeled CLUE1, CLUEZ, etc.

Instruct students to retrieve the
clues, one at a time, and use them to
fill in missing letters in a sentence
provided in CLUE5. The sentence
tells where to find Martin. Post find-
ers’ names on a “Successful Sleuths”
poster.
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THE AMAZING CURSOR

Activity #2
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Make a transparency of “The Amazing Cursor” maze and tape it to your computer screen.

Word Processing Skill: Manipulating
the cursor.

Description of Activity: The cursor
is a small, blinking square on the
screen that indicates where the next
typed text will appear. Every word
processing program has a method of
cursor movement (moving the cursor
to a specific location on the screen)
that allows the writer to edit or read
selected parts of the text.

Some computers have special ar-
row keys for moving the cursor; oth-
ers require a combination of keys,
often including the CTRL key.

In “The Amazing Cursor” activity,
students manipulate the cursor

through a maze.

Materials: Maze transparency ( a-
bove); transparent adhesive tape;
AMAZING data file.

Preparation: Using your word pro-
cessing program and a blank disk or
cassette, create a screen full of peri-
ods. Every character location should
contain a period, from the top of the
screen to the bottom. Save this file
under the name AMAZING.

Make a transparency of the maze.

Activity: Point out the keys needed
for cursor movement on your com-
puter. Move the cursor from top to
bottom, and side to side.
Demonstrate how to move the cur-

sor rapidly. (On some programs, you
use the REPEAT key;, on others,
you press two- or three-key combi-
nations; and on still others, you hold
down a particular key until the cursor
reaches the desired location.)

Load the AMAZING file and tape
your maze to the screen. Make sure
the cursor is at the START position
and the periods are directly under the
lines of the maze. Tell kids to move
the cursor through the maze to reach
the END position.

Have timed races to see who can
get through the maze fastest —both
forward and backward.

(continued)
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Word Processing Skill: Deleting
words.

Language Arts Skill: [dentifying
homonyms.

Description of Activity: On most
word processing programs, you can
delete letters or words with a single
keystroke or a two-keystroke combi-
nation.

In “Homonym Hack-Away,” students
practice deleting incorrect homonyms
in a letter.

Activity #3

Materials: WITCH data file.
Preparation: Using your word pro-
cessing program and a blank disk or
cassette, type the “Which Witch is
Witch?” file that appears on this
page. (Note that some computers
and word processing packages allow
only uppercase letters.) Save the
text under the filename WITCH.
Activity: Demonstrate how to delete
on your program by deleting the first

incorrect homonym in the “Which
Witch is Which?” story. Have stu-
dents work independently to delete
the other incorrect homonyms in the
story. Kids should save the finished
text under their names or print out
copies to hand in.

Provide students with a list of
homonyms. Have them create their
own stories for their friends to “fix”
on the word processor.

Directions: Move the cursor fo the
homonyms n this story. Delete the in-
corvect one. Only the homonym that
fits the story should remain.

Belinda is a WHICH/WITCH.
She’s not YOUR/YOU'RE ordinary
WITCH/WHICH, however. FOUR/
FOR example, Belinda eats only
PEARS/PAIRS and READ/RED
MEAT/MEET. Her HAIR/HARE is
DIED/DYED purple and her skin is
very PALE/PAIL.

When Belinda comes to visit, her
pet BEAR/BARE, Jonathon, always
tags along. THERE/THEY'RE quite
a couple! My neighbors do NOT/
KNOT believe the SIGHT/SITE —a
BARE/BEAR and a WITCH/WHICH
walking up to my door?! Surely the
SUN/SON must be too strong!

iy

Ly .
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Mindy Ball

34 Teaching and Computers



PRIMER

LETTER FROM CAMI 5

s Actwtty#llv »

Load the CAMP file and have stu-
dents insert the words from their ac-
tivity sheets into the corresponding
blanks. Have students read their sto-
ries aloud.

Student Worksheet:
Letter from Camp

Word Processing Skill: Inserting
and replacing words.

Language Arts Skill: Identifying the
parts of speech.

Description of Activity: To insert
letters, words, or even whole para-
graphs into a word processing text,
you must first move the cursor to the
desired location, then insert the de-
sired letters. Some programs have a
special command for inserting; others
allow you simply to type in your text.
When you replace a letter or word,
you delete existing text and insert
new text.

In the “Letter From Camp” activi-

ty, students complete a letter by in-
serting words in place of category
names that are written in parenthe-
ses. The categories include parts of
speech, such as nouns, adjectives,
and so on. :
Materials: CAMP data file; an activi-
ty sheet for each student; insert-
replace reference card.
Preparation: Using your word pro-
cessing program and a blank disk or
cassette, type the “Letter from
Camp.” Save the text under the file-
name CAMP.

Prepare a reference card outlining
the proper procedures for inserting
and replacing text. Tape the card to
the monitor.

Make one copy of the activity
sheet for each student. (See the
mini-facsimile on this page.)
Activity: Have students complete
the activity sheet first.

Name

Directions: Select words that fit
each category below. Write one word
on each line. Then, using the word
processor, complete the story (file-
name CAMP) with the words you
have written.

1. person
2. place

3. animal

4. verb (past tense)

5. person

6. verb

7. number

8. adjective

9. person

10. adjective

11. date

12. vegetable

13. vegetable

14. date

15. place

16. favorite candy

17. son/daughter (Pick one.)

Data File: Letter From Camp

Directions: Replace the words in pa-
rentheses with the corresponding
words on your worksheet.

Dear (person),

I finally made it to (place), and boy
is it interesting. When we arrived, a
huge (animal) charged toward our
bus. We nearly (verb, past tense)!

On the second day, (person) went
for a (verb) in the woods. After (num-
ber) hours, we became worried and
formed a search party. By midnight,
we became (adjective) and returned
to the cabin. And—Tll bet you've
guessed — (person) was asleep in
bed! )

The food is (adjective). The only
thing we ate on (date) was (vegeta-
ble). The camp director said that it
was good for us. You know how
much I like (vegetable).

We will be coming home on (date).
Please pick me up at (place). Oh, by
the way, don't forget to bring along
some (favorite candy)!

Your (son/daughter),

(continued)

AR
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Activity #5

Data File: Uncle Morris’s Will

I, Morris Q. Moneybucks, being of
rich mind and body, leave my earthly
possessions to my three chlldren Doris,
Horace, and Chloris.

To Doris: three pink china teacups,
one moose head, one dozen candles,
contents of the main library, seven um-
brellas, and my brass doorknob.

Word Processing Skill: Inserting,
deleting, and replacing words.
Language Arts Skill: Composing a
letter.

Description of Activity: To keep
students’ minds well-greased, they’ll
need a word processing “tune-up.”
“Uncle Morris's Will” is an indepen-
dent activity to give students practice
in inserting, deleting, replacing, and
composing on a word processing sys-
tem.

Students load a data file with Uncle
Morris’s will on it. Then, following
task cards, they add, delete, and
change items in the will. The final
task card instructs students to com-
pose a letter to Max, Uncle Morris’s
butler.

Materials: MORRIS data file; four
task cards.

Preparation: Using a word process-
ing program and a blank disk or cas-
sette, type “Uncle Morris's Will.”
(See box on this page.) Save the text
under MORRIS.

Cut out and laminate the student
task cards on the opposite page.
Activity: Instruct students to load
the MORRIS file into the computer
and complete the cards in order.

They should save the final versions
of the will and their letters to Max
under their own names or initials.

To Horace: one Rolls Royce (tires not
included), one guitar (stringless), two
pink china teacups (cracked), carving set
(dull), and my old toothbrush.

To Chloris: twenty assorted sewing
machines, five phonograph records, one
phonograph, one pair of tennis shoes,
and my teddy bear.

If anyone fails to collect the loot within
30 days of my departure, it will be given
to my faithful butler, Max.

Signed,

Morris Q. Moneybucks
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TASK CARDS FOR “UNCLE MORRIS’S WILL”
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Cut out and laminate.
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A Simple Word becéésing Program
By Henry Gaylord and Michael Milone

Electronic Typewriter is a very basic word processing
program. An “on-screen” menu shows students how to
compose, delete, replace, save, and retrieve up to one
page of text. Note that the program has limited insertion

For an Atari, Radio Shack, or Commodore version of
this program, send a self-addressed, stamped envelope to
Electronic Typewriter Modifications, Teaching and Com-
puters, 730 Broadway, New York, NY 10003, Remember

to specify which machine you want the modifications for.

capabilites.

DIM A(20),L$(20)
D$ = CHRS (4):V = 1:H = 1:LL

4]

20 FOR I = 1 TO 20: READ A(I): NEXT I
25 HOME
30 VTAB 20: HTAB l: CALL - 958: FOR I = 1 TO 403 PRINT "-";: NEXT I

40 PRINT "CTRL-P=PRINT CTRL-E=END ! MOVE"

50 PRINT "CTRL-C=CLEAR ! WITH ]

60 PRINT “CTRL-S=SAVE  CTRL-L=LOAD ! CTRL- F + G¥

65 PRINT "THE ARROW KEYS DELETE ! Vs

70 VTAB V: HTAB H

80 GET A§$:A = ASC (A$): IF A > 31 THEN 200

90 IF A = 20 THEN CALL - 998

100 IF A = 6 THEN CALL - 1008: GOTO 80

110 IF A = 7 THEN CALL - 1036

120 IF A = 8 THEN CALL - 1008: PRINT CHR§ (32);A$)

125 IF A = 22 AND PEEK (37) < 18 THEN VTAB PEEK (37) + 2

130 IF A = 21 THEN CALL - 1036: PRINT CHR$ (32);: CALL - 1008:Go TO B8O

140 IF A = 12 THEN 2000

150 IF A = 16 THEN 300

155 IF A = 19 THEN 1000

160 IF A = 3 THEN 3000

170 IF A = 5 THEN HOME : END

180 IF A = 13 THEN 200

190 GOTO 80

200 IF PEEK (36) > 38 THEN 500

205 PRINT AS$;

210 ¥ = PEEK (37) + 1:H = PEEK (36) + 1

220 IF PEEK (37) D> 18 THEN PRINT CHR$ (7);: GOTO 250

230 IF PEEK (37) >LL THEN LL = PEEK {37)

235 IF PEEK [36) > 39 AND Af £ > CHR$ (32) AND PEEK (37) = LL THEN 500

240 GOTO 80

250 VTAB 21: HTAB l: CALL - 95B8: PRINT "YOU HAVE FILLED THE BOTTOM LINE.
*: PRINT "PLEASE SAVE, PRINT OUT, OR MOVE UP."

260 PRINT : HTAE 4: PRINT "PRESS THE SPACE BAR TO CONTINUE.";: GET A$

270 ¥V = 19:H = 40: GOTO 30

300 VTAB 21: HTAB l: CALL =~ 958: PRINT : HTAB 8: PRINT "PLEASE WAIT ABOUT
10 SECONDS."

310 FOR L = 1 TO LL + 1:L§(L) = "*

320 FOR C = 0 TO 39

330 L$(L) = L%(L) + CHR§ ( PEEK (A(L) + C))

340 NEXT C,L

350 PR# 1

360 FOR I = 1 TO LL + 1: PRINT L$(I): NEXT I

370 PR# O

380 HOME : FOR I = 1 TO 19: PRINT L§{I}s: NEXT I

390 GOTO 30

430 DATA 1024,1152,1280,1408,1536

440 DATA 1664,1792,1920,1064,1192

450 DATA 1320,1448,1576,1704,1832

460 DATA 1960,1104,1232,1360,1468

500 IF A%$ = CHR$ (32) OR PEEK (37)< > LL OR PEEK (37) > 17 THEN 205

505 EL$ = "":K = A{ PEEK (37) + 1): PRINT Aj;

510 FOR I = 39 TO 1 STEP -

520 § = PEEK (K + I): IF S = 160 THEN 550

530 EL$ = CHRS (S) + EL$

540 NEXT I: GOTO 80

550 VTAB LL + 1: HTAB 41 - LEN (EL$): PRINT SPC({ LEN (EL$)): HTAB l: PRINT
EL§;: COTO 80

1000 VTAB 21: HTAB l: CALL - 958: PRINT "SAVE ON DISK - UNDER WHAT NAME
OR TITLE"

1010 INPUT "WILL THIS BE RECORDED? ";N§

1020 IF N$ = “" THEN 30

1030 VTAE 24: PRINT IS THE NAME OK (Y/N)?";: GET A%

1040 IF A§ = "N" THEN 1000

1050 IF A§ < > "Y' THEN 1030

1055 VTAB 21: PRINT

1060 POKE 2000,LL: POKE 2001,V: POKE 2002,H

1070 PRINT D§;"BSAVE "j;N$;",A$400,L$3F8"

1080 GOTO 30

2000 VTAB 21: HTAB l: CALL =~ 958: PRINT "LOAD FROM DISK - WHAT IS THE

HAME OF"

2010 INPUT "THE RECORDED TYPING? *jN§'

2020 IF N$ = "" THEN 30

2030 VTAB 24: PRINT "IS THE NAME OK (Y/N)?";: GET A$

2040 IF A$ = "N" THEN 2000

2050 IF A$ < > "Y" THEN 2030

2055 VTAB 21: PRINT

2060 PRINT D$;"BLOAD ";N3$;",A$400

2070 LL = PEEK (2000):V = PEEK (2001):H = PEEK (2002)

2080 GOTO 30

3000 V = PEEK (37) + l:H = PEEK (36) + 1

3010 VTAB 21: HTAB 1: CALL - 958: PRINT : PRINT "ARE YOU SURE YOU WAMT TO

CLEAR THE": PRINT "SCREEN (Y/N)? "j;: GET A$: PRINT A$;
3020 IF A$ < 7 "Y" THEN 30
3030 V = 1l:H = 1: GOTO 25
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of Educational Computing
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Shown are the 20 pak &
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M.I.T.™ authorized LOGO disks for Apple™*
Alice in LOGOIland disks and primers.
Utility disks with M.L.T.’s valuable programs
including Dynatrack, Shape and Music Editors
and Sprite Driver Software.

Comprehensive wall charts.

LOGO & Educational Computing Journals.
“Learning with LOGO" by Daniel Watt.

The Official M.I.T. technical manual: LOGO for
Apple 1.

List Prices
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N.Y. Residents add sales tax
Payment in U.S. dollars only
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InfoWorld REVIEW
COMMENTS

1. "You cannot go wrong in buying a
machine thatoperates the M.I.T. imple-
mentation of Logo by Krell Software.”

2. "What excites me is that my son
learned more than the mere arithmetic
that could have been achieved via any
CAl-type program. He learned that the
computer needed him to tell it what to
do just as much as he needed the
computer, and that the two of them
were partners in the learning process.”

3. "My overall opinion of the programis
that itis excellent. In terms of price and
value, you receive your money’s worth."”
Copyright 1983 by Popular Computing, Inc.

a subsidiary of CW Communications, Inc..
Framingham, MA—Reprinted from InfoWorld.

OFTWARE CORPR

The state of the art in educational computing  DEALER INQUIRIES

INVITED
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CIRCLE 27 ON READER SERVICE CARD

Instructional
and enrichment
courseware for
students of all ages ...

Language Arts
Life Science
Teacher Tools
Living Skills
Physical Sciences
Computer Literacy
Math & Statistics

MICRO
POWER
& LIGHT CO.

12820 Hillcrest Rd. #224
Dalias. Texas 75230
214/239-6620
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ELECTRONIC CALENDAR—TEACHER’S GUIDE

The Computer Chip

Everything
you expect a
great camp

to be

> and more!

Atari Computer Camps are like other
great camps—only beffer! That’s
because Atari campers get practical,
state-of-the-art computer instruction
with hands-on experience by com-
puter science professionals, in addi-
tion to a full program of sports and

11983 Atari, Inc. all rights reserved,

social activities.)l\ 2 through
. 8 week
Coed, ages . sessions
10-16 years, ATARI available.

COMPUTER CAMPS

@ A Warner Communications Company.

CALL TOLL FREE 800/847-4180

For more information and a free, color brochure, write to 40
East 34th Street, Dept. TC , New York, N.Y. 10016 (please in-
clude age and phone number). Outside U.S. or in New York
State, call collect 212/889.5200. Staff applicants should apply

actiities on the calendar.

March 1, 2, 9:

How Chips Work

Someone types commands into a
computer keyboard. These keyboard
strokes trigger a series of electrical
signals that travel through tiny path-
ways, or circuifs, on chips. A circuit
contains switches, or logic gates, that
react to this flow of electricity. When
electricity passes through a logic
gate, the switches turn on; when it
stops, the switches turn off.

Every series of on-off switches is
converted into ones and zeros,
known as a binary code. “On” switch-
es are ones and “off’ switches are
zeros. The zeros and ones, in turn,
translate into numbers, letters, and
characters that the computer can dis-
play for humans. Here's an example
of a binary alphabet:

A 0100 0001 N 0100 1110
B 0100 0010 O 0100 1111
C 0100 0011 P 0101 0000
D 0100 0100 Q 0101 0001
E 0100 0101 R 0101 0010
F 0100 0110 S 0101 0011
G 0100 0111 T 0101 0100
H 0100 1000 U 0101 0101
I 0100 1001 V 0101 0110
] 0100 1010 W 0101 0111
K 0100 1011 X 0101 1000
L 0100 1100 Y 0101 1001
M 0100 1101 Z 0101 1010

To help students understand how a
chip works, play “Binary Blitz.”
Make eight red flags and eight green
flags by taping a red or green paper
triangle to the ends of 16 separate
rulers.

Eight students are “logic gates.”
Issue a red and a green flag to each.
One person is “electricity.” The
logic gates line up in front of the
class. Whisper a computer term to
them. The logic gates first decide
how to write the word in binary code.

in writing.

CIRCLE 11 ON READER SERVICE CARD

By Lovraine Hopping

The March calendar explorves the computer chip. This
teacher’s guide provides answers and information for

They then spell the word in binary,
letter by letter, using the flags.

To do this, “electricity” must walk
past the first logic gate, who raises a
red flag for zero or a green flag for
one; and then past the second gate,
who displays a red or green flag, and
so on, until the gates are collectively
showing the binary code for the first
letter. The other students in the
class write the numbers down on
scrap paper, and convert each series
of numbers into a letter.

“Electricity” walks past the eight
gates, once for each letter, until
someone guesses the word. Students
then switch roles and start with a
new word.

March 14:

Types of Chips

ROM chips, RAM chips, and the
CPU (Central Processing Unit), are
all types of computer chips.

March 23:

Making Chips

Engineers design a chip by drawing a
large blueprint of its circuits.  Tech-
nicians then reduce the design,
through photography, to minuscule
size. Placing the blueprints above a
silicon wafer, they bake chemicals
through lines drawn on the blueprint
and onto the silicon. These baked
chemicals form electronic pathways.

March 27:
Before Chips
Before chips, computers used vacu-
um tubes, transistors, and large-scale
integrated circuits. [ ]

Lorraine Hopping is assistant edi-
tor for Teaching and Compulers.
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When in ROM, do as William Oughtred’s
the ROMans. Birthday (15758)

Oughtred invented
the slide rule, a spe-
cial ruler used to cal-
culate math problems.

}

Try This!

The closer circuits
are built, the faster a
computer works.
Stack paper in cor-
ners of the room. See
how fast you can col-
lect paper from each
stack. Put stacks side
by side and see how
long it takes.

IT's Tao Colid

To PLAY OUTSIDE. CoeTbo
. =S . T RO
i o _ - .
6 Fast Fact 1 Ash Wednesday
Microprocessors

smaller than your
thumbnail can run a
digital watch, control
appliances in a home,
or relay thousands of
telephone calls at
once!

Quick Quiz
What do CPU, ROM,
and RAM have in
comrnon, besides
initials?

In the future, lasers,
instead of electricity,
will relay informa-
tion in circuits. Laser
circuits will be even
smaller and faster
than today’s electron-
ic circuits.

Fast Fact

A blueprint (draw-
ing) of circuits for a
single chip can take
up an entire room.
But the finished chip
can be smaller than a
dime!

20

Quick Quiz
Name three devices
that computers of the
past used to transmit
information.

First Day of Spri

p 4
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= Word Day: Chip ‘ Word Day:

E Chips are made of : Microprocessor
silicon, & hard sub- A microprocessor is
stance found in sand a gpecial chip that
and lava. Thousands can perform jobs, us-
of tiny parts on the ing information it is
surface of chips store given. It can do this
and relay informa- because it has a pro-
tion in computers. cessing unit. A micro-

Processor operates
your microcomputer.

o =
Ash Wednesday Howard Aiken’s ‘q Word Day: CGircuits \ Ig

Birthday (1900) Circuits are tiny Q: Why couldn’t the

In 1944, Aiken built pathways on a chip. CPU stay awake?

a computer for doing They carry electric A: Because the key
math. Called the signals to and from “board” it to sleep.
Mark I, it had 800 the CPU (Central Pro- o

miles of wires and 78 cessing Unit).

calculators!

I If circuits are too { lo

close, they heat up
and damage the chip.
To make circuits clos-
er and faster without
overheating, scien-
tists are working on
a computer that can
operate at 460 de-

[ grees below zero.

—
First Day of Spring 22 Try This! ) 2 g Joke Day
23 Write your name as y Q: What do you get
\ small as you can. 4 when you cross Dra-
Fold a piece of paper | cula with a computer?
in half six times. A: A vampire that
How small can you E < “bytes” or a computer
go? Chips are even > l) that “Counts.”

smaller! How do you
think people make
chips so small?

>

Try This! ,3‘ Joke Day
Use reference books Q: Why did the com-
to draw a computer puter cross the road?

A: It was
strapped to
..& chicken.

chip that has circuits
and switches.




The Amazing
Microchip

It's true that great things come in small packages! This
microchip is tiny enough to fit through the eye of a
needie, but it can do all of the computer’s “brain work'
The microchip is made of silicon, a compound found

in sand. It has thousands of message pathways on its
flat surface. The pathways carry electrical signals that
store, retrieve, and process information for the
computer. Some computers have one microchip to do
their work. Other computers contain many microchips.

PHOTO COURTESY OF IBM.
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Look What I Can Do!

I can make a fleet of rockets
blast off! Can you?

Here’'s my Rocket program
listing:

1 REM FLEET OF ROCKETS

10 PRINT * it

20; _PRINT 2 % %l
30: PRINT ¥ ¥ *H
40 (PRINT. W ok ] *0
o6 PRINT: & dkags AW
60 PRINT " * A *©
4 L PRINT, & o xn
80 PRINT " * *o
90 PRINT. ¥ el
100 PRINT ' #*%%ku
110 PRINT " | 1 I "
120 PRINT " | it
130 PRINT : PRINT : PRINT
140 GOTO 10

Enter the program listing
exactly as it appears. Type
RUN and watch the rockets
zoom into outer space!

To stop them from taking
off, press CTRL and C at the
same time, or press the
BREAK key.

@ Make a huge rocket that fills
the whole screen.

® Can you make the rockets
use ‘“reverse thrust” to slow
down? Add this line: 125 FOR
X = 1TO 100: NEXT X.

® Add flying saucers, planes,
and birds to make a night
scene.

® Here's a slick trick that
makes a fleet of 50 rockets

blast off:
5FORR = 1TO 50
140 NEXT R
150 END
Lorraine Hopping

Northville, MI

Joke File

Q: Why did the computer cross
the road?
A: Because the chicken pro-
grammed it to.
Thomas Baker
Pittsburgh, PA

Q: What's the cure for Logo
Fever?
A: Turtle soup.
Marjorie Duby
Randolph, MA

Q: How did the program escape
the mad programmer?

A: It ran.
Twilla Hanks
Sandy, OR
Calling All Kids!

Send your computer tricks
and jokes to Kid's Page,
Teaching and Computers, 730
Broadway, New York, NY
10003. We might publish them
in the Kid's Page, so remem-
ber to include your name,
grade, and address. (]

Nibbles

/HELLO, NIBBLES,

WOULD YOU LI

ROLL OVER! §
HEEL! SIT1 _

ONE DAY TM
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LEARNING CENTER

Adding Input

e e e e e e e e e e

By Sandra Markle

This month’s column ntroduces the INPUT command
through a group lesson and four student task cards.

Setting Up

Add this term to your “Command
Post:”

INPUT: a word in a computer pro-
gram that tells the computer to ac-
cept data that follows it. INPUT also
assigns variables to the data.

A Group Lesson

Last month, students learned that a
variable (a letter assigned to a named
location in the computer’s memory)
can be used to store information for
use in a later part of a program. They
used variables for programs like this:
NEW

10X =10

20Z =5

30 PRINT “X + Z”

40 PRINT X + Z

50 END

In this program, lines 10 and 20 tell
the computer that the value of X
(variable) is 10 and the value of Z
(variable) i1s 5.

Tell students that they can also
assign values to variables by using
the INPUT command. Show students
why the INPUT command is useful
by presenting two versions of a pro-
gram, one without the INPUT com-
mand and one with it. The following
program uses simple variables to fig-
ure out the number of weeks needed
to save enough money for a video
game cartridge:

NEW

105 =25
20A=2

30C =45

40 W = (C-S)yA
50 PRINT W

60 END

Explain that S stands for dollars
saved; A, for the weekly allowance;
C, for the cost of the cartridge; and
W, for the number of weeks needed
to collect enough money to make the
purchase.

0TI,

Program your assets with INPUT.

Have a student type the program
into the computer and RUN it. Then
ask, “How would you make the pro-
gram work if your allowance is in-
creased to $3 a week?” or “What if
the price of the cartridge drops to
$40?” (You would have lo vewrite
lines 20 and 30 to change the values of
Aand C.)

Then tell students that you can
write a program that lets people en-
ter any values for the variables, with-
out rewriting the program!

Write the following on the board:
NEW
10 INPUT “WHAT HAVE YOU
SAVED”;S
20 INPUT “WHAT IS YOUR
WEEKLY ALLOWANCE™; A
30 INPUT “WHAT IS THE COST
OF THE ITEM YOU WANT TO
BUY”;C
40W = (C-S5)/A
50 PRINT “YOU WILL NEED TO
SAVE FOR ";W;“ WEEKS.”

60 END

Tell students that semicolons are
used to connect several tasks for one
command (line 50). Also explain that
the INPUT command can sometimes
take the place of a PRINT command
(lines 10, 20, 30). The computer
prints the words in quotes following
the INPUT command. (This is not
true for Atari and TI computers.
PRINT and INPUT must be used as
separate commands.) Have a student
enter the program into a computer.

RUN the program and have a stu-
dent enter an amount under $10 for
the savings. Ask students at what
variable address this amount is
stored (S). Explain that a variable
name always goes with an INPUT
command so that the computer has
an address for storing and retrieving
information.

RUN the program through a few
times so that students can enter dif-
ferent values and record the results.

Demonstrate that you can also use
PRINT commands to display sen-
tences before an INPUT command.
Show this by rewriting the first two
lines of the program to read:

10 PRINT “WHAT HAVE YOU
SAVED?”
15 INPUT S

RUN the program to check the re-
sults. Ask students which command
they think is more efficient. (INPUT;
using the PRINT command takes up
an extra line each time.)

Using the Task €Cards
Cut out and laminate the four task
cards, and file them in a box near
your computer. Here's a summary of
the cards’ objectives:

Task Card #21: Students discover
what happens when they INPUT the
wrong data. Answer: In all cases, stu-
dents will receive an error message.
Task Card #22: Students input
data into a program. They will need a
measuring tape. Answers will vary.
Task Card #23: Students use the
INPUT command to assign values to
variables. Answers will vary.

Task Card #24: Students practice
the INPUT command, using several
variables. They will need road maps
of the eastern United States and a
pair of dice. Answers will vary. [ ]

Editor’s Note: Programs on the
task cards work for IBM, Radio
Shack, and, Commodore computers.
For Apple, Atari, and TI conver-
sions, see chart, page 76.

A0 Teaching and Computers
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CUT OUT AND LAMINATE

INPUT EXPERIMENT

Type in the following program:

NEW

10 PRINT “ENTER ANY TWO NUMBERS.”

20 INPUT A,B

30C=A+B

40 PRINT “A + B = ”;C

50 END

Type RUN and enter two numbers to see how

the program works. Type RUN again, but this

time only enter one number. What happens?

(Remember: if you get stuck, press CTRL and

C at the same time, or press the BREAK key.)
What happens if you enter more than two

numbers, or if you enter a word instead of a

number? RUN the program two more times to
find out.

LEARNING CENTER TASK CARD

Find out your height in centimeters. Then find
the height, in centimeters, of three of your
friends.

Type the following program into your com-
puter. Remember to type the commas between
variables.

NEW

10 INPUT “TYPE IN' THE FOUR RESULTS
OF YOUR MEASUREMENT TEST”;B,C,D,E
20A=B+C+ D+ E)yd

30 PRINT “THE AVERAGE IS ;A

40 END

RUN the program. When the program asks,
enter the number for each of your measure-

ments. The program will give you the average
height of you and your three friends.
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SCHOLASTIC KEEPS YOU SOFTWARE SMAFT-

ALL YEAR LONG!

FREE CATAI.OGS T

MiCROOOMPUTER SOFTWARE
'NEEDS

FOR ALL YOUR

Largest Selection Available ... Guarantee of Excellence...
Print or NEW Electronic Shopping...Fully Updated...
Our annual 80-page catalog plus supplementary Winter and Spring catalogs offer you the

very best in software programs. Each item is evaluated and fested by computer experts
and educators for classroom performance and reliability—with our money-back guarantes!

CHECK OUT THE BEST

 Scholastic’s Annual
Microcomputer Instructional
Materials Catalog, 1983/84
Featuring more than 400 soff-
ware programs, this is the largest
selection available in one
catalog for K-12. Plus, a com-
plete line of microcomputer sup-
plies, including blank cassettes
and diskettes, labels, dust
covers, books and a sofftware
storage system.

EfSuppIemen’rcrry Winter/Spring
Catalogs

Updates to complete your
regular catalog and widen your
choice of software materials.

NEW ™ The Scholastic
Selectronic™ Catalog
Infroducing the most convenient
way to shop for software today!
Now, with your microcomputer
and modem, you can select soft-
ware programs—electronically!

Write for details, or phone our
special toll-free Selectronic number:
800-222-0093.

SPECIAL OFFER!

With your program,
you get a heavy-
gauge 8%2" x 11" vinyl
storage pouch-page
that's three-hole pun-
ched for standard
8'2" x 11" ring binders,
and capable of hold-
ing two disks or four '

casseftes. Alsoincluded is Scholastic's Infor-
mation Sheet which summarizes important

CIRCLE 35 ON READER SERVICE CARD

program data: grade level, instructional
objectives, loading instructions and a
brief description of the program.

.- Scholastic Inc.

P.O. Box 7501, 2932 East McCarty Street
Jefferson City, MO 65102

YES | want to be software smart all year
long. Put me on your mailing list to receive:

[J The Scholastic Annual Microcomputer
Instructional Materials Catalog, 1983/84

[ The Scholastic Winter and Spring Supple- |
mentary Catalogs

[ Details of the NEW Scholastic
SELECTRONIC™ Catalog

Name
DeptiGrades Taught
School
Address
City
State,

8403 HC

Zip




CUT OUT AND LAMINATE

LEARNING CENTER TASK CARD

This program will tell your fortune! Type it into
your computer and RUN it to see into the near
future.

NEW

10 PRINT “TYPE ANY SIX NUMBERS FROM
1 TO 100.”

20 INPUT A,B,C,D,E,F

30 PRINT “YOU WILL HAVE TO CLEAN
YOUR ROOM ”;D;“ TIMES NEXT WEEK.”
40 PRINT “YOU WILL SUDDENLY GROW
7 A;“ INCHES TOMORROW.”

50 PRINT “YOU'LL ‘GET "F;"* PRESENTS
ON YOUR NEXT BIRTHDAY.”

60X = B + O)-E
70 PRINT “SOMEDAY YOU'LL HAVE ”;X;“
CHILDREN!” .

LEARNING CENTER TASK CARD

Enter the Southeastern Sports Car Rally! Use a
road map to find the shortest route between
each checkpoint on the map. Write the mileage
on a piece of paper.

Roll a pair of dice to see how many one-hour
pit stops you’ll make.

Type in the program listing. RUN it and input
your mileage to see your finishing time.

NEW
10 INPUT “HOW MANY MILES BETWEEN
EACH CHECKPOINT”;A,B,C,D,E,F,G,H

| 200M=A+B+C+D+E+F+G+H
30 INPUT “HOW MANY PIT STOPS DID
YOU MAKE”; X

40S = 55

50T = MS + X

60 PRINT “IT TOOK YOU ”;T;“ HOURS TO
FINISH THE RACE.”

70 END

Variable List Philadelphia
Ato H = Miles between -&Eﬂﬁ
checkpoints =hngmibic
M = Total miles covered 4

9. = Speed AHanis

T = Finishing time = Macen

— Day One.

Tacksenville
= Pey.one Erard)
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COMPUTING IN THE CONTENT AREAS

Develop

Reasonimng Skills

With Snooper Troops

By Amy Dombro and Barbarva Dubitsky

In Snooper Troops, children take notes,
draw maps, and classify information.

SOFTWARE: Swnooper Troops,

Case #1

AGE LEVEL: 10 to adult
PURPOSE: Develops writing, map-
ping, and deductive reasoning skills.
CURRICULUM AREAS: Social
Studies, Reading

HARDWARE AND PERIPHERALS:
Available on disk for the Apple II,
Atari 800, IBM PC, and Commodore
64 computers.

PUBLISHER: Spinnaker Software,
215 First Street, Cambridge, MA
02142.

PRICE: $44.95 for Apple II, Atari
800, and IBM PC computers; $39.95
for Coimnmodore 64.

Program Description
Snooper Troops, Case #1: The Gran-
ife Point Ghost 1s the first of two
Snooper Troops programs that simu-
late a detective's attempt to solve a
crime. In both Snooper Troops pro-
grams the user acts as a detective
who drives a SnoopMobile around
town collecting clues in an attempt to
narrow a list of eight suspects to one.
In Snooper Troops, Case #1, the
detective must find out who is trying
to scare the Kim family out of its new

home. The computer program pro-
vides you with all the equipment
you'll need: a SnoopMobile, a wrist
radio, a SnoopNet computer, and a
camera.

Students are given a booklet that
contains eyewitness reports, photo-
graphs, and background notes on the
key people associated with the crime.
The booklet also provides space in
which to organize notes and a special
page for drawing a map of the town.
The detective quickly finds that it is
necessary to read the booklet care-
fully to get a better understanding of
the suspects and their actions.

Good note taking is crucial in
Snooper Troops. To solve the mys-
tery, the detective is required to
keep track of all information available,
such as the suspects’ phone num-
bers, addresses, and habits.

Important clues are given through-
out the program. The detective must
make inferences and test hypotheses
to solve the crime.

Using the Program in
the Curriculum

Students can use Swrooper Troops indi-
vidually or as a group.

To solve the mystery as part of a
group assignment, assign individual
students to specific jobs. For in-
stance, one student can be responsi-
ble for making the map, another for
keeping track of phone numbers and
addresses, while a third can drive the
SnoopMobile and move the detective
on the screen.

There will be plenty of interaction
between the players. The detective
will need to get addresses from the
student who is compiling this infor-
mation. To go to these addresses,
the detective will then need direc-
tions from the student making the
map of the town.

After vour students have had a
chance to work on the program, you
may want to try the following activi-
ties to supplement some of the skills
and concepts used in Snooper Troops,
Case #1.
oTell your students that Snooper
Troops is a stmulation program. A
simulation program imitates a situa-
tion. In the case of Snooper Troops,
students imitate a detective solving a
mystery.

On the chalkboard, have students
list other ways in which simulations
are used in the world. For example,
some people learn to drive by using a
car simulation, and astronauts use
simulators of space ships. Have
groups of students select a simulation
from the board and dramatize it. For
example, in simulating an airplane
flight, one student could act as the
pilot, who actually flies the plane; an-
other student as the copilot, relaying
information and data to the pilot; and
a third student could be the naviga-
tor, who determines and plans the
flight’s course. The crew in the cock-
pit could be communicating with the
ground crew—an air traffic controller
and a radar tracker—as it waits to
receive clearance for takeoff and
landing.
®As students use Swnooper Troops,
Case #1, they will discover that a
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good detective must take good notes.
Here’s an activity that will give your
students experience in note taking.
Have everyone agree to watch a par-
ticular detective show on TV. As
they watch the show, students are to
jot down all the important clues the
detective uses to solve the mystery.
For instance, in an episode of “Co-
lumbo,” one action that helps the de-
tective learn that Mr. Johnstone is
the murderer is checking his phone
bill to learn that he did have contact
with the victim on the day of the
murder, even though he denies it.
Tell your students to bring in their
notes the following day to compare
their lists.
e®Detectives find clues not only
through research, but also by being
observant. Test your students on

Detective calls for info on suspect.

how much they observe. Ask the
custodian to come into your class,
change a light bulb, and then leave.
Now ask your students to write down
everything they observed and re-
membered. Did anyone notice the
color of the custodian’s socks? Was a

toolbox brought in?

You may find that some of your
students did not notice any details,
while other students remembered
many. After you've explained the im-
portance of observing actions and de-
tails, ask the custodian to come in
again, this time bringing in an over-
head projector. Once the custodian
has left the room, have your students
again write down what they ob-
served. This time they should re-
member and observe more.
eFor some students, Snooper Troops,
Case #1 may be the first time they
have ever created a map. To help
your students become comfortable
with using maps, instruct them to
map out a route they use daily—their
route to and from school. When the

(continued on page 52)

“Fulfills the urgent need educators
have for selecting quality software”

— Harry Weaver, President, Computer Assisted Instruction

In just the past year, literally thousands of educational programs have flooded the market. How does the
prudent educator sift through this mountain of software? Nationwide, educators are turning to Software
Reports. Here's what they have to say about this remarkable guide:

.. .an extremely useful reference tool which provides

fair and accurate evaluations. . . "'
— Dr, Ogvand Dyrli, Professor of Education
University of Connecticut

. . .provides the quickest, most comprehensive and best
organized set of answers that an educator needs when

making a software purchase!’
— David Bullers, Educational Media Director
Cedar Falls, lowa Community Schools

" ..l don't believe any educational facility which uses

computers can get by without such a quide . . .~
— James E. House, Educational Coordinator
Learning Development Services

Join educators across the country who have discovered Software
Reports. Put an end to costly trial-and-error software buying.
Order today by calling (800) 854-1515* or send for a free brochure.

Price: $59.95 plus shipping and handling

*In California. call collect [619) 438-8963
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We need your help. WE'RE FIGHTING FOR YOUR LIFE
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COMPUTING IN THE
CONTENT AREAS
(continued from page 51)

WHAT’S SO GREAT ABOUT SCHOLASTIC’S
BRAND NEW...EASY-TO-UNDERSTAND...
TOTALLY AFFORDABLE COMPUTER WORKBOOK

= 2
PROGRAMS FOR GRADES 1-12?
YOU CAN USE THEM TO TEACH FROM SCHOLASTIC
COMPUTER LITERACY WITH OR
WITHOUT A COMPUTER!

At last, teach the new skills demanded by the A
new technology in a format that will prepare ot

your students for a successful, productive,
hands-on computer experience (compatible
with all computers). Best news of all, these
comprehensive programs have been created to
be just as effective with or withour a computer,

BASIC COMPUTING:
FOR ELEMENTARY STUDENTS

Six 64-page on-level workbooks provide the
perfect introduction to the computer, featuring
skill-building exercises to help your students in
grades 1-6 become better thinkers, while master-
ing the concepls and sirategies that ensure
computer competence. Emphasizes critical
reasoning and problem- solving skills.

NEW TECH BOOKS: FOR SECONDARY STUDENTS

This series features four 80-page worktexts plus a 96-page illustrated Computer Dictionary. Computer
Thinking simulates computer activities; New Jobs/New Technology prepares students for work in the com-
puter age: Word Processing improves writing and editing skills through simulated activities: Understanding
Computers explains, in simple language. what a computer is and does.

Give your students a competitive edge with this new, comprehensive worktext program from Scholastic.
Order today wilh the handy coupon below, or call our toll-free number, 800-325-6149. Call weekdays from
7:00 A.M.~6:00 P.M. Central Time. From Missouri, call 800-392. 2179, From Hawaii and Alaska, call
314-636-5271.

R SCHOLASTIC INC.
2931 E. McCarty St. * P.O. Box 7502 # Jefferson City, MO 65102

Please send me the material indicated below. | understand that | may return material in resaleable condition within 30
days for full credit.

8403 HC

BASIC COMPUTING A-F: NEW TECH:
Book Quan. | ltem # | Title Price | Amt.
fhisa: | ek ] Coade | Bnce | A 34313 | Computer Thinking | $2.95
il L7 34315 | Computer Dictionary | $2.95
Caical ZiB) 14590 34317 | New Jobs/
34305* | 3(C) | $2.95 Mew Technology £2.95
34307 4(0) | $2.95 34319%] Word Processing $2.95
34309 5(E) | %295 34330"| Understanding p—
C s :
38311 | 6(F) | $295 il il
Toral *Available early 1984 Total
FREE Teachers Guide with
Basic Computing minimurm order (Pupil Editions): the purchase of every 25 GCRAND
5 copies per title, copies of any one title. TOTAL

O Payment enclosed (Shipping & handling FREE) [ Please bill me. {Applies only to orders of $15 or more,

Shipping & handling extra; $1.00 minimum.)

NAME
[Please prini)
SCHOOL SCHOOL ADDRESS,
CITY. STATE P
SIGNATURE TITLE GRADE(S)

maps are complete, tell the students
to use the maps to find their way
home. The following day ask your
students if the maps they made
brought them home. If not, did they
leave out a street or a turn?

eMaps can be deceiving if they are
not drawn to a proper scale. Explain
to your students that in map making,
if an object or a location is not drawn
in the correct relation to the size of
or distance from those things around
it, the map can be misleading.

As a homework assignment, in-
struct your students to draw a scale
map of their bedroom. Point out de-
tails they should watch out for, such
as making sure that the poster on the
wall is not a bigger rectangle than the
bed and that the closet door is larger
than the window.
®Using a map can be challenging and
full of surpises. Design a treasure
hunt for your class that can be played
in the classroom or on the school
playground.

Divide the class into groups of
three students. Give each group a
map and clues to indicate what the
treasure is and where it is located.
For instance, one clue might be: “Go
to the Book of Words (the dictionary)
and turn to page 468.” The treasure
seekers would look on the map to
locate the dictionary, go to the dictio-
nary, and turn to page 468. Place a
note between the page which says,
“Locate the coatroom and your trea-
sure will be revealed.” Using the
map, the students would find the
coatroom and locate the treasure. B

Amy Dombro is the head teacher of
the Infant Center at the Bank Street
College of Education, New York
City. Barbara Dubitsky is the di-
rector of the Graduate Certificate
Program in Computers in Education
at Bank Street College.
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& / i SPECIAL

‘w INTRODUCTORY
FREE TRIAL
from Scholastic OFFER—

For Apple lle and Try The Preview Disk
I+ Computers Af No Risk!

D YE S, please enroll

me as a Trial Subscriber
and send my Preview Issue
of the Scholastic MICRO-
ZINE. When my preview disk
arrives, | will have a full 30
days to evaluate it—and
cancel my subscription if |

NAME wish, no questions asked
and no money due. Bill me
SCHOOL just $149.00 for the year.

Whatever | decide, the
SeHORARDRES Preview lIssue is mine to

SIGNATURE/TITLE keep (a $39.95 vaiue].
0608
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Lyndhurst, N.J. O7071-9986



MUANOZMO is
superb, marvelous,
colorful, rewarding,
inviting, motivational,
and in the common
vernacular of
my students...

awesome!” L

—Mr. Norman H. Kresge, 6th grade teacher and elementary

computer instructor, itney Point Central School, Whitney Point, N.Y.
Teachers everywhere are writing letters to us at Each issue of the Scholastic MICHQZINE
Scholastic, congratulating us on the premier comes with a 16-page comprehensive
issue of the MICROZINE! That’s because the Teacher’'s Guide and a 48-page Student Hand-
Scholastic MICROZINE is a unique new con- book that allows students to work inde-
cept in computer learning: a bi-monthly pendently, at their own pace. And MICROZINE
magazine on a microcomputer disk that goes comes to you from Scholastic—-t-he people:
beyond the “skill and drill”” format of most with over 60 years of experience in producing
classroom software. MICROZINE offers: quality educational materials.
_ YN . o
M three new educational programs for Apple = m
computers every other month—15 programs ; ﬁ?:_“ggg "l‘ft:r’:’
in all when you subscribe for a year! | from Scholastic P
= SPECIAL INTRODUCTORY
B interactive, powerful computer disks—now, q FREE TRIAL OFFER—
with print capability! Try The Preview Disk At No Risk!
. . & YES, please enroll me as a Trial Subscriber and send my
M full-color state-of-the-art graphics; exciting, Preview issue of the Scholastic MICROZINE. When my preview
creative program concepts; music, humor, disk arrives, | will have a full 30 days to evaluate it—and cancel
and more—guaranteed to motivate students I my SUbSCfiPtiOHEjj Igw[;f)}}’ nohﬂUEStiOHS asked arllld\m mfmea;’
i i ; i due. Bill me just $149.00 for the year, 5 issues in all. Whatever
!‘n grades ‘},‘8’ and helglhten their desire for decide the Preview Issue is mine to keep (a $39.95 value).
hands on” computer involvement. NAWE
. . j ScHooL
M carefully designed programs that reinforce | SCHOOL ADDRESS
the critical reasoning, problem-solving, and | SIGNATURE/TITLE
programming skills that form the corner- | Please send this to: THE SCHOLASTIC MICROZINE
stone of computer literacy. 1 P.0.Box 645, Lyndhurst, N.J. 07071-9986
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PROGRAM OF THE MONTH

Blood bank technician at work.

By Richard Bollinger

A science lesson that investigates human blood types.

he Computer Blood Bank

program checks the blood

types of a donor and a recip-

ient to determine if a trans-
fusion is possible. Not just any human
blood type can be donated to, or
“mixed with,” another. In this pro-
gram, students learn which blood
types are compatible.

How the Program
Works

A “recipient” and a “donor” enter
their names and blood types. The
program determines if a transfusion
is safe by comparing ABO and RH
blood types.

Despite ABO and RH compatibil-
ity, blood mixing still may clump, al-
though the probability is very low. As
a further safeguard, a crossmatch test
(the actual mixing of blood samples to
check for clumping) is used. This test
is included in the program.

If blood types are not compatible,
students can select another recipient
or donor, or end the program.

Using the Program

in Your Science
Curriculum

Following are discussion topics and
activities for using Computer Blood
Bank in a unit on health or the human
body. _

1. Discuss blood types and
transfusions. All humans have one
of four blood types: A, B, AB, or O.
When one human gives blood to an-
other (a transfuston), blood types
must be compatible. Otherwise,
blood clumps together, and the recip-
ient may die.

Blood types indicate the presence
or absence of A and B antigens. Anti-
gens produce anfibodies that attack
foreign particles in the body. Type A
blood, for example, has A antigens

that produce anti-B antibodies. When
types A and B blood are mixed, the
anti-B antibodies “attack” particles in
the type B blood. That's what pro-
duces clumping.

Type O blood has no antibedies.
Therefore, it can be added to any
blood type without causing clumping.
Type AB blood, on the other hand,
contains both A and B antigens. It
can only be donated to another AB
blood type. (For more information on
blood type relationships, see chart on
this page.)

Blood can also be RH (Rhesus)
positive or negative. Most people are
RH positive, meaning their blood has
RH antigens. Blood from an RH posi-
tive donor can only be given to an RH
positive recipient. An RH negative
type may give to either an RH posi-
tive or negative recipient.

Ask students why they think

someone might need a transfusion.
Common reasons are blood loss from
accidents or surgery. Transfusions
also help patients with anemia, hemo-
philia (inability of blood to clot),
shock, and leukemia.
2. Check blood types. Have stu-
dents use a blood testing kit to deter-
mine their blood types. (See list of
suppliers at end of article.)

They are now ready to use Com-
puter Blood Bank. After students
have played both donor and recipient
roles, have them construct a chart
showing transfusion relationships.
Here’s a sample:

Transfusion Relationships
of A-B-0 Blood Groups

Blood Can Can
Group Donate  Receive
to: from:

0 0ABAB O

A A, AB 0.A

B B, AB 0B

AB AB 0,A,B,AB

(continued on page 56)
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Program Listing for Computer Blood Bank
This program listing is for Atari computers. To convert

‘Shack, and TI computers, see chart, page 76.

the program for use on Apple, Commodore, Radio

1ODIM R$CE
2 DIM E$(L
B REM COMP
4 FRINT CH
10 FRINT “
20 PRINT ¢
30 FPRINT "
40 INFUT R
50 PRINT ©
G0 PRINT
70 PRINT ¢
30 FRINT
90 FRINT
100 PRINT
110 FRINT
120 FPRINT
130 FRINT
140 PRINT
FRESS"
PRINT
INFUT
FRINT
FRINT
GOSLE
TMFUT
FRINT
FRINT
FRINT
PRINT
GOSLE
270 CINFUT

IF DES
IF DE$
IF DE
FRINT
FRINT
FRINT
FRINT
GOSUE
TNFUT
FRINT
FRINT
FRINT
GOSUE
THEUT
IF DH$
FRIMT

810 PRIN

CLUMPL
ERTNT
FRINT
FRINT

53, REBS 3, D625, DESC2H)
Yy DHE (B, RHE (3)
UTER BLOOD BaNK
R (125
WELCOME TO THE COMPUTER BLOOD BANH."
FRINT "FLEASE ENTER THE NaME OF THE"
RECTHFIENT AND FRESS RETURN."
k2
IR (125
WHY DOES "jR%$:" NEED A
FRINT " L ANEMIA"
2o LEUKEMIAY
3 HEMOPHILLAY
" 4. GHOCK"
" ELLOOD LOSS DUE
SURGE
OTHE
YENTER

TRANSFUSTON?Y

S TO ACCIDENTY
1 b
" ?'

TRRINT

A MUMBER (L TO 7) AND
"RETURN, "

T

CHRESC125)

TFRINT "WHICH BELOOD
Lo0o

e

(MR (LS )

TPLEASE ENTER THE MNAME
TAND FRESHS RETURN, "

TYPRE L5

" ; Fedi g g

OF THE DONOR"

INFUT D$

CPRINT "WHICH BLOOD TYFE
Loon

DE

LS “iDw; e

g
g

THEM GOTO
THEM GOTO
THEN GOTO 3000
THEN GOTO 3000
THEN GOTO 3000

3000
3000

AND
AND
AOAND REE="0"
VETOAND REE="AY
TEET AND RES:UARY
CHRECLZS)

TABRD BLOOD TYPES
FPRINT "IS THE RECIFIENT,
YEOSTTIVE OR RH NEGATIVE?"
2000

RH$E

CHRE$ (125D

"TE O THE DOMOR, "iD®s3",
"OR RH NEGATIVE?R"
2000

DHE

et AN Bt
CHESE 12T
IIE'\Ili (=3
UTHE

MIREST, RHY

RH POSLTIVE"

THEM GOTO 3000

TG MATOH "
¢ WTLL DO & CROSSMATOH

PLEASE « ¢ ¢ o " IFRENT

TO 1H00IWEXT Y
THEN FRINT "CROSGMATOH PRODUCED

TR ANS
FPRINT

TUSTON X5 SAFE."
"EOOD LUCK. 6"

SO END

1000 REM BLOOD TYRES
1010 FRINT $PRINT “"TYPE
1020 PRINT "TYPE B"
1030 PRINT “"TYPE AR"
1040 FPRINT "TYFE OV
LOG0 RETURN

2000 REM RH+ R RH-
2010 FRINT (FRINT "RH POSITIVE ()™
2020 FRINT "RH NEGATIVE(->"
2030 FRINT (FRINT "ENTER + OR -
RETURN. "

RETURN

REM TRANSFUSION UNSAFE
FRINT CHR$(125)
FRINT "BLOOD TYFES
FRINT "TRANSFUSION
FRINT "RECIFIENT."
FRINT $FRINT "HHAT
EEST COURSE"

FRINT "0OF ACTION?"
PRINT $PRINT " 1. TRY ANOTHER DOMOR."
FRINT " 24+ TEST A NEW RECIFIENT AND
DONOFR . "
FRINT " 3.
FRINT $PRINT
HOTCE AND"
FRINT "PRESS
INFUT ©

IF C=1 THEN 210
IF C=2 THEN 4
IF C=3 THEN END

an

AND PRESS

2040
3000
3010
d0Z20
a030
3040
3050

DO NOT
MAY BE

MATCH. "

HARMFUL. TO THE"

DO YOU THINK I8 THE
3060
3070
3080

@090
3100

END THE
"ENTER

PROGRAM . "
THE NUMBER OF YOUR

3110
3120
3130
3140
3150

RETURN. "
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A COMPUTER WITHOUT

COMM-+DATA IS QUALITY
SOFTWARE FOR COMMODORE 647 PET; & VIC 20™*

4 PROGRAMS
IN EACH BOOKPACK
ON BOTH
DISK & TAPE.

Discounts and a 15 day FREE
trial period available to schools.

* Registered Trademark of Commeodore Business Machines Inc.

O Toddler Tutor........ (Ages 3-5)

O Primary Math ...... (Grades 1-4)

O English Invaders .. .(Grades 3-6)

O Math Tutor......... (Grades 3-6)

O Gotcha Math ...... (Grades 1-8)
Send for FREE catalog.

comm * ORTA

QUALITY EDUCATIONAL SOFTWARE
IS LIKE A BOOK WITHOUT WORDS

COMPUTER HOUSE, INC.

320 Summit Ave. ® Milford, Ml 48042

(313) 685-0113
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PROGRAM
OF THE MONTH
(continued from page 54)

Ask students why AB is called the
“universal recipient” and O is called
the “universal donor.” (People with
AB blood can receive A, B, AB or O
blood. People with O blood can donate
to people with A, B, AB, or O blood.)

Graph the percentage of A, B, AB,

and O, and of RH positive and RH
negative students in the class. Have
each student make a list of all class-
mates who could safely donate blood
to him or her.
3. Visit a blood bank. In the early
1900s, donors and recipients laid side
by side, and the blood was trans-
ferred immediately. Now, blood from
a donor is stored in containers until it
is needed.

Arrange a field trip to a local blood
bank to show students how a modern
blood bank operates.

et

¥

% Apple is a registered trademark of Apple Computer, Inc.

* wMATH sVOYAGER .,

The Educational Software »
That Grows with Your Children

Math Voyager is a set of eight programs, for grades K-5 with review levels for higher
grades, that cover 390 basic facts (+, —, »,+) plus the traditional arithmetic computations
(+, =, %). Math Voyager discovery programs work because they graphically display the
correct and incorrect responses. The drill programs work because they chec’ every step
and allow assistance when needed. Math Voyager records scores and skill levels of each

session that can be printed or displayed.

MATH VOYAGER

8 Larry Scheinder

— The Voyage Begins —
A VISUAL AFFROACH Ti ARITHMETIC SKILLS

For Apple® |[+,//e,///

RUSH Math Voyager
Send $49.95* per copy to:

* fast-simple loading and operation.

*

implementation of Piaget's and Gagne's
learning theories.

* 6 years of math programs plus review

levels for advanced grades.

sequence chart.

* working in elementary schools, junior
highs and in teacher training programs at
the University of Illinois, University of
lowa, and other universities and colleges.

Purchase Orders/Master Card/Visa call 309/342-.8715.
Recognized educational institutions may purchase on 30 day approval basis.

Computer Learning Services
1705 Cardinal Drive

4 years of development, with emphasis on

easy to follow 25 page, spiral bound
manual with grade referenced scope and

15

Galesburg, [llinois 61401  School: Qty:
Name: Address:
City: Purchase Oldersm:stm:aziﬁiesa, C.0.D., or check accepted. Zp:
Card no.: Exp. Date:
Signature: Phone: P.0. no.

*Add $2.50 per order for shipping. lllinois residents add 6% sales

1
1
!
i
|
|

fax

Suppliers of Blood
Typing Kits

Editor’s note: Kit prices quoted are
based on a 30-student standard.

® (Carolina Biological Supply Co.,
2700 York Rd., Burlington, NC
27215; $17.50,

® Central Scientific, 11222 Melrose
Ave., Franklin Park, IL 60131;
$11.50 (50 students).

® Connecticut Valley Biological Sup-
ply Co., PO Box 326, Southampton,
MA 01073; $8.50.

@ Fisher Educational Materials, 4901
W. LeMoyne St., Chicago, IL 60651;
$7.50.

® Nasco, 901 Janesville Ave., Fort
Atkinson, WI 53538; $8.50.

® Redco-Science Inc., 11 Robinson
Ln., Oxford, CT 06483; $8.50.

® Sargent Welch, 7300 N. Linder
Ave., PO Box 1026, Skoke, IL
60077; $11.75 (25 students).

@ Science Kit, Inc., 777 E. Park Dr.,
Tonawanda, NY 14150; $10.95. ®

Richard Bollinger teaches science
to gifted students at P.S. 85, District
10, Bronx, New York.
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Verbatim Corporation Presents:

THE FLIPSIDE
OF FLOPPIES

_ color posters ideal for classroom display.
. "\\The different posters highlight through

A Basic Introduction to Computers
and Floppy Disks Featuring Robot

Tutor Viktor Verbatim illustration—Parts of a Floppy
Disk,” “Floppies and Disk Drives,”
Technology Tutor Viktor and “Care of Floppies.”

< Thirty student brochures ex-
plaining the proper care and
handling of floppy disks.
This kit, valued at over $50, is
available to educators for a
postage and handling cost of $10.

Verbatim explains the basics of
computers and their partners,
floppy disks.

Prepared in conjunction with
Scholastic Inc., the Educator Kit
is designed to be a comprehensive
teaching tool complete with:
€ A 10-minute VHS or Betamax format
video tape explaining how computers
and floppy disks work together.
© Ateacher’s handbook created
by Scholastic Inc., outlining
creative lesson plans to

Verbatim.

To order, contact:

make learning about Viktor Verbatim
computers and floppy ¢/o Scholastic Inc.
disks fun for 730 Broadway
students. New York, NY 10003
€ Three 17" x 22" (212) 505-3485
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MICRO IDEAS

Quick Computer Tips and Activities

Award Computer
Coupons

To reward students for their achieve-
ments in different subjects, [ give
them computer coupons—coupons
worth extra time on the computer.
They are easy to make, but hard to
acquire.

To make the coupons, cut green
construction paper into 6" x 22" rect-
angles. In each corner, write the val-
ue of the coupon, which might range
from 10 minutes to 30 minutes of
computer time. Across the top write
“Issued to” and leave a space to fill in
a deserving student’s name. Along
the bottom, sign your name and title,
Secretary of the Time. Because we
use Apple computers, in the center

Prevent Static with
Fabric Softener

Ideally, a computer stand should rest
on hard flooring. Today, however,
many newer schools have installed
wall-to-wall carpeting. While carpet-
ing is great for reducing noise and
heat loss, it causes a lot of static
around the computer.

To help prevent static shocks, I
spray a solution of fabric softener and
water on the carpet around the com-
puter. In a plastic spray-bottle, I mix
three parts water to one part soften-
er. The solution does not completely
eliminate the static problem, but it
greatly reduces it. O

Laurie Simpson
Sacramento, CA

€onduct a Logo Parade

Practice executing Logo commands
by conducting a classroom parade.
Clear the desks and chairs from the
center of the classroom; this will be
the parade route. Select a student to
be the grand marshall, the person
who will call out Logo commands and
lead the parade. You may want to be
the grand marshall yourself for the
first few times, until students be-

rectangles by calling out the com-
mands in Logo. For instance, to
make a square the grand marshall
would call out, “To square. Forward
20. Right 90. Forward 20. Right 90.
Forward 20. Right 90. Forward 20.
Right 90.” Students follow the grand
marshall in walking forward 20 steps
and turning right, walking 20 more
steps, and so on.

Let kids take turns being the grand
marshall. O

of the coupon, I draw a large apple
with a bite out of it—like Apple Com-
puter Inc.’s trademark.

It's important to set specific objec-

tives for awarding computer coupons.
For example, if a student receives
100 on a spelling test, I always give
him or her a computer coupon worth
10 minutes. If a student receives 100
on four spelling tests in a row, I give
the student a 30-minute coupon.
Children can redeem their comput-
er coupons whenever they have free
time and the computer is not in use.
When I know I can come in early or
stay late, I declare double coupon
day—a day in which kids are granted
double the time on their coupons! O
Jean Tennis
Nutley, NJ

come familiar with the procedure.
The grand marshall leads the stu-
nts in forming circles, squares, and

Eleanor Zimmerman

d Lock Heaven, PA

Robert Dale
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Wish Students a Happy
St. Patrick’s Day
Greet your students this St. Patrick’s
Day with an unusual computer mes-
sage. The Radio Shack Color Com-
puter program listed below builds a
string of characters that move from
left to right across the montior
screen. As the characters reach their
final destinations on the far left of the
screen, they begin to spell out a spe-
cial March message: HAPPY ST.
PATRICK’S DAY!
10 CLS
20 S$ = “HAPPY ST. PATRICK’'S
DAY!”
30 FORI = 1TO 24
40 C$ = MID$(S$,1,1) + “”
50 IF C$ = “” THEN 100
60 FORJ = 31 TOISTEP -1
70 PRINT@] + 224, C$
80 FOR D = 1 TO 50: NEXT
90 NEXT]
100 NEXT I

Type in RUN and press ENTER.
The message will start to appear. [

Dave Kirchner
Denver, CO

Quick Tip
Plan a field trip to a local computer
store. You'll find that the sales people
are usually happy to demonstrate a
variety of machines and software to
children—particularly if the store ser-
vices your school with hardware and
software. O
Shelia Larso
Detroit, MI

€Check Out New
Programs with This
Bulletin Board
Here's a bulletin board I use to dis-
play children’s original program list-
ings. I glue each listing to a red or
black sheet of construction paper and
arrange the papers on a bulletin
board, in checkerboard fashion. Next
to the “checkerboard,” I draw a black
checker logo, and under that I write
in bold black letters: “Check These
New Programs.”
I encourage children to try each
other’s programs. O
Anne Ritchie
Louisville, KY
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Programming Workbook
Written by Teachers!

A guide to use with your
A Tropast
microcomputer.

$12.95 Educational discount available.

For information:

Champlain College Press
STRAIGHT FORWARD BASIC
P.O.Box670 Rm.12
Burlington, Vt. 06402
(802) 658-0800, x400

€reate New Program
Folders

To encourage my students to write
programs, | have developed “Create
Your Own Program” folders. Each
folder contains a program listing that
students have worked with in the
past.

Students each select a folder and
take it home. As a homework assign-
ment, they study the listing and de-
cide how it can be changed to create
a new program. When the students
return to class, they try out their
new program by typing the new list-
ing into the computer and running it.
If the program works, they make a
printout of the listing and include it
with the original program in the fold-
er. They also store the new program
on their own cassette. If the program
doesn’t work, they try to debug it. O

Mary E. Drew
Calumet City, IL
(continued)

INTELLECTUAL
SOFTWARE

Excellence in:
+ Ease of Use
v+ Educational Content
» Program Design
» Overall Value

* Mathematics

* Geography

* Science

# Health

* Reasoning Skills
+* Careers * Foreign Language
+* Accounting + Fine Arts

% Test Preparation # Law % History

Apple, IBM, TRS-80, Com. 64
30 day return privilege. Send for free catalog.

INTELLECTUAL SOFTWARE
798 North Avenue
Bridgeport, CT 06606
203-335-0906 1-800-232-2224

% Reading

4 Writing Skills
* Grammar

* Vocabulary

* Spelling

CIRCLE 22 ON READER SERVICE CARD
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* EASY TO USE

*» MACHINE CODE SP€EED

» ON-SCREEN INSTRUCTIONS

* 50 GRADES €ACH STUDENT

* 50 STUDENTS €ACH CLASS

* UP TO @ CLASSES

* 6 OR 9 UJEEK PERIODS

* COPYABLE FOR DATA
BRCK-UP

* 5 PRINTED REPORTS

* MID TERM STUDENT €NTRY

SANTA ROSA SOFTIWARE

KEEP-A-GRADE™

ELECTRONIC GRADEKEEPING

(FOR APPLE® COMPUTERS)

* OPTION TO DROP LOWEST
GRADE

» WEIGHTED TEST SCORES

* ADD, DELETE, OR (HANGE
ANY STUDENT, TEST, OR
GRADE

* ONE DISPLAY SHOWS ALL
TEST SCORES, 6/9 WEEK
AVERAGES

* ALPHABETIZES ROSTER

* CLASS ROSTER DUPLICATION

$44.95

P e e e e e

MICRO IDEAS
(continued from page 59)

911 ROBIN AVENUE
MILTON, FLORIDA 32570

(904) 438-4227

APPLE IS REGISTERED TRADEMARK
OF APPLE COMPUTER, INC.

enlookin9 i

RAcross the nation, Data Command microcomputer pregrams are winning the applause
of teachers and students alikel They zero in on crucial reading and math skills, constantly
challenging pupils toward mastery with color, excitement, success|

Data Command programs feature:

* Innovative activities with animated graphics
* Carefully controlled vocabulary levels

* Instant summarization of pupil results

+ Concise teacher support materials

* Fast, efficient implementation

Some typical comments:

"Your programs are some of the best I've ever seen.” ;

Carolyn Rutledge. Reading Director €agle €lem. School, Van Horn, TX

"'You hooked us on both'’ (of the reading programs we previewed.)

Judy Henry, LLC Director Rhodes Elem. School, River Grove, IL

Data Command reading programs are now available for
APPLE TRS-80 COMMODORE

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.

Name
"'The workhorse School

School Address
City State Zip TC
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software
for microcomputers’”
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Decode the Computer
When you press keys on the key-
board, the inside of the computer
does not see anything like the letters
a or b. Instead, it has an electronic
code for each letter of the alphabet,
symbol, numeral, and so on.

Called the binary code, it uses two
symbols, O and 1, to represent all
data. One of these symbols is called a
binary digit, or bit. Several bits orga-
nized in order represent a letter,
number, or punctuation mark.

There are several binary codes.
The most common is ASCII (Ameri-
can Standard Code for Information
Interchange). Type in the Apple pro-
gram listed below. The program will
list all of the symbols used by the
computer, and the ASCII code num-
ber for each. Print out a list for every
student and have students practice
writing and reading messages in the
ASCII code.

10 PRINT

20 PR #1

30 PRINT “CHARACTER"”; SPC

(10);“ASCII CODE”

40 FOR H = 1 TO 29: PRINT “-

":NEXT : PRINT

50 FOR 1 = 33 to 93

60 PRINT SPC( 4); CHR$ (I);

70 FOR J] = 1 TO 17: PRINT

CHGNEXT

&0 PRINT I

90 NEXT

100 PR# 0

110 END =
Michael Milone
Honesdale, PA

Send Us Your

Micro Ideas

Do you have computer activities, bul-
letin boards, or management tips
you'd like to share with computer-
using teachers? 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 we use.
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Use this card today for your | ..~
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Subscription!
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Network
yourself!

There’s an easy and exciting way for you to access
other computer-interested teachers in your school
to all the useful ideas and activities you get

each month in TEACHING AND COMPUTERS Magazine.

Turn yourself into a TEACHING AND his or her own student Task Cards. . . and

COMPUTERS network! to all the projects, ideas, and activities

: that fill every page of TEACHING

How? By taking advantage of our AND COMPUTERS.
money-saving Group Rate.

Think about it.

Under this plan, TEACHING
AND COMPUTERS costs just
$9.95 per year (8 monthly is-
sues) when five or more
subscriptions are ordered by
one individual and deliv-
ered to that one person

each month for

Then, when you renew your sub-
scription for 1984-85, check the
Group Rate box, write in how
many subscriptions your
school needs (remember:

five is the minimum for the
$9.95 rate), and become a

distribution. computer network!
That’s a savings of $6 per Teacl’nng and Cqm-
subscription from our In- puters’ money-saving

~ |\ Group Rate: One more
.| way we’re working for
: today’s classroom

troductory Rate of $15.95.

And it enables every

teacher in your school who teachers.
is teaching with or about

computers to have access E A H “G
to the magazine’s computer :!nd eoﬁthers
posters. . . to the monthly PO Box 645

Electronic Calendar. . . to Lyndhurst, NJ 07071
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with a turtle.

The triangular “turtle” in the IBM Logo computer language is
anything but slow. In fact, this little turtle can quickly
help students think logically in the abstract.

Computer literacy, literally.

IBM Logo helps students think #zd do. In minutes, they can
be writing their first real computer program. With simple
terms like left and right, they can program the turtle to
create on-screen angles, arcs, squares and spirals.

In living color, they sharpen their problem-
solving skills, become more self-reliant and
discover that accomplishment can be lots of fun.
Yet IBM Logo goes far beyond computer literacy.

Joining the knowledge race.

Teachers in higher grades can use IBM Logo
during trigonometry and physics lessons.

Students can use it to diagram an atom. Study
centrifugal force. Draw
the constellation of
Sagittarius or print out
the flag of Swiczerland.
And anyone interested
in programming can use
IBM Logo as preparation
for more advanced computer languages.

Yes, this turtle is a different animal.

To learn more about the Education
Family of programs (as well as the six other
program families in the extensive IBM
software library), visit your authorized
IBM Personal Computer dealer. To learn
where, call 800-447-4700. In Alaska or
Hawaii, 800-477-0890.

OHAL COMPUTER LoGT
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TEAR OUT AND FILE

LESSON SIX:
Iintroducing the
Textsereen

By Steve Tipps
and Tom Lough

In lessons one through five of Logo Notebook, students
used the Logo turtle to construct geometric shapes. Les-
son six teaches students how to use Logo’s TEXT-
SCREEN wmode to produce words and messages. In-
struction begins with simple pencil-and-paper activities
and progresses to actual text activities on the compuler.

i. lettel_' l.etters

L TTE

Objective: Students make designs
on graph paper, using letters and
symbols. Later, students will repro-
duce their “letter letters” on the
Logo screen.

Activity: On graph paper, use tiny
letter T's to construct a larger letter
T. (See samples at left.)

Pass out copies of blank graph pa-
per to each student. Using your large
letter T as an example, have stu-
dents construct similar letters to rep-
resent their names or initials. En-
courage them to make the letters in
different sizes and positions, such as
sideways or upside down.

2. Letter Pictures

ERE I M N J.| .ﬁ'.}jﬁ'.'

In these pictures, letters are grouped to-

gether to form visual images.

Objective: Students use letters to
construct pictures on graph paper.
Activity: Show students samples (at
left) of pictures made by combining
letters. In one of the examples at
left, an arrangement of O’s makes
the top of a tree, while two rows of
I's form its trunk. Have students use
letters to make their own pictures.
Next, introduce students to calli-
grams, or concrete picture poems. In
a calligram, all the letters of a word
make up a picture that is somehow

representative of that word. For ex-
ample, in the illustration of the word
wiggle, at left, the letters are posi-
tioned in a way that makes them look
as if they are wiggling.

Have students make their own cal-

ligrams. Some calligram suggestions
are: feepee, square, circle, car, cily,
boat, water, and house.
Extension: (1) Make a class dictio-
nary of calligrams. (2) Challenge your
students to create a whole scene
containing several calligram poems.

3. Introducing...
PRINT commands!

Objective: Students learn to write
messages on the computer.

Activity: Explain to students that
the PRINT command (LCSI and MIT
Logo only) tells the computer to print
letters, numbers, or characters on
the screen. PRINT [HELLO], for ex-
ample, prints the word HELLO. Ask
students what PRINT [] prints. (A
blank line.) To print a blank line in TI
Logo, use the following command se-

quence: REPEAT 30 [PRINTCHAR
32]. The PRINTCHAR 32 command
prints a blank space. Because there
are 30 blank spaces on a line, repeat-
ing that command 30 times produces
a blank line.

Review the REPEAT command
with students (lesson four of Logo
Notebook). On the board, write RE-
PEAT 100 [PRINT [MEGAN]]. This
prints the name Megan 100 times.

March 1984 @3
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Use simple PRIN

f

alements to make a

The commands REPEAT 100
[PRINT1 [DANA]] (MIT Logo) or
REPEAT 100 [TYPE [DANA]]
(LCSI and TI Logo) print 100 Da-
na’s, one after the next. (Editor’s
Note: LCSI Logo refers to Logo pro-
grams developed by Logo Computer
Systems, Inc. Programs include Ap-
ple Logo, Atari Logo, and IBM Logo.
MIT Logo refers to Krell, Terrapin,
and Commodore Logo. Some com-
mands may vary. Check your user’s
manual for details. )

Encourage students to use PRINT

commands to make simple designs,
such as the square at left. Students
can also use PRINT to add captions
or titles to their pictures.

By entering the Logo EDITOR
mode (see lesson five), students can
write short stories or poems.
Extension: (1) Use REPEAT to fill
exactly one line with the letter A. (2)
Find out how many letters will fit into
a single PRINT statement. (3) Make
a starry night or a snowfall using
PRINT statements and asterisks.
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4. PRINT Commands:

3L

Objective: Students learn more
commands for making designs.
Activity: In order to transfer their
graph paper designs to the computer,
students need to know a few more
commands.

To clear the screen of text, use
the NODRAW command (MIT Logo)
or the following NODRAW proce-
dures:

LCSI Logo
TO NODRAW

TEXTSCREEN

CLEARTEXT

SETCURSOR [0 0]

END

TI Logo
TO NODRAW

TELL TURTLE

NOTURTLE
END

Challenge students to use NO-
DRAW to make a message flash on
the screen. Here are sample pro-
grams:
MIT and LCSI Logo
TO HELLO

NODRAW

PRINT [HELLO, ROBIN!]
END -

TO FLASH.HELLO
REPEAT 10 [HELLO]

END

TI Logo
TO HELLO

NODRAW

TYPE [HELLO, ROBIN!]
END

TO FLASH.HELLO
REPEAT 10 [HELLO]
END

These programs will flash the mes-
sage “HELLO, ROBIN!” very quick-
ly. To slow them down, insert WAIT
10 (LCSI and TI Logo) or REPEAT
500 [1 (MIT Logo) after NODRAW in
the HELLO procedure. REPEAT
500 [] tells the computer to do noth-
ing for the count of 500. Try different
speeds by changing the value after
WAIT or REPEAT.

Use the PRINT [] command (LCSI
and MIT) or REPEAT 30 [PRINT-
CHAR 32] command (TI) to put a
message on any line. For example,
REPEAT 10 [PRINT []1 ] or RE-
PEAT 300 [PRINTCHAR 32] moves
the cursor to the 10th line of the
screen.

Have students experiment with
flashing messages at different speeds
and locations on the screen.




TEAR OUT AND FILE

O 5. Put-the-Gurseor

KTL KTL

KTL KT

Objective: Students learn to manip-
ulate the cursor, using the CURSOR
or SETCURSOR commands.
Activity: The commands, SET-
CURSOR (LCSI) and CURSOR
(MIT), move the cursor to any coor-
dinate location on the screen. For TI
Logo, vary the number of repeats in
the REPEAT X [PRINTCHAR 32]
sequence.

To move the cursor across 20
spaces and down 10 lines, for exam-
ple, use these commands:

CURSOR 20 10 (MIT)
SETCURSOR [20 10] (LCSI)
REPEAT 320 [PRINTCHAR 32] (TI)

Set up Put-the-Cursor challenges
such as the following:

1. Put the cursor in the lower, right
corner and print your name.

2. Put the cursor in the upper, left
corner and print your school.

3. Put the cursor in the middle of the
10th line and print your family name.
4. Put the cursor in each corner and
print your initials.

What happens when the last line is
filled? (In MIT and LCSI Logo, the
text scrolls upward. In TI Logo, the
cursor goes to the top of the screen.)
What happens when you run out of
space on a line? (Words wrap avound
to the next line.)

Have students convert the Put-
the-Cursor challenges into proce-
dures. Here'’s a sample procedure for
placing initials in the four comers of
the screen:

MIT Logo
TO INITIAL

PRINT [KTL]

END

TO PUT.INITIALS
NODRAW
CURSOR 5 2 INITIAL
CURSOR 35 2 INITIAL
CURSOR 5 22 INITIAL
CURSOR 35 22 INITIAL
END

LCSI Logo

TO INITIAL
PRINT [KTL]

END

TO PUT.INITIALS
NODRAW
SETCURSOR [5 2] INITIAL
SETCURSOR [35 2] INITIAL
SETCURSOR [5 22] INITIAL
SETCURSOR [35 22] INITIAL
END

TI Logo

TO INITIAL
TYPE [KTL]

END

TO PUT.INITIALS

NODRAW

REPEAT 65 [PRINTCHAR 32]
INITIAL

REPEAT 15 [PRINTCHAR 32]
INITIAL

REPEAT 489 [PRINTCHAR 32]
INITIAL

REPEAT 15 [PRINTCHAR 32]
INITIAL

REPEAT 60 [PRINTCHAR 32]
INITIAL
END

Steve Tipps is assistant professor of
education at the University of Virgin-
ia, and Tom Lough is editor of the
National Logo Exchange newsletter
in Charlottesville, VA.

Rea Ackerman

March 1984 ©5



" e e e e

"""

TOOLS OF THE TRADE

New and Useful Computer Products

Colorful Diskettes

Disket

STATION
MnsTOR

Organize your diskettes for instant
identification by using disks of differ-
ent colors. Potomac Industries has
developed Station Master Colored
Diskettes that come in 10 different
colors. You can store math programs
on, say, blue disks, social studies ma-
terial on green disks, and so on.
Double-sided or single-sided dis-
kettes can be purchased in packages
of 10 or 100.
Price: $44.95 for package of 10 dou-
ble-sided diskettes; $265 for package of
100 single-sided diskettes. Contact:
Potomac Industries, Ltd., 2501 M
Street N.W., Suite 370, Washington,
DC 20037; 202/833-2182. O
(Circle 1 on Reader Service Card.)

Computer Activity
€ards

Milton Bradley has created two excit-
ing sets of task cards that teach be-
ginning programming skills. One set,
Beginning with BASIC, introduces
students to the BASIC language. The
other, Programming Animation and
Graphics, shows kids how to make
graphic designs and animated art on
the computer.

The Beginning with BASIC card
sets are available for Apple II, TRS-
20, Commodore Pet, Atari 400 and
800, and TI 99 computers. The Pro-
gramming Animation and Graphics
sets are available for Apple II and TI

99 computers.

Price: $9.95. Contact: Milton Brad-
ley, 443 Shaker Road, East Long-
meadow, MA 01028; 800/628-8608.
(Circle 4 on Reader Service Card.)

Turtie Tots

Flexible Systems, the folks who
brought you the educational robot
known as Tasman Turtle, have now
developed Turtle Tot. Turtle Tot is a
smaller, more affordable robot that
operates in conjunction with an Apple
[Ie computer. It has many of the fea-
tures of its older cousin, but at one-
third the price.

Programmable in either BASIC or
Logo languages, Turtle Tot can
move, draw, turn, blink its “eyes,”
and feel its surroundings with touch
sensors. It can be used by children of
all ages, including preschoolers.
Price: $299. Contact: Harvard Asso-
ciates Inc., 260 Beacon Street, Somer-
ville, MA 02143; 617/492-0660.
(Circle 2 on Reader Seyvice Card.)

A Miereo Magazine
Microzine is a bimonthly children’s
magazine that comes on a computer
disk. Several different types of pro-
grams (articles), such as games, sto-
ries, and simulations, are available on
each disk. The programs allow chil-
dren to interact with the magazine's
features, to create additional program
material, and to store information.
Each issue comes with a documenta-
tion booklet.

Microzine is designed for children
ages 10 and older. Four issues are

currently available. Microzine can be
used with Apple II, Apple II Plus, and
Apple Ile computers.

Price: $39.95 per issue; $149 for a
subscription of 6 issues. Contact:
Scholastic Inc., 730 Broadway, New
York, NY 10003; 212/505-3000. O
(Circle 5 on Reader Service Card.)

Right Notch

Double the capacity of your single-
sided disks with Right Notch. This
small, handy tool works like a paper-
punch. Insert a particular portion of a
disk under Right Notch’s tooth-like
razor and press. The machine makes
a square notch just in the right place
to allow you to use the reverse side
of the disk for storage as well. The
razor is encased in plastic, making
Right Notch safe for children to use.
Price: $19.95. Contact: HLS Dupli-
cation, Inc., 1008 Stewart Drive,
Sunnyvale, CA 94086; 408/738-
3416. U
(Circle 6 on Reader Service Card.)

Computer Stickers

Do you know a Computer Command-
er or a Data Demon? Give those
computer students your seal of ap-
proval by embellishing their printouts
with Chrome Computer Stickers.
Printed in black type on chrome foil,
these self-adhesive stickers come in
packages of 18. There are 10 differ-
ent designs.

Price: $1.95. Contact: LKP, 1315 W.
Belmont Avenue, Chicago, IL 60657,
3121281-7633. O
(Circle 3 on Reader Service Card.)

60 Teaching and Computers
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First Encounters

First Encounters is a computer litera-
cy and programming kit designed to
introduce students as young as five
years old to computer terms, opera-
tions, and programming skills. The
kit contains four in-class games to
drill students on computer concepts,
a diskette with introductory pro-
grams, and 12 worksheets to evalu-
ate and reinforce the computer con-
cepts presented. The teacher’s guide
gives instructions, examples, and ad-
ditional activities.

The kit is available for Apple II

Plus, Apple Ile, and Commodore 64
computers.
Price: $98. Contact: Educational Ac-
tivities, 1937 Grand Avenue, Bal-
dwin, NY 11510; 516/223-4666. M
(Circle 7 on Reader Service Card.)

* Details
The Computer EdGame Challenge is a

; computer programming contest like no
i other! It’s simple, FREE and big prizes,
including royalties, can be won. Schools are
encouraged to enter games designed by
classes, although anyone — individual
students, teachers and professionals — can
enter. |

"Contest Divisions

The contest features two major contest
divisions, Elementary (K-8) and Secondary
(9-12), with mathematics, language arts,
sciences, health/nutrition, geography/social
studies and miscellaneous categories.

" Prizes

Each of the 12 winners will receive a com-
puter system worth more than $1,000, in-
cluding an ATARI 800XL Home Computer
with an ATARI 1050 disk drive and an
AMDEK Color-I Plus monitor.

How to Enter
Call (212) 505-3485 for contest information,
or write:

The Computer EdGame Challenge
c/o Scholastic Inc.
730 Broadway, New York, NY 10003

Enter The Verbatim Computer EdGame

CHALLENGE

'SPONSORED BY VERBATIM CORPORATION IN COOPERATION WITH SCHOLASTIC INC.

CIACLE 42 ON READER SERVICE CARD
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SOFTWARE SHOWECGASE

Software Recommended for Teachers by Teachers

Player scores in Tic Tac Show.

Tic Tac Show
Computer: Commodore 64, IBM
PC, Apple
Topic: Authoring program
Level: Grade 1-Aduit
Can you guess the name of the tale
about the Lost Boys, their leader,
and the Darling children? If you said
“Peter Pan,” you would be on the
road to winning Ti¢c Tac Show.
That’s a question from “Children’s
Classics,” one of the subject catego-
ries in Tic Tac Show. The program is
set up like a TV game show. To play,
you select a numbered square on the
screen and answer the question asso-
ciated with it. If yvou answer the
question correctly, the square is
marked with an X or an O. When you
get three squares in a row, you win.
Players challenge each other or the
computer to answer questions cor-
rectly in a number of categories.

Topics include “Computers,” “Sports.

Facts,” “French Vocabulary,” and
“The Presidents.”

But the best part of the game is
that you can make your own topics.
The manual explains how to use the
authoring system and how to save
your quizzes on a separate disk.

For students in first to third
grades, the teacher can create quiz-
zes with appropriate material. The
older students can use the quizzes on
the disk or design their own quizzes.
Letting students create their own
quizzes reinforces concepts learned
in any unit of study and motivates

group interaction.
Type of Software: Disk
Price: $39.95
Policy: Send warranty card for free
backup disk
Source: Computer Advanced Ideas,
1442-A Walnut Street, Suite 341,
Berkeley, CA 94709; 415/526-
9100. O
Ann Dana
Microcomputer Consultant
Hinsdale Junior High School
Hinsdale, IL

Stickybear Numbers
Computer: Apple

Topic: Counting

Level: Preschool-Grade 1

Sally presses the number eight. Eight
cars roll onto the screen. Then she
hits the space bar and one car disap-
pears. Danny has a different method.

Kids count the sundaes devoured by a bear
in Stickybear Numbers.

He presses the space bar first. A big
bear gobbles down an ice cream sun-
dae. When Danny presses the space
bar again, the bear slurps up another
yummy sundae.

Kids can play Stickybear Numbers
two ways. They can press any num-
ber and see that number of objects,
or they can press the space bar and
count from zero to nine objects.

With Stickybear Numbers, counting
is painless, even fun. The colorful
graphics and musical sound effects
captivate children.

The program comes with a poster
that illustrates the numerals from 0
to 9, eight Stickybear stickers, and a
hardcover book called One Bear, Two
Bears. My students take turns bor-
rowing the book for a week.

Type of Software: Disk

Price: $39.95

Policy: $10 backup; 30-day, money-
back guarantee

Source: Xerox Educational Publica-
tions, P.O. Box 16754, 1250 Fair-

wood Ave., Columbus, OH 43216;
800/852-5000. O
David Fiday
Media Director
Laraway District 70-C
Joliet, IL

The Math Connection
Computer: TRS-80 Model I, 111, 4
Topic: Math

Level;: Grades 4-8

In “The Great Robot Race,” players
determine the remainders for simple
division problems. Correct answers
move the racing robots toward the
finish line.

That’s the first game in The Math
Connection. A second game, “Com-
puto,” presents pairs of problems,
likk A + B =9andA x B = 20.
Students must find values for A and
B that satisfy both equations.

The third and final game, “Super
Computo,” asks students to deter-
mine the values of A and B, given
their sum, difference, product, and
quotient. Because it is more ad-
vanced, “Super Computo” is not suit-
able for students in fourth and fifth
grades.

All of the games give hints to guide
the user to the correct answer. The
teacher’s guide documents the pro-
grams well and provides reproducible
worksheets for skill reinforcement.

I use these games to reinforce pre-
viously taught math concepts. “Com-
puto” is excellent for teaching the
use of addition and multiplication ta-
bles. It also lets kids practice listing a

&8 Teaching and Computers
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SOFTWARE SHOWECASE

number’s factors.

Type of Software: 16K cassette,

32K disk

Price: $49

Policy: Backup included; 30-day pre-

view

Source: Sunburst Communications,

39 Washington Ave., Pleasantville,

NY 10570; 914/769-5030. O
Barbara Devir
Sixth Grade Teacher
Woodside School
Peekskill, NY

Social Studies Yolume 2
Computer: Apple

Topic: Social Studies

Level: Grades 3-12

What is the capital of Yugoslavia? If
you don’t know, the computer will
give you a hint: “The first letter of
the capital is B.” The answer, for
those who still don’t know, is Bel-
grade.

Students learn all about geography
with this drill and practice program.
“Continent” teaches students to as-
sociate 86 countries with their conti-
nents. In “Country,” they learn the
capitals and correct spelling of the
countries. “States” teaches the capi-
tals of 50 states, and “States2”
shows their shapes and locations.

These programs work well with
units on U.S. and world geography at
any grade level. We even use the
states programs with bright second
grade students. It's a good idea to
have a map handy until students are
confident about using the program.

The other programs on the disk
are appropriate for students in grades
seven to twelve. They could also be
used with gifted elementary stu-
dents. “Bargain” introduces the pro-
cess of collective bargaining. “Crisis”
simulates the East-West Berlin con-
flict. Students act as governmental
decision-makers in “Fail Safe.” And
“Minnag” teaches' about the geo-
graphic regions of Minnesota.

The documentation is excellent. It

includes background material, repro-
ducible student readings and work-
sheets, maps, ideas for using the
program in class, and creative follow-
up activities.
Type of Software: Disk
Price: $48
Policy: Backup included; 30-day,
money-back guarantee
Source: Minnesota Educational
Computing Consortium (MECQ),
3490 N. Lexington, St. Paul, MN
55112; 612/638-0627.
Awnn Dana
Microcomputer Consultant
Hinsdale Junior High School
Hinsdale, IL

Tiny Tutor

Computer: Commodore 64, VIC-20
Topic: Math

Level: Grades K-2

“Chug-a-chug.” Here come the trol-
ley cars. Three trolley cars plus four
trolley cars equals seven cars on the
track. This is a great way for children
to learn addition and subtraction.

The problems in Tiny Tutor range
in complexity from “1 - 0” to “10 +
9.” There is no time limit for answer-
ing problems. Correct answers are
rewarded with sound effects and a
new problem train.

There are no supplemental written
materials to accompany the program.
But the graphics are super. And Tiny
Tutor provides an excellent introduc-
tion to addition and subtraction.
Type of Software: Disk for Com-
modore 64; cassette for VIC-20
Price: $24.95 for disk; $19.95 for
cassette
Policy: $5 backup
Source: Micro Software Internation-
al, Inc., The Silk Mill, 44 Oak St.,
Newton Upper Falls, MA 02164;
617/527-7510, O

Nancy Watson
Assistant Professor
Burris School
Muncie, IN
(continued)
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VISUAL AIDS FOR COMPUTER LITERACY..... $3.50 each
Brighten up your computer corner with these lively and colorful bulletin board
characters. Students will quickly learn BASIC and LOGO computer vocabulary.
12 Bulletin Board Aids per package.

MBB10 Computer Vocabulary  MBB11 BASIC Vocabulary ~ MBB12 LOGO Vocabulary
COMPUTER LITERACYSERIES ............... $4.95 each

Basic computer literacy and programming material closely correlated, by skills, for
grades 4,5,6. Available in duplicating master (CL) ... 28 pages OR reproducible
format (CRY) ... 32 pages.

MCLO1 or MCR0O1 Computer Literacy
Start with the basics! A must before your students getto a
“hands-on" mode!
MCLO02 or MCR02 BASIC Programming — Book 1
Introduction to programming the Apple microcomputer.
MCLO03 or MCR03 BASIC Programming — Book 2
Sequential step-by-step programming skills with activities to put those
skills into practice.
MCL04 or MCR04 BASIC Programming — Book 3 ... A continuation

MILLIKEN Publishing Co. P.0.Box 21579
St. Louis, MO 63132-0579
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i 7. Oxry 2z Yes, | would like to order... I
, 5 “Qy. No.  Tille Price
_ ; g
- H]
g : g
l Postage & Handling Charges  § A I
l Total Amount Enclosed (check or money order) § l
Name
l School Name I
I School Address I
l City State Zip I
Signature Date
l MILLIKEN Publishing Co. P.0. Box 21579 St. Louis, MO 63132-0579 I

it GIRL SINGS . THE CAT HOPS TO
HE STORE . THE BOY DAHCES TO
THE GIRL .

'ESC' to run the story again.)
27 & DICTIONARY [3 DISK |4 CHOICES

An tllustrated Story Machine story.

Story Machine

Computer: Commodore 64, Atari
(48K), Apple, IBM PC, IBM
Compaq

Topic: Language Arts

Level: Grades K—4

A student types, “The cat dances to
the trees.” Suddenly, on the screen,
a cat dances toward some trees. The
story continues with boys singing to
fences and flowers hopping to girls.

The student is learning to write
grammatical sentences with Story
Machine. The program has 45 words
in its vocabulary. The sentences re-
quire correct grammar and spelling,
or they are erased from the screen.
Students can save their stories on a
separate disk for instant recall.

I have been searching for a pro-
gram to help primary students devel-
op writing skills. Story Machine does
it! It is the most motivating language
tool I have found for the computer
yet.

Type of Software: Disk for Apple,
IBM, and Atari; ROM cartridge for
Atari and Commodore
Price: $34.95 for disk; $39.95 for
cartridge
Policy: $12 backup
Source: Spinnaker Software Corp.,
215 First Street, Cambridge, MA
02142; 617/868-4700. |
Joe Herz
Primary Teacher
Camino Union School District
Camino, CA
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SOFTWARE SHOWCASE

e s

Guip!! & Arrow
Graphics
Computer: Atari, Apple

- Topic: Math
Level: Grades 1-5

“You don’t want the big fish to gobble
up the little fish. So you answer 20
arithmetic problems correctly, as fast
as you can. If you save the little fish,
you get to play a bonus game. Other-

Twy to find the answer to this multiplica-
tion problem before the big fish ecats the
little fish.

wise, the predator will feast on your
mistakes.

In Gulp!!, players learn addition
and multiplication through timed, ba-
sic fact drills. Players choose the op-
eration (addition or multiplication),
the level of difficulty, and the speed.

The other game in this software
package, Arrow Graphics, teaches
problem solving and directionality.
Players try to duplicate an arrow pat-
tern by using letter commands. For
example, L3R2L4 tells the computer
to move three spaces to the left, two
spaces to the right, and then four
spaces to the left.

The exciting animation of both pro-
grams motivates children to learn
arithmetic and directionality. The
teacher’s kit includes additional work-
sheets, games, enrichment ideas,
stickers, and a letter to parents.

Use this package in a learning cen-
ter to complement other activities.
Try setting up other fishing games to
help students learn basic facts.

Type of Software: Cassette for

Atari 400; disk for others

Price: $34.95 cassette; $39.95 disk
Policy: $15 backup disk; 30-day re-
fund

Source: Milliken Publishing Co.,
1100 Research Blvd., St. Louis, MO

63132; 314/991-4220. [ |
Beth Lazerick
Computer Education Coordinator
Moreland School

Shaker Heights, OH

Children practice subtraction skills with
this math drill from Gulp!! & Arrow
Graphics.

EZLOGO

For Catalog
Write or Call:
{612) 481-3500

Introducing

MECC LOGO PRODUCTS

With EZ Logo’s simple commands, children who are just beginning to read and compute can
successfully use turtle graphics. EZ Logo is used in conjunction with Apple Logo software.

APPLE LOGO IN THE CLASSROOM
The manual, divided into ten modules, tracks the student from learning the language to
using Logo as a problem-solving tool. The manual is designed to accompany the Logo lan-
guage software published by Apple Computer, Inc.

INTRODUCTION TO LOGO FOR TEACHERS
This guide provides step-by-step session plans and participant materials for a twelve-hour
training workshop for teachers in the use of Logo in the classroom.

Minnesota Educational Computing Consortium

3490 Lexington Avenue North
St. Paul, Minnesota 55112

Preschool — Grade 3
Price: $48.00

Grades 5-7
Price: $28.00

Training manual and diskette
Price: $49.00

TR o TEGH R < ST
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Fund Raising can be

FUN and PROFITABLE
with

Badge A Minit

Fund raising doesn't have to be a dull and il
unimaginative activity. This year let your group o i
have fun while making bright, colorful pin-back P
buttons with Badge-A-Minit. Our FREE catalog
and idea book will show you how!

These buttons are fast and easy to make, and fun to wear.

The profits to be made will amaze you!

An initial purchase of our famous Starter Kit, 500 pin-back button
parts, and 500, 1 color custom printed button designs costs only
$145.30.

Each button will sell for $1.00, making your profit after the initial outlay
$354.70! What a fun and easy way to raise money for your cause!

Write today for our FREE 48 page catalog full of fund-raising products,
ideas and information about custom printing from Badge-A-Minit. Or send
for your Starter Kit with everything you need to get started.

Badge-A-Minit Ltd. Dept TCP384 Box 800 Civic Industrial Park, LaSalle, IL 61301

[] Please send me the Badge-A-Minit [] Send me the FREE 48 page full-color
Starter Kit foronly $24.95 plus $1.75 Badge-A-Minit catalog and idea book.
shipping fee. (Il. residents
add 81.50tax.) Name

[ VWisa [] MasterCard [] American Express Address

Credit Card # City

Exps e oo State Zip

UNCONDITIONAL MONEY BACK GUARANTEE

e e

READINESS
REPRODUCIBLES
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THE Selected Mlcrocomputer

GOLD s
MEDAL o -

It signifies excellence and
performance unsurpassed
by any other competitor on
the field. When you select
educational courseware from
Opportunities for Learning,
you are assured of the quality
that comes from being the
best.

We have to be...our customers depend on it.

Write for your FREE copy of the Selected Micro-
computer Software catalog.

OPPORTUNITIES FOR LEARNING, INC.
8950 Lurline Ave,, Dept. .75

Chatsworth, CA 91311

(818) 341-2535

Two Worksheets on Sequence

f you want a computer to do a

job for you, you not only have to

tell it how to do every single part

of the job, you also need to tell
the computer in what order to do
each part. The next two pages are
worksheets that introduce students
to the importance of doing a job in
step-by-step order. Tear the sheets
out, run them off, and you've got the
raw material for a computer lesson
on sequence.

Tell students that they perform
most actions, or “jobs,” in a step-by-
step order. For example, if Patty
wants to take her pet monkey for a
walk, she (1) finds the monkey's
leash, (2) fastens the leash to the
monkey’s collar, (3) holds the leash in
her hand, (4) opens the front door,
and (5) leads the monkey outside by
the leash.

Ask students what would happen if
Patty had performed step three bhe-
fore step four. (The monkey might
have escaped through the open
door.) The order a job is performed
in then is very important.

Pass out the worksheet entitled
“How to Make Toast.” The sheet
shows four steps a robot might take
to make toast. Students are to num-
ber the steps in the order the robot
must perform them. (Answers from
left to right, top to bottom are: 3, 1,
2, 4.)

Ask students to draw a picture on
the back of the worksheet that shows
what would happen if the robot per-
formed the first step before the sec-
ond step. (Answer: The picture
should show the plastic bread wrap-
per in the toaster.)

Pass out the worksheet eutltled
“Tobs Have Order.” The sheet con-
tains steps needed to perform two
jobs. One job is to make a snowman;
the other, to wash a dog. Tell stu-
dents to number the steps for each
job. (Answers: Make a Snowman—2,
3, 1; Wash a Dog—3, 2, 1.)

T2 Teaching and Computers



Theresa Anderko
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How to Make Toast

Put this picture story in the right order.
Use numbers 1, 2, 3, 4.

Number. . Number

March 1984 ¥3

Uses: copy machine, opague projector, or transparency master for overhead projector. Scholastic Inc, grants teacher-subscribers of Teaching and Computers permission to reproduce these pages for

use in their cassrooms. Copyright ©

1984 by Scholastic Inc.
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READINESS REPRODVCIBLES

NAME

Jobs Have Ovder

Put the steps of each job in the right order.
Use numbers 1, 2, 3.

MAKE A SNOWMAN

____Put three snowballs on top
of each other.

__Make three big snowballs.

___ Dress the snowman.

¢ ~
WASH A DOG = LU &
2 RS 1)
_Scrub the dog with a brush. Q :Q (?‘ ° S/ 2E2 0 o
2 o
. o (<< C -
___Put the dog in a tub. o . Y- o \©
o . - ., _/_/ ©
____Fill a tub with soap and water. ,- x- RO og ¥ 7
& — cQ C ) = - Qp e, )
@ c {" >~ ) L Q 2 ~ < o
o c < |
1
()¢ o
o[@ ' b A
" 0) o : o & :@ a (/4 £ 63) 7 o
ol <-=-5'o°" —- _— &~ m HIHHMU_LLL. s —
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HOW CAN SCHOLASTIC
MAKE ‘THE BEST WORD PROCESSING
PROGRAM EVER DEVELOPED FOR
CLASSROOM USE EVEN BETTER?

By introducing a version for

the IBM-PC, and by publishing |

The Bank Street Writer Activity |
Book, that’s how!

Scholastic’s School Edition
of THE BANK STREET
WRITER is earning rave
reviews from thousands
of teachers and stu-
dents, grades 4-12.

This powerful writing
and language arts tooi
has proven to be as-
tonishingly easy to use...and
astonishingly successful in
motivating students to
develop composition skills
through the writing process.

The User’s Handbook is the
key to classroom success,
and only Scholastic has it!

No other word processing pro-
gramis as free of jargon. . .as self-
directing...as easy touse as THE

step introduction

to THE WRITER, plus practice
activities students and teachers
may use to familiarize themselves
with the program.

.....

tainsaseriesof |
introductory les- i’j P‘
sons, each with a
self-test, and ten
writing projects:
abook report, a
news article,
business and
personal let-
ters, and more.

, With the new ACTIVITY BOOK,
. students can use THE BANK STREET

WRITER at computers not located in the
classroom...print the results...then
work with their writings back in the
classroom under teacher supervision.

Thanks to Scholastic, the best word
processing program ever developed
for young writers is, more than ever,
the ideal one for your classroom.

BANK STREET WRITER. Now available for Apple :
s owners: The Activity Book
And no edition of THE BANK for The Bank S tree:yW SlteE
STREET WRITER works as well in L
the classroom as Scholastic’s! To allow for independent student fis
> SH writing with THE BANK STREET
e SRRty the User’s Handbook. WRITER, Scholastic announces an ; ““2’“;-'55//
The Handbook contains a step-by-  important new workbook. Itcon-  Isn’t it time you tried it?
] T S A D R R N N R ) O R I A S O NS T N N O I Y
School Edition of Ship to:
30-DAY APPROVAL ORDER THE BANK STREET WRITER.
I $95.00 per package* I
I Scholastic’s School Edition: CHie b | e I
,I'I'IE BANK STREET @ IBM-PC (vk97474-2) Sl
I WRITER APPLE (Nk94180-1) I
l ATARI (NK93886-X) <ehooT Addioss I
Scholastic’s Evaluation Offer COMMODORE 64 (NK92742.6)
I 1 understand I may evaluate these e e L s e o Ste Zip l
materials for up to 30 days. If any ACTIVITY BOOK FOR
I of it fails to meet my needs, I may. THE BANK STREET WRITER. SEnatoe l
l return it within that time (in re- $39.95 per set** l
saleable condition) for a full Number Mail to:
I refund or cancellation of my bill. ofach A SCHOLASTIC INC. I
Apple version (Nk34329) 2931 E. McCarty Street, P.O. Box 7502 |
I **Set contains 10 books and 8-page Teacher Guide. Jefferson City, MO 65102 403H ‘
D e R B R O D I I O R O T I O R [ R T P
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How to €onvert T& € Programs to Ocher Machines

Some of the articles in this issue of Teaching and Computers
contain program listings specific to one microcomputer brand.
Use this conversion chart to modify and enhance programs for
use on other brands of microcomputers. For more details on
how to use specific commands, refer to your user’s manual.

PROGRAM OF THE MONTH: €omputer
Blood Bamlk, page 46 (Atari)

Machine Lines Conversion

Apple 122 Delete these lines.
4, 50, 170, 210, 500,  Change PRINT CHR$
560, 800, 3010 (125) to HOME.
Commodore 1, 2 Delete these lines.
4, 50, 170, 210, 500,  Change PRINT CHR$
560, 800, 3010 (125) to PRINT CHRS

(147).

Editor’'s Note: The VIC-20 displays 22 characters per line.
Shorten print statements or add extra print statements to ac-
commodate the VIC-20 screen.

Delete these lines.

Change PRINT CHR$
(125) to CLS.

Change PRESS RE-
TURN to PRESS EN-
TER.

Change X = RND
(100*INT(1)) + 1 to
X = RND (100).

Editor’s Note: The TRS-80 Model III displays 64 characters
per line. You may want to include more text in the print
statements.

Radio Shack 1, 2

4, 50, 170, 210, 500,
560, 800, 3010

30, 150, 2030, 3110

840

COMMAND CONVERSION CHART

LEARNING CENTER CARD #2212,
page 47 (IBM, Commodore, Radio Shack)

Machine Lines €onversion

Apple 10 10 INPUT “TYPE IN...TEST.”;
B,C,D,E

Atari 10,15 10 PRINT “TYPE IN... TEST.”
15 INPUT B,C,D,E

TI 10 to 14 10 PRINT “TYPE IN... TEST.” Put

INPUT statements on separate lines.
For example, 11 INPUT A,
12 INPUT B, and so on.

LEARNING CENTER CARD #23,
page 49 (All but TI)

Machine Lines €onversion
Tl 20 to 25

Put INPUT commands on separate
lines. For example, 20 INPUT A,
21 INPUT B, and so on.

LEARNING CENTER €CARD #24,
page 49 (Commodore, IBM, Radio Shack)

Machine Lines €onversion

Apple 10, 30 Add a question mark and space after
each question.

Atari 10, 30 10 PRINT “HOW...CHECK-
POINT?™: INPUT A B,C,
D,E,F.G,H
30 PRINT “HOW...MAKE?": IN-
PUT X

TI 10to 18 10 PRINT “HOW...CHECK-

POINT?"” Put INPUT statements on
separate lines. For example, 11 IN-
PUT A, 12 INPUT B, 13 INPUT C,

TI 1,2

Delete these lines.

4, 50, 170, 210, 500,
560, 800, 3010

Change PRINT CHR$
(125)to CALL CLEAR.

30, 150, 2030, 3110

Change PRESS" RE-
TURN to PRESS EN-
TER.

3050, 3070, 3100

70, 140, 180, 520, 830,
890, 1010, 2010, 2030

Put PRINT state-
ments on sepa-
rate lines. Example:
70 PRINT

75 PRINT “ 1. ANE-
MIA”

and so on.

KID°S PAGE: Fileet of Rockets,

page 45 (All but TI)

Machine Lines

Conversion

TI 130, 135,
137

Put PRINT statements on separate
lines. Program should read:

130 PRINT

135 PRINT

137 PRINT

FO Teaching and Computers



WHAT ARE THE
"NATURALD FOR OKILL
PRACTICE ON OUR NEW
COMPUTERD

PUNCTUATION

fi CAPITALIZATION.
AND WE CAN

PRACTICE BOTH WITH
RANDOM HOUSE
FUNDAMENTAL
PUNCTUATION
PRACTICE AND
FUNDAMENTAL
CAPITALIZATION
PRACTICE
COURSEWARE!

The bestselling 33-lesson Fundamental Punctuation Practice for grade
levels 2-8 gives instruction as well as practice in all major punctuation
rules and usage—all the way up the scale from end-of-sentence marks
to coordinating conjunctions. And now, moving another big step
ahead, Fundamental Capitalization Practice provides 24 lessons
in capitalization for levels 3-8—giving practice in all the important
rules one at a time. With both programs, students get all the
practice and review they need to get it all right and move
comfortably into tomorrow. Teachers get easy-to-use
Teacher’s Manuals, diagnostic placement tests, and
special FREE Multi Program Recordkeepers to store
student records on a central data disk.

WE THINK WE'VE MADE OUR (EXCLAMATION) POINT
PERIOD.

RANDOM HOUSE;
COURSIEWARIE,

Puts the Future in Your Present

Contact your dealer or: Random House School Division, 400 HHahn Road, Westminster, MD 21157
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ELEPHANT NEVER FORGETS.

A full line of top-quality ﬂoi?m'es, in virtually every 5 /4" and 8" model, for compatibility with virtually every computer on the market.
Guaranteed 1o meet or exceed every industry standard, cemfm’ 100% error-free and problem-free, and to maintain its quality for at least 12 million passes
or over a lifetime of heavy-duty use).
Contact Denntson Computer Supplies, Inc., 55 Providence Highway, Norwood, MA 02062 or call toll-free 1-800-343-8413. m
n Massachusetts, call collect (617) 769-8150. Telex 951-624.
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No pages are missing from this document

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

please contact me at:
MikeEBean@Hotmail.com

Thank you!
Michael Bean



