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Get Set¢ for the Logo Olympics! ¢ Write a Science Fiction Story
Plus, Four BASIEC Task €ards and a Poster on Computer €areers



In Learning:

Make learning exciting and innovative with software packages that
help stimulate students to use a powerful resource: the imagination!
Designed by The CTW Software Group, these two packages help first L
and second graders develop Language Arts and computer skills. CTW ]
Software Group is a division of Children’s Television Workshop—the

creators of Sesame Street®, Electric Com-

pany™ and 3-2-1 Contact™.




Play-With-Language™ (26-2538, $99) consists of three
learning modules that combine colorful graphics with text.
Children practice sight and vocabulary words, sentence
completion, and reading comprehension skills.

Picture Place! lets children change beginning vocabulary
words into their picture counterparts while creating an
imaginary scene.

Roll-A-Word helps children master word families and sen-
tence completion. The child matches exciting visuals with
words to create original sentences, poems and stories.

Bagasaurus strengthens reading comprehension and word
play. By answering comprehension questions correctly,
children collect words and pictures and use them in sen-
tences to complete familiar fairy tales and nursery rhymes.

Hands On!™ (26-2539, $99) consists of two learning mod-
ules. Each one builds computer-related skills, as well as
encourages creative self-expression.

Blackboard lets students write with beginning word pro-
cessing aids, such as insertion and deletion of text. The
student learns to create, save and access disk files, and
share them with other students.

A New Dimension
Entertainment!

Color It lets children create and manipulate shapes in ways
unique to computer art. The child can change colors, get
mirror images, turn images upside down, scroll images
across the computer screen and more. Pictures can be
saved and later used to stimulate storytelling or for other
class exercises.

Learning Managers on the disk allow the teacher to indi-
vidualize instruction. To further enhance classroom activi-
ties, each learning module contains diskettes, spirit
masters, activity cards, a gameboard, a poster and a teach-
er's guide. Both packages will run on the TRS-80 32K
Extended BASIC Color Computer 2 disk system.

For more information, stop by your nearest Radio Shack
Computer Center, participating store or dealer. Or contact
your Radio Shack Regional Educational Coordinator.

-

A

For the name of your full-time Regional Educational
- Coordinator, call 800-433-5682, toll-free. In Texas, call
~ 800-772-8538.

» Radie fhaek

" The Name in Classroom Computing™
/ 1 A DIVISION OF TANDY CORPORATION

For more information about Radio Shack’s educational products
and services, mail to:

| Radio Shack, Dept. 84-A-380
| 300 One Tandy Center, Fort Worth, Texas 76102

|

|
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Prices apply at participating Radio Shack stores and dealers.
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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.

proving basic reading and

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-

from

Commodore VIC computer

Triple Brain Trust. step approach to BASIC
An excellent game for im- programming on the
J, 83

question-answering skills

for beginners. R3671-6,

with topics like General e J:_\J__’} 8|  paper, $19.95.

Sports and Movie Trivia. <3 o3 Academic Apple
; LOGO : M :

R8790-9, book/disk, $34.95. CY%]%LE ¥ (8 15:.('.?'(;?:;;“.3;,,\ Written for parents and

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

Fi. RSl

teachers who are inter-
ested in helping youngsters
learn with the aid of an
Apple computer. R0O033-2,
paper, $10.95.

Apple Logo Primer.

This handbook makes

Usinq learning Logo with an
Microcomputers in Apple Il easy for anyone—
the Classroom. no previous experience
An excellent introduction needed! RO314-6, paper, $14.95.
to the personal computer,
with the emphasis on A complete line of high quality books BASICally Speaking.
applications of micros in and software for computers and their A beginner's guide to
:‘f‘z"g'; RE144-3.paper. use in education. Reston'’s tools for the BASIC pragramming and

.96. the story of the microcom-

trade are perfect for you and your puter. R1168-5, paper, $14.95,

gggziéngs C;gzrnputer students. There are books for the Computer Literacy:
Learning. Apple, the ATARI, the VIC, BASIC, Programming,

Logo—just to name a few. Reston—the Problem Solving,

This guide shows you how Projects.
to use BASIC to create best source for your computer Encourages & hands-on
instructional programs. educcation needs. exploration of the computer

R1168-5, paper, $14.95.

Reston Computer Group

with a unique approach to
BASIC programming.
ROB60-8, paper, $15.95.

Reston Publishing Company, Inc.

11480 Sunset Hills Read, Reston, VA 22090. Or call us toll-free 800-336-0338. In Virginia, call 703-437-8900.

ot

SAVE 15%—USE THIS ORDER FORM

Qty. R# Title

Price SEND TO:

Name:

Address:

Subtotal
Less 15%

V-0810-8C-(6) Your state sales tax

City: State Zip

Send to: Reston Publishing Company, Inc., Dept. M-2

11480 Sunset Hills Road, Reston, VA 220890

O Check here for our free catalog  Total

These titles are available at your local bookstore.

Circle 27 on Reader Service Card.



Pae s " e s " " " " e " " " e e " " % " " ™ e e e " " " e e e e e e e e e T e e e e e e e e
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FEATURES
Booting Up for Reading

Can computers help you teach reading? Absolutely! Assistant editor
Lesli Rotenberg reports on two nationwide programs that use the
computer’s special capabilities to encourage kids to read on!

Logo Olympies
Bring the excitement of the 1984 Summer Olympics into your
classroom with these gold-medal Logo events.

A + Software Supplement

We asked teachers across the country to recommend educational
software they found most useful. The results are in, and this special
eight-page supplement presents the cream of the crop—a detailed
listing of programs that teachers have used and rated A +.

DEPARTMENTS
Update

News for computer-using teachers.

Classrecom Happenings
Here's what’s happening in computer classrooms.
Electronic €alendar
A calendar of computer activities. This month’s theme:
computer careers.
T&€’s Poster Series
”
“Computer Help Wanted!
Micro Ideas
Quick computer tips and activities.
Tools of the Trade SRR v F T |
New and useful computer products. 52 Out-of-this-world programs.
From the Editor /¢ Learning €enter 27" Readiness
_Introduce students to the IF/THEN ' Reproducibles ]
command. Two computer worksheets. One reviews
idea of the Month computer vocabulary; the other
Start a Bit Bunch computer club. 7<) Program of the Month challenges kids to debug a program.
Kids explore the outer limits of their o
Question Corner imaginations with Science Fiction 777 Cenversion €hart )
Special end-of-the-year computer Story Writer. ¢ /" How to convert the computer-specific
projects programs in this issue into programs that
. Gomputing in the can be used by other machines.
Electronic Calendar— £ gancont Aresy i
'eaﬂl'lel"s Guide f;;esop Ius;]m&ss gln CONSUMmer sKills
Get the most out of the pull-out calendar WAL SdevivaL VAl .
with this handy teaching guide. Cover Photograph by Elizabeth Glasgow
TEACHING AND COMPUTERS (155N 0738-6087) is published through the school vear, September through May with November/December being one 1ssue. by Scholastic Inc., 730 Broadway,
New York, NY 1O003-9538 for 5149 per vear, 39,95 for ive or more subscriptions to the same address. Single copy, 3350, Application to mail at second-class rates pending '1t M:mmu. OH 45050-
2700 and at additional offices. POSTMASTERS: Send notice of address changes and undelivered copies 1o Office of Publication, TEACHI ND COMPUTERS, 351 Garver Rd.,
Box 2700, Monroe, OH 45050-2700. Address subscription correspondence to TEACHING AND COMPUTERS, P.O. Box 644, Lyndhurst, NJ O7071-9985, Canadian add Scholastic-TAL
Publications, Ltd., Richmond Hlll Ontario LAC 3G5; in the United Kingdom: Scholastic Publications. Ltd., Westfield Re., Southam, Leamington Spa, Warwickshire, England DVI30IH: in Australia:
Ashton Scholastic Ptv., Lid., P.O. Box 579, Gosford, N.5.W. 2250, Australia; and in New Zealand: Ashton Scholastic Ltd., 7-11 Fairfax Ave., Penrose, Auckland 6, New Zealand. Available on
microfilm through Xerox Univ &.Fbll\ Microfilms, Inc.. 300 N. Zeeb Rd., Ann Arbor, MI 48106, Also available on microfiche through Bell & Howell Micro Photo Division, Old Mansiield Rd.. Wooster,
OH 44691, Printed in U.S. A, Copyright © 1984 by Scholastic Inc. All I{u..hib Reserved, Member, Audit Bureau of Circulations. Permission is granted 1o 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 requested from the publisl
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MICRO-ED
ENGLISH
FOUR-PACKS
TEACH

MicroEd four-packs contain four complete programs.
Yet cost about the same as a single program from any
other source. Or, about $34.95 for the four-pack versus
$32.95 for the single.

So, regardless of its subject: English, math, science,
social studies, accounting—even drivers’ education,
MicroEd four packs teach a lot more for your dollar.

And that’s a lesson in itself.

\z MicroEd

Software for learning.

For your nearest MicroEd dealer call toll-free:

1-800 MicroEd

TURTLES TALK LOGO
Book 1and Book 2

Teach Logo with easy-to-follow
lessons and activities

For more information:

Write: Inquiry Department
Scholastic Inc.
2931 E. McCarty St.
P.0. Box 7501
Jefferson City, MO 65102

For use with Terrapin Logo
and Apple computers

Or Call Toll Free: (800) 325-6149
In Missouri call:
(800) 392-2179

and computers
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Sorting Through Software

eachers don’t have time to

review hundreds of educa-

tional software programs

personally. But how else
can they be sure theyre purchasing
the very best?

For starters, they can turn to A +
Software, page 29. In this special
supplement, a panel of highly re-
spected computer-using teachers
supply information on software they
have used with students and have
found to be top-notch. One section in
the supplement also tells what kinds
of educational software are being pro-
duced and what to look for in select-
ing good programs.

Tear out the supplement and file it
for handy reference.

If one of the software programs
you own is Logo, have we got a treat
for you! It's called Logo Olympics,
page 20. This gold-medal feature is
an exciting take-off on the Summer
Olympics. Like the real thing, it con-
sists of athletic events; but they've
been adapted a little so that the Logo
turtle, with the help of an eager stu-
dent, can perform them. There’s a

Kindergartners Rachel and Brandon from
Cary, North Carolina, show assistant edi-
tor Lesli Rotenberg how to use the Writing
to Read program.

grueling Maraturtlethon, a couple of
Turtle Hurdle races, a challenging
Penturtlethon, and more! These
events not only develop your stu-
dents’ Logo skills; they also provide
good math and language arts prac-
tice.

In Booting Up for Reading,
page 16, assistant editor Lesli Roten-
berg takes a look at two widespread
reading programs that use comput-
ers: the Writing to Read program and
the Individual Reading Instruction
System (IRIS).

That’s Lesli in the photograph be-
low, receiving a lesson in Writing to
Read from kindergartners Rachel and
Brandon at Briarcliff School in Cary,
North Carolina. “Writing to Read and
IRIS approach reading instruction in
two very different ways,” Lesli says.
“But both programs seem to gener-
ate tremendous enthusiasm from par-
ticipants.”

Great news! Teaching and Com-
puters’ pull-out poster is now double
its original size! The monthly elec-
tronic calendar will still appear on one
side of the poster, and a colorful,
instructional visual on the other; but
from now on, it will be large enough
for students to view from every cub-
byhole in your classroom.

Don’t miss this month’s visual on
computer careers. (See T&C’s
Poster Series, page 33.) Who
knows! You may have a future sys-
tems analyst, computer technician, or
disk driver (what's that?) in vour
Very room.

Columnist Molly Watt makes a
good suggestion in this month’s
Question Corner, page 12. “Bor-
row a school computer to take home
with you during the summer,” she
says. “That way you can dabble with
it for a few months and come up with
lots of ideas for next year.”

Enjoy your summer!

%@7/%

Editor

__MEET
_ TEACHING
AND
COMPUTERS”
TEACHER
ADVISORY
BOARD

The following computer-using teachers
are very important to Teaching and Com-
puters. They are the classroom experts
who provide T&C editors and artists with
feedback and article ideas each month.

JoAnn Anderson, grades 1-3, Water-
ford-Halfmoon School, Waterford, NY.
Jennifer Better, grades K-8, Stevens
Creek Elementary, Cupertino, CA.
Milana Bizic, grade 4, Edgeworth Ele-
mentary, Sewickley, PA.

Marilyn Bower, grades K-5, Southgate
Elementary, Glen Burnie, MD.

Doreen George Carson, grade 3, Ev-
ans Computer Magnet School, Yeadon,
PA.

Cecelia Chapman, grades 2-5, Far-
mington Woods Elementary, Cary, NC.
Candy Colburn, librarian, grades K-6,
Cottonwood Creek Elementary, Engle-
wood, CO.

Richard Devir, special education, ele-
mentary levels, Walden School, York-
town Heights, NY.

Craig Dickinson, grades 4-6, Asa Ad-
ams School, Orono, ME.

Wanda Eames, grades 4-6, Rocky
Mount Elementary School, Rocky Mount,
VA,

Gez Ebbert, grade 5, Bowman School,
Lexington, MA.

Bill Eckle, grade 4, Lake Valley School,
Dewey, AZ.

Dawn Gilman Fischer, grades K-6,
Charles Barrett School, Alexandria, VA.
Peter Geist, grades 5 and 6, Westside
Elementary, Hood River, OR.

Carolyn Kelsch, grade 2, Robert D.
Wilson School, Waymart, PA.

Nancy Kuechle, grades 1-6, Horace
Mann School, Beverly Hills, CA.

Gary Ray, grade 4, Paradise Elemen-
tary School, Paradise, CA.

Sue Ridgley, grades 1-6, Washington
Elementary, Decatur, IL.

Gail Street, grade 3, Tecumeseh-Harri-
son Elementary, Vincennes, IN.
Patricia Terry, grades 3-7, Old Dona-
tion Center for the Gifted and Talented,
Virginia Beach, VA.

Joan Webb, grades K—4, Harris Ele-
mentary, Pearland, TX.

MaylJune 1984 %



WHY THE COMMODORE 64 ISN'T
IN A CLASS BY ITSELF.




At Commodore, we think it’s easier for school children to learn
about a computer by using it rather than by waiting to use it.

So, we sell the Commodore 64™ at about half the cost of
comparable computers.

With the money you save on the Commodore 64, you can afford
the things you'll really need: more Commodore 64's.

In fact you can create a powerful but economical “Local
Network” with 8 computers sharing one disc drive.

The Commodore 64 features: 64K memory, 66 key typewriter-
style keyboard, 16 color high resolution graphics, 9 octave music
synthesizer and 3-dimensional sprites.

And the same commitment we make to hardware, we're making
to software. We have highly rated Logo and PILOT programs.
Much of the well recognized MECC™ courseware and the Edufun™
Series from Milliken will soon be available. There are hundreds of other
programs, including a wealth of public domain software for the
Commodore 64. Our newest additions are 30 early learning programs
from Midwest Software.

So you see, the all purpose Commodore 64 really is in a class
by itself.

For further information on the Commodore 64 and our 250
Educational Resource Centers, contact your nearest Cormmodore
Education Dealer.

r commodonre

COMPUTERS

Commodore Business Machines Inc.. PO. Box 500M, Conshohocken, PA 19428, Canada—3370 Pharmacy Avenue, Agincourt, Ont. Can. M1W2K4,
Edufun and MECC are trademarks of Milliken Publishing Company and Minnesota Educational Computing Consortium respectively.
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Start a Computer Club

By Sandra Markle

re your kids so excited

about computers that they

hardly talk about anything

else? Or are they a little
turned off by the push for computer
literacy? Either way, a Bit Bunch
Computer Club is a super opportunity
to take a fresh look at this technol-
ogy. In a Bit Bunch Club, kids can
share ideas, work together, and most
of all have fun with computers.

Starting a Bit Bunch branch at your
school is simple. First, make it clear
that members don’t have to be ex-
perts to join; welcome beginners.
Once you've assembled an inter-

ested group, plan activities and
events to keep members interested.
The best way to do this is to let the
kids decide the direction and purpose
of the club. But if children are a little
shy and apprehensive during the first
few meetings, try these activities to
break the ice:

Start a branch of the B;'i‘ Bunch Computer Club tn your school.

Evaluate Software

One activity that is fun and useful is
to review the school’s software. De-
velop a checklist of points to evaluate
in each software package, such as the
quality of the graphics, the ease of
use, and the helpfulness of the docu-
mentation. Have students write the
information on index cards. The in-
dex cards should also include a place
for the package's name, manufactur-
er, cost, and purpose. Have mem-
bers file the index cards in a recipe
box.

After kids have evaluated most of
the school’s software, plan a field trip
to a local software dealer to evaluate
other packages. Once again, have
students write their evaluations on
index cards. If you arrange a visit at a
time that isn’t busy, and make it clear
that the club is earning money to buy
software in the future, your visit will
be more enthusiastically welcomed.

Administrative
Activities
Now, how does the club raise funds
to buy software? This is an important
activity because software is not
cheap. The club can raise money
through traditional ways, such as
bake sales and dog washes, but it can
try computerized methods, too. Have
kids make cards by printing out com-
puter designs and gluing them to con-
struction paper. Kids can sell these
computerized cards for Christmas,
Valentine's Day, Mother’s Day and
other occasions throughout the vear.
Another important administrative
activity is promoting an image. If the
name Bit Bunch just doesn'’t fit the
character of the club, conduct a con-
test to rename the club. Using their
knowledge of computer terms, have
all members submit at least one
suggestion — Data Devils, Compu-
Kids, and so on. Vote for the best.

Computers at Work
To prepare kids for the impact com-
puters will have on their adult lives,
have them visit workers on the job,
as they use computers. Arrange to
visit a worker who uses computers a
great deal, such as a computer pro-
grammer. On another trip, visit
someone who uses the computer as
one of many tools to get a job done,
such as a travel agent.

Invite parents and other communi-
ty members who use computers in
their work to speak at club meetings.

Service Projects

Have club members design and write
a program for the school to use. De-
pending on the kids’' expertise, the
program could be as simple as a drill
and practice for the early elementary
grades, or as sophisticated as a
course scheduling system for the dis-
trict.

Members who are not proficient in
programming but who still want to
promote computer awareness can as-
semble a computer literacy center on

8 Teaching and Computers

Mindy Ball
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wheels. Start with a library cart and
have members add a microcomputer,
an instruction poster for loading and
starting the computer, task cards for
hands-on computer activities, and
discovery cards on the history of
computers. Schedule times with
teachers when members can wheel
the mobile center into classrooms to
give demonstrations on how to use it.

Computer €reativity

If club members enjoy computer
graphics, have them create a graphic
scene together. Select a scene to
create, like a country farmhouse, and
have each member take turns at the
computer designing a segment of the
picture. One artist can create the
trees, another the farmhouse, and
the third the farm animals.

Take a color slide of the scene,
have it printed and enlarged, and
frame it. Hang the picture on the wall
where the club meets.

Sometimes computer images ap-
pear faded in photographs, because
the flash drowns out the pixels on the
screen. The Kodak Company has a
free brochure on how to take picture-
perfect photographs of TV and com-
puter screen images. Send a self-ad-
dressed, stamped, legal-size enve-
lope to Kodak, Dept. 412-L,
Rochester, NY 14650. Ask for bro-
chure #AC-10.

Have members investigate how
computer-generated graphics and
special effects are made in movies
such as the Star Wars trilogy and
Tron. For the project’s grand finale,
go to one of these movies. Because
club members have an insider’s ap-
preciation of the energy and time that
was spent creating the special ef-
fects, don’t be surprised if everyone
stays for the credits and applauds the
computer artist. B

Sandra Markle is the author of sev-
eral computer books for children. She
is also a contributing editor for
Teaching and Computers.

1| Basic Computing

A complete computer
literacy program for
grades 1-6

For more information:

Write: Inquiry Department
Scholastic Inc.
2931 E. McCarty St.
P.0. Box 7501
Jefferson City, MO 65102

six 64 page Workbooks
Compatible with all computers

Or Call Toll Free: (800) 325-6149
In Missouri call:
(800) 392-2179

ATTENTION LOGO Teachers

Finally........
A Student Paced
LOGO Curriculum

/]'F\a‘f Wor kj/

AND IT WORKS FOR...

TEACHERS _ _
The LOGO Guided Discovery Kit Provides The Teacher With...
A A Complete LOGO Turtle Graphics Curriculum.

A Off Line Support Materials including duplication masters,
puppets, Turtle Trainer buttons and a record keeping
system.

A A Facilitators Guide for Enrichment Activities.
A A Tool for Inservice Training Programs.

STUDENTS Grades 1-8 .
The LOGO Guided Discovery Kit Sitting At The Computer
Provides The Student With...

A Student paced, challenging, LOGO Guided Discovery.,,
Cards that encourage independent problem solving

A A LOGO experience that builds skills in logic,
mathematics, problem solving, computer literacy and
programming.

WRITE OR CALL FOR ADDITIONAL INFORMATION
CALIFORNIA: 800-824-6277 NATIONWIDE: 800-821-1779

NAME
ADDRESS
CIty
STATE P
SCHOOL
POSITIONITITLE
[IPlease send me more information on the LOGO
Guided Discovery Kit

Detach and send to: MICROCOMPUTER RESOURCES
EL-100 2845 Temple Avenue, Long Beach, California 90806

PHONE
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The University of Central Florida
The McGraw-Hill Book Company
ANNOUNCE

COMPUTERS
AND 2
YOUR
CURRICULUM

Summer ‘84—
A weeklong conference featuring
keynote speakers and accredited
tutorials

covering

® New aspects, implications and
advances in integrating . . .

computer-assisted instruction (CAI),
computer-managed instruction (CMI),

computer-assisted interactive video

instruction (CAIV)

. . into your classroom curriculum.

¢ Small group sessions on
- planning and evaluating curriculum

- selecting software and hardware

- programming languages: BASIC,
PASCAL and LOGO

- designing your own courseware,
including authoring systems and
their use

- choosing classroom management
systems

e " e e e e e e et e " " T e T

UPDATE

News for Computer-Using Teachers

ENJOY LEARNING
AND WALK AWAY
WITH UNIVERSITY CREDIT.

SUNDAY, JULY 1, 1984
through Friday July 20
Ramada Court of Flags,

Orlando, Florida

6 balanced days of Lectures,
Labs and Laps

* Olympic-sized pools, tennis, golf

* proximity to Disney World, The Epcot Center
and the airport

* $45./per night, and virtually no limit on the
number of people per room, plus!

* registration fees and travel expenses that are
tax deductible.

PLAN TOATTEND.
Register before June 1

For registration and information write or call
Jennie Loudermilk

Assistant Dean

University of Central Florida

College of Extended Studies

P.0. Box 25000, Orlande FL 32816 (305) 275-2123

or write for our free brochure:

:J l‘. ? McGraw-Hill Book Company
Hll”

Microcomputer Software Division
1221 Avenue of the Americas
1Q Teaching and Computers

New York, NY 10020

Commodore Donates

Equipment to States

Through the CREWS program (Com-
modore Resources in Education With
States), Commodore is donating
computer equipment to help states
provide computer training to teach-
ers. To be eligible, an official from a
state’s department of education must
submit a three-quarter page proposal
detailing what his or her state is do-
ing to train educators to teach with
computers, what equipment the state
needs, and its plans for using the
donated equipment. For more info,
contact your local Commodore dealer.

Free Apple Loge
Enhancement Disks
Apple Computer dealers are offering
two free disks to help you get the
most out of Apple Logo: Apple Logo
Tool Kit and Logo Sample Programs.
The Apple Loge Tool Kit disk pro-
vides procedures for enhancing Lo-
go’s capabilities, such as a text pro-
gram to do simple word processing, a
music program to play tunes, and a
key entry program to move the Logo
turtle with only one key, such as “F”
rather than “FD 10.” The Logo Sam-
ple Program disk contains 30 pro-
grams written by users. Although
programs on both disks are free,
dealers may charge a small fee for
copying them onto blank disks.

Timex Drops Out of
Computer Market

Because it could not make a “reason-
able profit,” Timex announced it is no
longer manufacturing the Sinclair
Computer series. Timex says it will
continue to honor warranties and per-
form repairs. It also will supply parts
for Sinclair computers through other
companies in the industry.

Free Computer Camp
€atalog

In cooperation with the American
Camping Association, Verbatim
Corp. is offering a free guide, Camps

'n Computers. The directory de-
scribes more than 100 computer
camps throughout the U.S. that kids
can attend during the summer. To
receive a copy, send a check for $1
to cover postage to Verbatim, Camps
‘n Computers, Suite 228, 4966 El Ca-
mino Real, Los Altos, CA 94022.

The Enchanted Village
Provides Computer
¢Edutainment®’

The Enchanted Village, a chain of
computer centers that integrates en-
tertainment and education, recently
opened its first two outlets in shop-
ping centers in Pittsburgh, Pennsyl-
vania, and Fairfax, Virginia.

Each store sells computer hard-
ware and software and provides a 50-
seat “Edutainment” Center for edu-
cation workshops and theater
productions. The centers give free
demonstrations to student groups.

Enchanted Village plans to open 16
other stores throughout the country
by 1985. )

Krell Software €ontest
Krell Software Corp. is sponsoring an
Educational Software Contest. A to-
tal of 150 cash prizes will be awarded
to the best original programs. Pro-
grams must be on disks or cassettes
and may be submitted for Apple,
Atari, Commodore, IBM, Radio
Shack, Sinclair, and Acorn comput-
ers. Contest deadline is December 1,
1984. Contact: Krell, Dept. 44, 1320
Stony Brook Rd., Stony Brook, NY
11790. [ |




With a lot % ®  of "educational”
software it's hard to tell where the
entertainment leaves off & and the learning begins.
At Houghton Mifflin, " our game is education.

We know that nothing motivates students like success.
So we give you courseware with scope and sequence.
SCOPE. Houghton Mifflin Microcourse spans
more than 240 reading skills. Over 360 skills in language
arts. It all adds up to the most comprehensive
skills package ever offered for the personal computer. For
practice, for reinforcement, or for remediation, this
program has what it takes to enhance any reading or
language arts curriculum.

SEQUENCE. This is one courseware
series that hangs together. All material
is carefully graded and presented for sure and steady
progress. Pretests and post tests for each lesson assess
mastery. An easy-to-use record keeping system helps chart
both individual and class progress. In short, Houghton Mifflin Microcourse
gives you flexibility without sacrificing continuity.

So if you're entertaining the idea of serious
computer-assisted instruction, write us or contact your
Houghton Mifflin/TSC® Division representative. We've got
the courseware to keep your students ahead of the game.
Houghton Mifflin Microcourse: Reading and Language Arts (grades 3-8)

Available for the Apple lle personal computer, the IBM® PC, the IBM® PCjr, and
the Rainbow™ personal computer.

Coming soon . . .Microcourse Mathematics: Selving Story Problems (grades 3-8)

- We Entertain Learning.

\'_- L] L]
'ﬁ';\l Houghton Mifflin tsce pivision ¢ Box 683 ¢ Hanover, NH 03755 ¢ 603/448-3838

Apple is a registered trademark of Apple Computer, Inc. ® IBM is a registered trademark of International Business Machines Corporation
Rainbow is a trademark of Digital Equipment Corporation.
Copyright © 1984 * Houghton Mifilin Company,
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Year-End Computer Projects

A Grand Finale

Dear Molly: Using computers
has been a great experience for
my students. I'd like to end the
year with a special project. Any
ideas?
Mark Kula
Minneapolis, MN

Here are some suggestions for
rounding up your successful comput-
ing year:

COMPUTER YEARBOOK: Have
students select their best original
computer programs or graphic works
from the year. Combine the program
listings and artwork in a book. Each
student is responsible for filling one
page. Print out copies for everyone
in the class.

LIGHTS, CAMERA, ACTION:
Let your students write and produce
a play to show off their computer
knowledge. Give students their
choice of a mystery, “Who Pro-
grammed the End of the World?” or a
science fiction thriller, “Martians
Meddle with Micros.” Or change the
Christmas references in our play
about the history of computers (No-
vember/December 1983 issue) and
perform it.

TAKE THE COMPUTER CHAL-
LENGE: Arrange listings of your stu-
dents’ original computer programs on
a colorful bulletin board. Challenge
them to try each other’s programs.

COMPUTER NIGHT: Host a
computer night for your students’
families. Display kids' work in the
classroom and allow students to give
their siblings and parents demonstra-
tions on the computer. O

L
Quieck Tip: Borrow a
school computer for the
summer. After three
months of dabbling,
you’ll have lots of new
ideas for next year!

I.I.I. I. I. l.l .I .- .l. l. I.

" e e e
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By Molly Watt

Monitor or TV?

Dear Molly: Are monitors better
than television sets?
Vicki Lynn
Nashua, NH

Yes. Monitors provide sharper
graphics than television sets. You can
save money by using a TV set, but
extensive use of one for viewing fine
details such as small letters can cause
fatigue and eyestrain.

Color monitors are generally bet-
ter for games and drill and practice
programs with a lot of graphics.
Green or amber phosphor monitors
are better for word processing. [

Computer Pets

Dear Molly: What is a mouse? Is
it something I should consider
buying for my students?
Susan Meyers
Austin, TX

Like a joystick, a mouse is a hand-
held device that moves objects and
enters information on the computer
screen.

A mouse is a plastic box about the
size of a package of cigarettes with
wheels and a wire tail that plugs into
a microcomputer.

There are two kinds of mice: me-
chanical and optical.

To use a mechanical mouse, you
roll it on a table or desk top. A device
inside the mouse detects motions and
converts them into digital signals that
the computer can read. The comput-
er moves the cursor correspondingly.
When the cursor reaches the desired
function or command, you press one
or more buttons on top of the mouse
and the computer performs the func-
tion.

An optical mouse works different-
ly. Instead of a table, you roll it on a
special tablet covered with dots or
lines. As it glides, the mouse deter-
mines its position by the pattern of
dots or lines on the tablet. Then it

translates this information for the
computer, which moves the cursor
on the screen. Buttons are used as
on the mechanical mouse.

The mouse was developed so busi-
ness executives could control their
computer programs without using a
keyboard. For many people, it makes
operating a compiter easier and fas-
ter than before.

But not everyone likes the mouse.
Some people say the device is so
hard to manipulate that you need
three hands to use it. A mouse also
requires a lot of table space.

As far as schools are concerned,
the advantages of using a mouse de-
pend on the software that is created
to go with it. If the right software is
developed, a mouse could be a help-
ful device for young children and
physically handicapped students who
have trouble using a standard com-
puter keyboard.

Before you buy a mouse, check
out the software that is available for
it. Sometimes you need to buy an
interface card to make it work on
your computer. Mouse products are
currently available for Apple, 1BM,
and any microcomputers that have a
serial port. (That’s the place on a
computer where you connect a mo-
dem.) The average price of a mouse
usually ranges between $150 and
$500. O

A Modern Quill

Dear Molly: Do you know of any
new and unusual computer, pro-
grams to use in language arts
classes?
Corey Walls
Halifax, VA
If you have an Apple, I have a
terrific program for you! It's a com-
prehensive language arts package
called Quill. The program’s objective
is to develop communication skills
through writing. It will be available at
the end of this month.
Quill has three parts. The first

12 Teaching and Computers
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QUESTION €CORNER

part is the “Planner.” It helps chil-
dren “plan” their writing by having
them brainstorm for ideas about a
topic, and then letting them store
these ideas in a planner file.

When students are ready to write
about a subject, they enter their writ-
ing and store it in the second part of
Quill, the “Library.” Kids use their
planner files and a built-in editing sys-
tem called the “Writer's Assistant” to
write their reports.

A third part of Quill is a “Mail
Bag” that lets students and teachers
deliver or read messages. They can
send messages to the whole class,
one person, or a group of people. For
example, Todd wants to know what
turtles eat for a report he is writing.
So he sends a message to the class to
find out who has the responsibility of
feeding a pet turtle at home. Donna
does, and so she sends back the nec-
essary information to Todd.

Quull also comes with a manual for
teachers that's called “Cookbook.”
The “Cookbook” gives 17 ways to
integrate the program into your cur-
riculum. O
Software Recommended
by Molly:

Quill

Hardware: Apple

Level: Ages 8-14

Price: $150 for master and utility
disk, teacher’s guide, and “Cook-
book.”

Contact: D.C. Heath, Division of
Electronic Publishing, 125 Spring St.,
Lexington, MA 02173; 617/862-
6650. |

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 "
Hampshive. Write her |,
in carve of Teaching |
and Computers, 730
Broadway, New York,
NY 10003.

WIFT LEARNINGWARE"
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UTER LITERACY: Problem-Solving
with Computers,
2nd EDITION

by Carin E. Horn & James L. Poirot

IF IT'S COMPUTER-NEW, IT'S NEWS!

When the authors and their publisher conclude that the world of computers-
and-education has in 3 years changed enough to warrant a second edition of
their international bestseller—that's NEWS!

COMPUTER LITERACY: Problem-Solving with Computers,

by Carin E. Horn and James L. Poirot, was first published by Sterling Swift
in 1981. Later there were other attempts to explain computers, but Drs. Horn
and Poirot seemed to have said it best.

This time the first edition—already a bestselling, classic text—has been
= updated ®= expanded = refined = enlarged

This time they open with a new chapter, ® “"Human-Machine Communica-
tion,” focusing on breaking the language barrier between people and their
electronic machines.

NEW CHAPTER! = “Introduction to LOGO"'—Apple LOGO turtle graphics

UPDATED: = “Computer Jargon”” ® “History of Computing'‘—adding an
international flavor plus historical-person narratives ® ““Computer Applica-
tions,” plus international examples and uses for the disabled ® “‘Computer
Systems”” ® “Computer Components’” ® ‘'Value of Information in Society,”’

plus international examples.

UPDATED/EXPANDED: =® “Computer-related Occupations’” ® ““Com-
puters and Humans'’

GREATLY EXPANDED: = ““Computer Programming and Design Logic'’'—
more about computer languages, firmware, RAM, ROM, EPROM, EPRO, etc.

REFINED: = “Algorithms and Flowcharting” ® *Beginning BASIC”
MAJOR REWRITE: ® ‘““Computersin Government’

An Instructional Manual closely follows the text.

Sterling Swift says: “‘This edition is literally the whole world of computers,
with bright focus on micros from 1974 to 1984."

Price to be determined.

COM-LIT:Computer Literacy for Kids

by Carin E. Horn and
Carroll L. Collins

COM-LIT is also new. It is an all-level literacy text for use K-6. From Words to
Jargon, Things to Computer Systems, People to Humans & Machines, BASIC
& Logo, Part |, to BASIC & Logo, Part 11/, from general to detailed—COM-L/T
is an excellent, highly individualized, and visually dynamic system for learning
about computer technologies. Paperback text and Teacher’s Edition—ea. $15.95 §

STERLING

7901 South IH-35, Austin, TX 78744

S 25268 PUBLISHING COMPANY

Circle 32 on Reader Service Card.
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CLASSROOM HAPPENINGS

By Lesli Rotenberg

Girls in the EQUALS program in Berke-
ley, California, learn about compulers

through activities designed just for them. ==

For Females Only

Girls at Novato Junior High School,
Novato, California, tend to stop tak-
ing math and computer courses in
seventh grade. To teach them the
importance of these subjects, com-
puter specialist Helen Joseph planned
a “Girls Only” Math and Computer
Day.

Girls in seventh, eighth, and ninth
grades were dismissed from their
classes to attend an afternoon ses-
sion in the library. Helen invited old-

er female students who were excited
about math and computers to serve
as role models.

“I picked girls that the younger
children respected, like a high school
cheerleader and a track star,” Helen
says.

The older girls worked with Helen
after school to plan a panel presenta-
tion. They each discussed how math
and computers fit into their career
plans.

“When the cheerleader stood up in

her uniform and talked about why she
was taking math and computers, she
really made an impression,” says
Helen.

After the discussion, participants
were challenged by math strategy
games and contests. They also
played public domain computer
games for Commodore and Apple
computers such as “Bagels,” an ex-
ercise in deduction, as well as games
developed by the EQUALS project at
the University of California at Berke-
ley, like “Startling Statements,” a
program about women in society.

Scheduling an afternoon in the li-
brary for girls met a lot of resistance
from boys who wanted to be includ-
ed. But it made the girls feel special.
And it showed them that math and
computers are not only important,
but also fun.

EQUALS is a mathematics in-ser-
vice program with special focus on
attracting and retaining women and
minority students. For more informa-
tion on its publications and work-
shops, contact Nancy Kreinberg,
EQUALS, Lawrence Hall of Science,
University of California, Berkeley,
CA 94720; 415/642-1843. O

Puyallup Indian childrven at camp.

Computers on the
Reservation

On a reservation in Tacoma, Wash-
ington, Puyallup Indian children gath-
er each morning to sing folkloric
songs. Then they leave tradition be-
hind to explore the modern world of
microcomputers.

The students, from preschool to
high school, don’t leave the reserva-
tion to attend computer camp. The
camp and the computers come to
them through a company called
American Indian Systems.

With the help of 16 microcomput-
ers, four printers, and a live turtle
named Logo, the children learn about
programming, word processing, and
computer graphics.

At the end of camp, students enter

contests for the best computer story,
the best BASIC program, the best
Logo program, and the best comput-
er design.

At a hot dog picnic and awards
presentation, winners receive com-
puters, computer books, and comput-
er-operated toys. Each student gets
a diploma and a T-shirt displaying the
camp name.

American Indian Systems brings
computer camps to other American
Indian groups, too. This summer, the
company will travel to reservations in
Arizona and New Mexico. For more
information about computer camps
for Native American students, con-
tact Carolyn Granados, American In-
dian Systems Co., P.O. Box 214844,
Sacramento, CA 95821. [ |
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Print or NEW Electronic Shopping...Fully Updated...

Our annual 80-page catalog plus supplementary Winter and Spring catalogs offer you the
very best in sofftware programs. Each item is evaluated and fested by computer experts
and educators for classroom performance and reliability—with our money-back guarantee!

CHECK OUT THE BEST

™ Scholastic’s Annuall
Microcomputer Instructional
Materials Catalog, 1983/84
Featuring more than 400 soft-
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 diskeftes, labels, dust
covers, books and a software
storage system.

 Supplementary Winter/Spring
Catalogs

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

NEW ™ The Scholastic
Selectronic™ Catalog
Introducing the most convenient
way fo 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
82" x 11" ring binders,
and capable of hold-
ing two disks or four
cassettes. Alsoincluded is Scholastic’s Infor-
mation Sheet which summarizes important

CIACLE 30 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:

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

[0 The Scholastic Winter and Spring Supple-
mentary Catalogs

[ Details of the NEW Scholastic
SELECTRONIC™ Catalog

Name,
Dept/Grades Taught
School
Address
City,
State Zip
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Kids in the Writing fo Read program tn
Cary, NC, use a variely of equipment as
pictured on the next four pages. In this
photo, a child reads along with a cassette
tape recorder.

By Lesli Rotenberg

wo widely used reading pro-
grams in this country are
the Writing to Read pro-
gram and the Individual
Reading Instruction System (IRIS).

Both use computer software pro-
grams as an instructional tool. Both
have elicited a great deal of excite-
ment from the teachers who “boot”
them up.

But the similarities stop there. The
Writing to Read program teaches kin-
dergarten and first grade children to
read by writing stories that use pho-
nemic spelling. RIS teaches interme-
diate graders to read through a series
of newspaper stories and activities
that develop comprehension skills.

Let’s take a closer look at these
two programs — their philosophies,
their teaching materials, and schools
that actually use the programs.

WRITING TO READ PROGRAM
Approximately 10,000 kindergartners
and first graders in 100 schools in
eight states and the District of Co-
lumbia are participating in an IBM-
sponsored reading project called
Writing to Read. The father of the
two-year pilot is John Henry Martin,
a former teacher and administrator,
who believes that children should
learn to read by first learning to
write. “Human hands,” he says, “are
important entry points into a child’'s
brain.”

Children in Martin’s program learn

16 Teaching and Computers

Two Nationwide Programs That
Use Computers to Teach Reading

to write words by combining 42 pho-
nemes — the sounds needed to
speak the English language — into
words. This process teaches stu-
dents to spell words phonemically,
rather than as the dictionary might
spell them. For example, children us-
ing the program learn to spell the
word rabbit with one b, because they
only hear one b.

Writing to Read uses specially de-
signed software to provide some of
this instruction. The computer is
used, Martin says, because it gives
children individual attention, as well
as multisensory (tactile, visual, and
auditory) experience in constructing
words. Tactile experience is gained
by typing words into the computer;
visual experience, by seeing words
constructed on the monitor; and audi-
tory experience, by repeating or
chanting phonemes along with com-
puter voice output.

As children learn to write words
through these sensory experiences,
they assemble the words into sen-
tences and stories, which they in turn
learn to read. You could say these
kids write their own reading text.
Just how is this instruction set up on
a day-to-day basis? Let’s take a look
at a typical school.

A VISIT TO BRIARCLIFF
SCHOOL

Tiny bodies fill the doorway to the
Writing to Read laboratory at Briar-
cliff Elementary School in Cary,
North Carolina. The lab is a cheerful,
busy room that is divided into work-
stations stocked with an impressive
assortment of high tech equipment.
Several children scurry to computer
terminals and adjust earphones to fit
their heads. Some run to another
corner of the room and load paper
into electric typewriters. Still others

pop cassette tapes into recorders.

The lab contains five different
kinds of workstations. Every day,
during their one-hour lesson, children
spend from 10 to 15 minutes working
at each station. Most of the time kids
work in pairs. One such pair is Rachel
and Brandon.

Rachel and Brandon sit in front of a
microcomputer. They adjust their
earphones and make sure they are
plugged into the computer. The ear-
phones enable the two to hear a re-
corded voice.

Rachel presses the space bar to
begin the lesson. A picture of a man
appears on the screen. A friendly fe-
male voice introduces him. “This is a
man,” says the voice. “Say the word
man.” Rachel and Brandon look at
each other and repeat, “Man.”

The letter m moves from the side
to the center of the screen. The
voice says, “Say mmm.” The chil-

Student forms letters with felt.



Writing to Read includes computer
programs that teach phonetics.

dren obey the voice. Then they type
m. They learn the other sounds in
the word man the same way.

Rachel giggles when the voice asks
her to clap her hands and sing the
sounds she learned. She thinks it's
silly, but she joins in when Brandon
starts stamping his feet to the tune
provided by the computer.

Now the two kids combine the
sounds and type the word man. The
computer voice says, “End of man,”
and the children abandon their seats.

They move to the next station, a
table that contains tape recorders and
earphones. Here, another recorded
voice instructs them to write the
words they have learned, in work
“journals.” Rachel and Brandon write
the words for man, cat, fish, and
dog — all words they have recently
learned on the computer.

The children run to the third sta-
tion, the last station in which they
concentrate on constructing words.

Here they use a variety of materials,
such as modeling clay, crayons, felt
letters, sticks of chalk, and puzzle
pieces, to mold the letters of their
new words.

After 10 minutes, Rachel and
Brandon move to the fourth station,
which is equipped with IBM Selectric
typewriters. Rachel and Brandon use
adjacent typewriters to type the
words they've learned, assemble
them into sentences along with other
words, and eventually combine their
sentences into stories.

Their teacher comes by, looks at
what they have typed, reads it along
with them, and ushers them to the
final station. Here they assume com-
fortable positions on carpeted floor
and prepare a cassette player for
hearing Blueberries for Sal. They
open a book with the same title, turn
on the recorder, and follow along.
This activity is designed primarily to
give children the chance to see the
standard spelling of words.

PROGRAM EVALUATION
Teachers at Briarcliff give Writing to
Read good grades. They say the pro-
gram encourages students to want to
read and to be creative and uninhibit-
ed in their writing.

“I was hesitant at first, but I really
enjoy it now,” says Nan Davidson,
kindergarten teacher at Briarcliff.

Nan and the other kindergarten
teachers say parents are happy with
the program, too. Some parents re-
port that their kids like Writing to
Read so much that they refuse to
miss school, even if they're sick.

Some of the students’ parents
were concerned that their children
would learn poor spelling habits from
the program’s phonemic technique.
But teachers say that students who
were in the program last year, and
who moved up to grades that don't
use the program, quickly adapted to
“correct” spelling. In fact, many of
the teachers say that the students
who have graduated from the Writing

Child writes words as they are dictated to
him on tape.

to Read program spell better than
other students.

Despite insiders’ enthusiasm,
some outsiders criticize the Writing
to Read program as subjecting kids to
monotonous drill and concentrating
too heavily on phonetics. Dr. Bill
Barber, reading professor at Berry
College in Mount Berry, Georgia,
says the program “violates reading
research that shows the importance
of whole-word learning.”

Barber also says that the program
does not make interesting use of the
computer. “Typewriters and tape re-
corders could be used to perform all
of the program’s functions,” he says.

As far as official measurements of
the program’s effectiveness go, at
the end of this year, the Educational
Testing Service in Princeton, New
Jersey, will release results of a study
it has conducted on the two-year pilot
program. If the results are positive,
IBM plans to market the Writing to
Read program nationwide,

Last June, many of the school dis-
tricts participating in Writing to Read,
including the Wake County Public
School System in North Carolina,
tested their students’ reading skills
with the California Achievement
Test. The children as a group scored
consistently higher in reading skills
than 89 percent of their peers nation-
ally. These results have made believ-
ers out of many educators associated
with the program.

(continued)
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BOOTING UP FOR RE ADIN(

(continued from page 17)

For More Information on
Writing to Read

Contact IBM, P.O. Box 1328, Boca
Raton, FL 33432; 305/998-1660.

INDIVIDUAL READING
INSTRUCTION SYSTEM
Children who learn to recognize
words, facts, and story lines could be
considered minimally adequate read-
ers; but only after they are able to
draw inferences, support or reject an
author’s argument, absorb new vo-
cabulary, and more, can children be
considered good readers. In short,
students must learn to “comprehend”
material thoroughly.

The Individual Reading Instruction
System (IRIS) uses computers to
teach comprehension skills to inter-
mediate grade students. Developed
by the WICAT (World Institute for
Computer Assisted Teaching) Educa-
tion Institute in Provo, Utah, and
funded by the government, the pro-
gram consists of a series of newspa-
per stories on disks. Students must
read a story carefully — in other
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Students at Briarcliff School, Cary, NC, drew the figures for this mural.

words, thoroughly comprehend it —
in order to perform an activity that
appears after it. Activities fall into
one of five comprehension catego-
ries: drawing inferences, deleting un-
necessary information, constructing
logical arguments, using new vocabu-
lary, or using study skills to investi-
gate the reading material further.

All of the stories focus on fifth
grade level curriculum, but range in
readability from third to seventh
grade. Teachers set the reading level
for each student, and the computer
offers appropriate stories to read.

The program is highly interactive.
Responses help kids find correct an-
swers, using knowledge they have
already acquired, rather then just
telling them the answers. This ap-
proach is the basic premise behind
schema theory, a model used to
teach reading comprehension.

A management system tracks and
records each student’s progress. If a
student is unsuccessful at a particular
level, the program automatically
locks the student out of more chal-
lenging stories until the student ex-

periences success.

IRIS has been used by more than
500 children in 12 schools throughout
the country. One of these schools is
Frenchtown Elementary.

A VISIT TO FRENCHTOWN
SCHOOL
Each week at Frenchtown Elemen-
tary School in East Greenwich,
Rhode Island, fourth, fifth, and sixth
graders file into a computer lab for an
hour to read IRIS “newspapers” on
the school’'s Apple computers.

Eleven-year-old Sam is one of the
participants. He hops into his seat
and slides a disk called the “user
disk” into the disk drive. The com-
puter instructs him to enter his “sign-
on name.”

After Sam types his name, a menu
appears on the computer screen.

A MESSAGE FROM PLANET

ZORRON .

- Writing sample from Writing to

Read ngmm_.

Five-year-old Jimmy wrote this
story. He is a student in the Writ-
ing to Read program at Briarcliff
School in Cary, North Carolina.
The program teaches students to

- read by having them write stories
~ using phonemic spelling (the way

‘words sound).

“I came from the planet Zorron.
Everyday the temperchure is
fourty degrees below zerox. I
wear 1000 jackets . . . . The plan-
et Zorron is 1000 times bigger

_ then our sun. Zorron is the only

planet in the alpharo solar stem.
‘There are 9 suns. 8 of them are
black holes and the last one is a
white dwarf that has sun spots.

- When ufo’s come by they all said
- gosh are you ugly! What is this

entellegent life? And all of them
made there ship go up and down.”
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Called “Newsstand,” it is a list of
newspapers to read. These newspa-
pers have funny names, like The Au-
rora Boring Amnalysis, New York
Chimes, and Piitsburgh Squealer.

Sam decides to read a paper called
the Portland Cementer. He presses
the number corresponding to that
newspaper, removes the user disk,
and inserts the Portland Cementer
disk into the disk drive.

The front page of a mock newspa-
per appears on the screen. It lists
headlines for five different stories.
Sam moves the cursor to a title called
“Playin’ All Summer.” Then he
presses the RETURN key.

Instructions for the exercise ap-
pear on the screen. They say, “This
newspaper has a problem. The sto-
ries were written by poor writers.
Sometimes they put in sentences that
don’t belong.”

As editor of the newspaper, Sam
must read the entire story first. The
story is about a boy named Gregory
Wyczynski who overcomes boredom
one summer by learning to play the
banjo. After Sam reads the story, he
must go back and remove sentences
that don’t belong.

Sam has chosen a story with a dele-
tion activity. That is one of the five
activity formats in the program. The
other formats, labeled study skills,
argumentation, vocabulary, and infer-
ence from text, require that students
interact with the computer in the fol-
lowing ways:

Study Skills

A story called “What is a Year?”
talks about the length of time it takes
three planets — Mercury, Venus,
and Earth — to circle the sun. Stu-
dents use map skills to illustrate the
concept. Then they look at an actual
map and answer questions like,
“What object do all three planets cir-
cle?” (The answer is the sun.)
Argumentation

In a newspaper editonial, the au-
thor says that people should not have
cats for pets. To prove this point, the

READ ALL ABOUT IT!
Menw from IRIS program.

This is the front page of the Port-
land Cementer, one of 42 mock
newspapers in the Individual
Reading Instruction System
(IRIS). Each newspaper contains
five stories and related activities
that help students develop reading
comprehension skills.

PDRHND EMEN’I‘ER

Trapped

in a
Gondola SURVIVAL
ol

is day m 1859
admitted nt

author must show two things: cats
cause problems for owners, and cats
aren’t any fun. Students read the edi-
torial and find key words that support
the author’s argument. Then they de-
termine if statements from the text
express fact or opinion.
Vocabulary

A crossword puzzle is organized
around a root word like act. The stu-
dent gets two clues for each word in
the puzzle, such as, “One who plays
a part in a play, on televison, or in
the movies.” (The answer is actor.)
Other words in the puzzle include
reaction, action, active, and activily.
Inference from Text

“Jan’s Secret” is an example of the
inference format. In the story, Jan is
embarrassed to attend school be-
cause she has braces. Children make
judgments about how Jan feels. Then

they select key words from the story 2

to defend their conclusions.

PROGRAM EVALUATION
Frenchtown's principal, Tony D’Ac-
chioli, says the teachers like IRIS,

because it lets them control the read-
ing level and pace of students.

Students like the program, too.
Their facial expressions reveal their
fascination with the stories.

“If we had a fire drill while they
were reading a story,” Tony says,
“the children would not budge.”

Federal funding for the program
ended last year for all schools. But
Frenchtown School, as well as every
other field test site, decided to pur-
chase and continue using the soft-
ware this vear.

Although official results for this
type of program are difficult to quan-
tify, field tests show that students in
the IRIS program significantly out-
score other students across the na-
tion who took the Prescriptive Read-
ing Inventory.

For More Information On IRIS

The IRIS program may soon be avail-
able to the general public. The price
of the software and the machines it
will be provided for have not been
determined yet. Contact WICAT
Education Institute, 931 East 300
North, Provo, UT 84603; 801/375-
3865. |

Lesli Rotenberg is assistant editor
for Teaching and Computers. _

Typewriters help
reinforce wriling
and  keyboarding
skills.

.
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LIGHT THE WAY TO LOGO WITH . ..

LOGO

?

OLYMPICS

i

By Tom Lough, Steve Tipps, and Rebecca Poplin

Celebrate the 1984 Summer Olympics with four gold-medal
Logo activities. The activities also will help students “go that
extra mile” in developing language arts and math skills.

ake your mark . ... Get
set. ... GO! It's time for
the Logo Olympics, an ex-
citing, eventful take-off on

the 1984 Summer Olympics.
Challenge students to sprint faster
than speeding turtles, leap turtle hur-
dles in a single bound, and last the
duration in a grueling Maraturtlethon!
They'll also get a chance to light the
Logo Olympic torch, create five Logo
designs in a special Logo event called
the Penturtlethon, and write their
own procedures for Olympic Minute
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commercials.

All of the Logo Olympic events,
modeled after sports events in the
Summer Olympics, will develop your
students’ Logo programming skills,
from simple PRINT and turtle move-
ment commands, to advanced proce-
dures and geometric patterns.

But that’s not all! The events will
also help students learn research and
writing skills, estimation, angles,
slope, geometry, and problem solv-
ing. Materials in the Olympic re-
source list at the end of the article

will help you expand the Olympic
theme to include other subjects, too.

You can use any version of Logo
for all but the first event, which re-
quires a Logo version that includes a
text screen for printing words. Popu-
lar Logo versions include Krell, Ter-
rapin, and Commodore Logos (li-
censed by MIT); Apple and Atari
Logos (developed by Logo Computer
Systems, Inc. or LCSI); TI Logo
(Texas Instruments); and Color Logo
(Radio Shack), although this version
does not have a text screen.




\ [EVENT #1
) |Olympic Minute

Subject: Language Arts (Writing,
Research Skills)

Objective: Students use the Logo
text screen to write short fact files on
events and contenders in the Sum-
mer Olympics.

Prerequisites: Students must know
how to use the PRINT command and
to define procedures.

Preparation: Gather reference ma-
terials on Summer Olympics, includ-
ing books, magazine and newspaper
articles, and pamphlets. (See resource
list at end of article).

s the 1984 Summer Olym-
pics approach, promoters of
the event are increasing
fans’ anticipation by present-
ing Olympic Minutes, 60-second tele-
vision spots full of interesting facts on
an Olympic contender or event. A
good way for students to learn more
about past and present Summer
Olympics is to have them create
Olympic Minutes of their own.

Have students use your Summer
Olympic resources to find important
facts about contenders or events in
the Olympics. Tell them to organize
these facts into Olympic Minute pro-
cedures. The procedures should pre-

s LOGO .
TOLYMPICSY

sent less than one reading minute of
material on the Summer Olympics.
Here’s an example:

TO OLYMPIC.MINUTE.1

PRINT [DID YOU KNOW THAT
MUHAMMAD ALI, ONCE]

PRINT [KNOWN AS CASSIUS
CLAY, WON THE GOLD]

PRINT [MEDAL FOR BOXING
IN ROME, ITALY,]

PRINT [DURING THE 1960
SUMMER OLYMPICS?]

PRINT [MUHAMMAD ALI LA-
TER BECAME THE HEAVY-
WEIGHT]

PRINT [BOXING CHAMPION
OF THE WORLD.]

END

After students have entered their
facts, have them add illustrations,
flashing borders, or animated sprites.

Call up Olympic Minutes between
other Logo Olympic events or at the
beginning and end of each day you
conduct your Logo Olympics.

Students can also use the Olympic
Minutes to create database files on
athletes and sports events. For ex-
ample, they could type in the word
MODERN.PENTATHLON and have
Logo respond with the Olympic Min-
utes that provide information on -that

event. Here is a possible MODERN-

.PENTATHLON program:

TO MODERN.PENTATHLON
OLYMPIC.MINUTE. 22
OLYMPIC.MINUTE.31

END

TO OLYMPIC.MINUTE. 22

PRINT [THE MODERN PEN-
TATHLON CONSISTS OF FIVE
EVENTS.]

PRINT [THEY ARE HORSE-
BACK RIDING, FENCING,
SHOOTING,]

PRINT [SWIMMING, AND RUN-
NING.]

END

TO OLYMPIC.MINUTE.31

PRINT [BOB NIEMAN, A FOR-
MER MODERN]

PRINT [PENTATHLON WORLD
CHAMPION, ]

PRINT [HAS A GOOD CHANCE
TO WIN A MEDAL]

PRINT [IN THE MODERN PEN-
TATHLON EVENT IN THE]

PRINT [1984 SUMMER OLYM-
PICS IN LOS ANGELES.]

PRINT [BOB NIEMAN LIVES
IN SAN ANTONIO, TEXAS.]
END (continued)

7
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Subject: Math (Estimation, Time,
and Measurement Skills)

Objective: Students maneuver the
Logo turtle around racetracks and
over hurdles.

Prerequisites: Students must be
able to use FORWARD, BACK,
RIGHT, and LEFT commands.
Preparation: Make one screen-size
transparency of each racecourse illus-
trated on the opposite page. Tape
Racecourse #1 to the computer
screen. Boot Logo into your comput-
er and move the turtle to the starting
line for the beginning of the first race.

EVENT #2
Turtle Track

he Turtle Track events con-

sist of maneuvering

the Logo turtle around pro-

gressively more difficult
racecourses. The object of each race
is to complete the course, from start
to finish, as quickly and accurately as
possible. To do this, students will
have to use FORWARD, BACK,
LEFT, and RIGHT commands. If the
turtle steps off the track three times
in the race, the student must start
over.

Use a stopwatch to time students,
starting from the moment they touch
the keyboard. Make bronze, silver,
and gold medals out of aluminum foil
and construction paper, and award
them to the three fastest competitors
in each event.

Use Racecourse #1 for the follow-
ing events: 100 meter race (a quarter
of the track); 200 meter race (half the
track); 400 meter race (once
around); 800 meter race (twice
around); and 400 meter relay (each
member of a four-person team moves
the turtle one-quarter of the track).

Allow each student a practice run
to get the “feel” of the course. Stu-
dents should discover that using as
few turtle commands as possible and
staying as close as they can to the
inside of the track result in a more
efficient run and better time.

Conduct separate events for the
200, 400, and 800 meter races and
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the 400 meter relay.

A relay is an event in which each
member of a team completes part of
the course. Competitors carry a ba-
ton around their portion of the race-
track and then pass the baton to the
teammate who will run next. In the
Turtle Relay, students must switch
places at the computer when the tur-
tle arrives. The intervals are marked
with dotted and solid lines on the
track.

The next Turtle Track event is the
Turtle Hurdles. Hurdle events are a
little harder, because students must
determine a path to clear the hurdles,
without “tripping” over them, and
then touch the “ground” at least once
before clearing the next hurdle. The
more hurdles, the harder the event.

Students can compete in the 110
meter hurdles (three hurdles), the
200 meter hurdles (six hurdles), and
the 400 meter hurdles (10 hurdles).
Use Racecourse #2 for the 110 me-
ter hurdles and the 200 meter hur-
dles, and Racecourse #3 for the 400
meter hurdles.

Allow students time to practice
“jumping” the hurdles. Encourage
students to write a hurdle procedure
in which the turtle clears a hurdle,
lands on the “ground,” and races the
appropriate distance to the next tur-
tle hurdle.

Once again, conduct timed races,
adding one second to a competitor’s
score for each hurdle his or her turtle
touches.

The final Turtle Track event, the
Maraturtlethon, provides practice at
more Intricate turtle movement.
Tape Racecourse #4 to the screen
and position the turtle at the starting
line. Students try to stay on the
course by manipulating the turtle
through hairpin turns, a dense forest,
and rocky roads.
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TURTLE TRACK RACECOURSES

Directions: Make screen-size fransparencies of each of the four
courses below. One at a time, tape the courses to the Logo screen
and have students run the turtle through each.

RACECOURSE #1

Events: Sprints and Middle Distances

200 meters

100 meters

100 Meters = One-quarter Track
200 Meters = Half the Track
400 Meters = Once Around

800 Meters = Twice Around

Start

Start

RACECOURSE #2

Events: 170, 200 Meter Turtle Hurdles

Finish

110 Meter Hurdles

200 Meter Hurdles Finish

RACECOURSE #3

Event: 400 Meter Turtle Hurdles

Start

Finish

RACECOURSE #4

Event: Maraturtlethon

A

W
Start £ VR, -
<53

( .
Finish

o Sfrzad ok

(continued)
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EVENT #3:
Light the
Torch

Subject: Math (Slope, Estimation)
Objective: Students explore slope
(the slant of a line) by programming
the turtle to climb steps and light a
torch.

Prerequisites: Students must be
able to use FORWARD, BACK,
RIGHT, and LEFT commands and to
define procedures.

Preparation: Type in the Light the
Torch program for your Logo ver-
sion. (See opposite page.) The pro-
gram listing labeled LCSI Logo is for
Atari and Apple Logos; the MIT list-
ing is for Commodore, Krell, and
Terrapin Logos.

ave students use rulers to
measure the height and
depth of steps in the
school. What makes some
steps easier to climb than others?
(The shorter the height from step fo
step, the easier they are fo climb.)

Have students draw steps using
Logo. Start with single turtle move-
ment commands, such as: FD 20 RT
90 FD 20 LT 90 FD 20. Then use the
REPEAT command to make several
steps, such as: REPEAT 10 [FD 20
RT 90 FD 20 LT 90].

Now, have students create a
STEP procedure, such as:

TO STEP

FD 20 RT 90 FD 20 LT 90
END
To run the procedure, students type
STEP.

Now, challenge students to write a
STEP procedure with variables that
will allow them to create steps of any
depth and breadth. Here's one possi-
ble example:

TO STEP :UP :OVER

FD :UP RT 90 FD :OVER LT 90
END
To run this procedure, students type
STEP followed by two numbers, the
first for the distance up, and the sec-
ond for the distance over.

Tell students to make steps from
the lower-left to the upper-right cor-
ner of the screen.

24 Teaching and Computers
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Once students have had a chance
to explore various inputs in the STEP
procedure, have them play Light the
Torch. Type SETUP to begin the
game. Logo will draw a torch at a
random location in the upper-right
corner and then place the turtle at a
random location in the lower-left cor-
ner. Students type STEP followed by
two numbers, the first for the dis-
tance up, and the second for the dis-
tance over. The turtle creates steps
based on the student’s input values. |
If the steps reach the torch, the tur-
tle lights it. If not, the turtle returns
to the starting position and waits for
new input numbers.

Students try to light the torch
by using Logo to create steps
with the proper slope. In this
example, a student reached
the torch on the third try.
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PROGRAM LISTINGS FOR LIGHT THE TORCH

Directions: Type in the listing for your Logo version and follow the
program instructions discussed on page 24.

MIT Version (Commodore, Krell,
Terrapin)
TO SETUP

PC 1

[

TORCH. 3TARMD
TURTLE.STAND
EHD

TO TORCH.STAND

FlJ SETx ¢ 186 - REAMDOM S8 >
SETY ¢ 188 - RAMDOM Sa »

FII SETH 38 STAND

EMD

TO TURTLE.STHMD

FU SETA ¢ RAMDOM 36 2 - 128
SETY ¢ RAMDOM 38 > - &8
SETH &

MAKE "T& ACOR

MAKE "T% YZOR

FI

END

T ETAMD
REFEAT 2 L[FD 38 RT 1261
LT && FD 18 LT 58 FD 1@
MAKE " HCOR
MAKE "% YCOR
CORMER
LT 38 FD 268 LT 28 FD 18 LT 5@ FD 18 PU
END

FD 38 BK @

T0 CORMER
REFEAT & [FD 3 RT 451
END

TO STEF :UFP :0OYER
PC 1
FD :UF RT 28

FD :OYER LT 38
CHECK :UP :OVER

EHD
TO CHECK :UFP :0OVER
IF ¢ A - XCOR » < 18 CHECK.Y :UP :0OYER STOP
IF WCOR 2> ¢ % + 1@ 3 PRIMT CTRY AGAIMI GOBRCK
STOP ELSE STEP :UP :OVER
EMD
TO CHECK.Y :UP OVER
IF WHCOR > ¥ + 18 FRIWT [(TRY AGAIMI GOBACK STOF
IF YCOR > % + 18 PRIMT [TRY AGAIN] GOBRCK STOF

I[F :¥ - YCOR < 18 FIRE STOP ELSE STEF -UF :-OVER
EMD

TO GOBRCEK
FU ZETA :Ta SETY :TY
SETH & FD

EHD

T0 FIRE
PU SETA :x SETY % SETH @
FD 18 RT 38 FD 1@ LT 9@ FD 2Z& RT &8 FD
REFEAT 7 C[FLAME LT 28]
RT 75
PREINT CYOU GOT IT!]
EMD

TO FLAME

PC 2

RT 5 FD 15 LT 1B FD 15 RT 1@ BK 15 LT 18 BK 15 RT 3
END

LCSI Version (Apple, Atari)

TO SETUP
TORCH.STAND
TURTLE.STAND
END

TO TORCH.STAND

PU SETX (100 - RANDOM 50
SETY (100 - RANDOM S0O)

PD SETH 90 STAND

END

TO STAND
REPEAT 2 [FD 20 RT 1201
FD 10 LT 30 FD 10

FD 30 BK 30 LT 60

MAKE "X XCOR

MAKE "Y YCOR

CORNER

LT 90 FD 20 LT 90 FD 10 LT 90 FD 10 PU
END

TO CORNER

REPEAT 8 [(FD & RT 451

END

TO TURTLE.STAND

PU SETX C((RANDOM 30> - 120}
SETY ((RANDOM 30> - &0)
SETH O

MAKE "TX XCOR

MAKE "TY YCOR

PD

END

TO STEP :(UP :0OVER
FD :UP RT 30
FD :0OVER LT S0

CHECK :UP :0VER

END

TO CHECK :UP :OVER

IF (:X - XCORX < 10 [CHECK.Y :!UP :!OVER STOP]

IF ¥YCOR > (1Y + 102 [PRINT (TRY AGAIN] GOBACK 3STOP]
{STEP :UP 10OVER)

END

TO CHECK.Y :UP :0OVER

IF XCOR ¥ (:X + 10) [PRINT ITRY AGAIN] GODBACK 3TOPI
IF YCOR > ¢:iY + 10) [PRINT (TRY AGAIN] GOBACK STOP:
IF (:¥ - YCORY < 10 [(FIRE STOP! [STEF :!UP :0OVER]
END

TO GOBACK

PU SETX :TX SETY :!TY SETH O PD

END

TO FIRE

PU SETX :X SETY :¥Y SETH O

FP 10 RT 90 FD i0 LT SO FD 2& RT B0 FD

REPEAT 7 (FLAME LT 201
RT 73

PRINT (YOU GOT IT!2
END

TO FLAME

RT 5 FD 15 LT 10 FD 15
END

RT 10 BK 15 LT 10 BR 15 RT &

(continued)
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EVENT #4
Penturtlethon

Subject: Math (Geometry, Problem
Solving)

Objective: Student teams create
five geometric shapes.
Prerequisites: Students must be
able to define procedures for
squares, triangles, rectangles, cir-
cles, and stars.

Preparation: Draw each of the five
Logo designs at right on separate
sheets of paper. Give each student a
copy.

xplain to students that the

modern pentathlon is an

Olympic event that includes

five sports: swimming,
shooting, horseback riding, fencing,
and running. (Penfa stands for five.)
The Penturtlethon contains five
events, too. These events require
the construction of five designs that
students create, first out of paper,
and then on the screen with the Logo
turtle.

Have student teams of two or
three cut out different-size squares,
rectangles, triangles, circles, and
stars from construction paper or felt.
They then use these shapes to con-
struct each of the five Logo designs
in the box below. Have teams de-
scribe in words how they make each
design, step by step. Here’s how a
student team could describe how to
make a star design.

To Make a Star Design:

First, find five stars that are all the
same size.

Then put one point of each star
together on the same spot.

The stars should all be exactly the
same distance apart.

That’s all.

When student teams have finished
creating the designs on paper, they
are ready to transfer them to the
Logo screen. Encourage them to
write “building block” procedures to
create squares, rectangles, stars, cir-
cles, triangles, and other shapes of
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any size. (See box for sample proce-
dures.) Students then combine these
procedures with other procedures to
create the more intricate Logo de-
signs.

Remind students that there are
many possible solutions to creating
the shapes with Logo, just as there
are many ways to piece them togeth-
er on paper. Note that each solution
given for a design on the opposite

page is only one of many possibilities.

When each team has completed
the five projects, bring in a panel of
judges — an art teacher, a math
teacher, and a Logo teacher, for ex-
ample — to judge team entries on a
scale of one (lowest) to 10 (highest).
Categories can include accuracy of
overall design, quality of paper design
and description, use of color, and
quality of procedures.

Building Block
Procedures for Penturtlethon Designs

Students can create these simple
variable procedures and use com-
binations of them along with other
procedures to form the geometric
patterns on the next page.

Square:

Procedure for a square of any
size. Type SQUARE followed by
one number.

TO SQUARE :SIZE

REPEAT 4 [FD iSIZE RT 901
END

Rectangle:

Procedure for a rectangle of any
size. Type RECTANGLE followed
by two numbers.

TO RECTANGLE :SIDE1 :SIDEZ2
REFPEAT 2 [FD :SIDE1l RT 90 FD
!SIDEZ RT 901

END

Triangle:

Procedure for an equilateral trian-
gle of any size. Type TRIANGLE
followed by one number.

TO TRIANGLE :SIZE
REPEAT 3 (FD :SIZE RT 1201
END

Circle:

Procedure for a circle of any size.
Type CIRCLE followed by one
number.

TO CIRCLE :SIZE

REPEAT 36 (FD :SIZE RT 10)
END

Star:

Procedure for a five-pointed star
of any size. Type STAR followed
by one number.

TO STAR :SIZE
REPEAT S (FD :SIZE RT 144]
END
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PENTURTLETHON LOGO DES/GNS

Directions: Give students a copy of the following designs (cover up
the solutions) and have them write procedures to create them.

DESIGN #17

One possible solution:

TO STARS

REFPEAT 3 [STAR 80 FD &]
HT

END

DESIGN #2

One possible solution:

TO MEDAL :SIZE

REPEAT S [3TAR :3IZ2E RT 721
HT

END

DESIGN #3

One possible solution:

TO CIRCLE.SQUARE :SIZE
REPEAT 4 ([RT 45 3IQUARE :35IZE
LT 45 REPEAT 9 [FD & RT 1033
END

DESIGN #4

One possible solution:
TO SQUARE.STAR

REPEAT 4 [RT 30 TRIANGLE &0 LT 30 FD &0 LT 52
RT 30] CIRCLE 8
HT PU RT 72 FD 10 PD
END STAR 70
HT
END

TO CIRCLE.STAR

DESIGN #5

One possible solution:

(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 LITERACY SERIES .............. . $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 (CR) ... 32 pages.

MCLO01 or MCRO1 Computer Literacy
Start with the basics! A must before your students getto a
“hands-on" mode!
MCL02 or MCR02 BASIC Programming — Book 1
Introduction to programming the Apple microcomputer.
MCL03 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

W
al i ) 1 [ T T R S A

, ,; %@“ N E'ﬁ“?ﬁf- _ IHu.\’eaa,T | would like to order... l
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$

I Postage & Handling Charges  § A I

I Total Amount Enclosed (check or money order)  § ' I
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School Name

I School Address I

l City State Zip l
Signature Date

I MILLIKEN Publishing Co. P.0.Box 21579 St. Louis, MO 631320579 l
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OLYMPIC
RESOURCES

The following list includes books, pam-
phlets, and software programs on the
Olympics.

Books and Pamphlets

@ The U.S. Olympic Committee is offer-
ing up to three free copies per school of a
pamphlet called “The Olympic Games.”
The committee has also published a book
titled The Olympics: An Educational Op-
portunity, in three versions for grades K
to 6, 7 to 9, and 10 to 12 ($3.50 each,
plus $1.50 postage, or 310 for all three,
plus $3 postage). Contact Bob Paul, Spe-
cial Assistant, U.S. Olympic Committee,
1750 E. Boulder St., Colorado Springs,
CO 80909.

® The Los Angeles Olympic Organizing
Committee is offering a free package of
educational materials on the Olympics, in-
cluding curriculum guides for elementary,
junior high, and high school levels (specify
which one) and a 50-page booklet titled
History of the Olympic Games. Contact
LAOOC, Youth Services Dept., Los An-
geles, CA 90084.

® The Complete Book of the Olympics, by
David Wallechinsky (1984; $10.95). Pen-
quin Press, 40 W. 23rd St., New York,
NY 10010.

® The Summer Olympics, by Caroline Ar-
nold (1983; $8.90; grades 2-4). Franklin
Watts, 387 Park Ave So., New York, NY
10016.

e Victory 1984 (1984; $6.95; grade 4 and
up) and Gold Medal Games (1984; $3.95;
grades 1-3). The Learning Works, P.O.
Box 6187, Santa Barbara, CA 93160.
Software Programs

® Olympic Decathlon (Apple 11+ /Ile;
$29.95). Microsoft, 10700 Northrup
Way, Bellevue, WA 98004.

® Summer Games (Atari 400/800 32K;
Coleco Adam; Commodore 64; IBM PC
and IBM PCjr versions available through
IBM; $32). Epyx, 1043 Kiel Ct., Sunny-
vale, CA 94089.

e HES Games 84 (Commodore 64;
$39.95). Human Engineering Software
(HES), 150 N. Hill Dr., Suite 35, Bris-
bane, CA 94005. =B

Tom Lough is editor of the National
Logo Exchange, Steve Tipps is assistant
professor of education at University of
Virginia; Rebecca Poplin teaches Logo
at Jack Jouett Middle School; Charlottes-
ville, Virginia.
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THREE QUESTIONS ABOUT
SOFTWARE

——

If your knowledge about software is
minimal, start with these basic
quest1ons and answers.

software?

Software is the set of instructions
that tells a computer what to do. This
set of instructions (also called a pro-
gram) is usually recorded on an ordi-
nary cassette tape, a floppy disk that
looks like a miniature record, or a
tiny cartridge that plugs into a slot in
the computer. Machines respond to
specific sets of instructions, so make
sure the software you want is avail-
able for your computer.

2. What kinds
of educational
software are
there?

That’s a BIG question! There is such
a variety of programs available that it
is difficult to place them into specific
categories. Usually, a program incor-
porates not one, but a combination of
several instructional techniques. In
general, you can divide software into
three major groups: 1) programs that
provide instruction to students, 2)
programs that students use as tools,
and 3) programs that teachers use as
tools. Within the three groups there
are many subgroups. Let’s examine
these subgroups.

Instructional

Drill and practice programs reinforce
previously taught concepts by pre-
senting problems, waiting for an-
swers, and then telling whether the
answers are right or wrong. These
programs sometimes keep track of
the number of correct and incorrect

responses the program user makes.

Tutorials first instruct the student
in some subject, then ask questions
on the material taught, and finally,
respond to the student’s answers.

Simulations allow students to ex-
perience situations which otherwise
would be difficult or impossible to du-
plicate in a classroom setting. For
example, computer simulations allow
students to reenact historic events or
perform dangerous science experi-
ments.

Educational games teach a concept
or skill by using a game format con-
taining a clear set of rules and playing
objectives. There is usually a winner
at the end.

Student Tools
Word processing programs help stu-
dents write and manipulate text.

Database management programs
teach students to organize informa-
tion by turning the computer into an
electronic filing system.

Graphics programs help students
create all sorts of graphics — from
bar graphs to pie charts to original
designs.

Electronic spreadsheets help stu-
dents practice math skills by turning
the microcomputer into an automated
ledger.

Teacher Tools
Authoring systems allow teachers to
create computer assisted instruction
by typing specific questions and an-
swers into a fixed structure.

Authoring languages are simple
programming languages, like PILOT
(Programmed Inquiry Learning or
Teaching), that allow teachers to cre-
ate their own structure for computer-
ized lessons.

Classroom Management Programs
help teachers with testing and record
keeping.

EE RS e ]
3. What is good

software?

How can you tell if a program is edu-
cationally sound? Start with the tech-
niques you use for evaluating other
instructional materials. Check to see
that the material in the program is
content-accurate, appropriate for the
grade level, interesting, free of bias,
and accompanied by thorough and
well-organized teacher’s guides. Be-
sides meeting these standard criteria,
good software should:

® Have no bugs (no technical prob-
lems or errors).

® Provide clear instructions.

@ Let the user control the program’s
speed and difficulty.

® Adapt to students’ individual needs.
If a student grasps the concepts be-
ing taught, the program should
“branch” to a more difficult lesson. If
a student is having difficulty with a
particular objective, the program
should provide additional instruction.
@ Provide positive reinforcement and
help kids understand wrong answers.
® Take advantage of the computer’s
distinct capabilities. Software should
use the computer in a way that is
better than or different from tradi-
tional ways of teaching. Look for pro-
grams that effectively use the color,
sound, graphics, and interactive capa-
bilities of computers.

e Allow for easy teacher modifica-
tion. Teachers should be able to alter
programs easily to fit students’ indi-
vidual needs. Modifications include
adapting the pace of the program and
the educational content.

e Stimulate creativity. Creative soft-
ware encourages students to discov-
er their own solutions to problems,
rather than limiting them to yes-no or
multiple choice responses. O
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A+ SOFTWARE LISTINGS

[

eachers are very busy peo-

ple. They don’t have time to

sift through the thousands of

educational programs avail-
able to them in order to find the very
best to buy. We at Teaching and
Computers decided to make this job
easier by publishing a list of quality
programs tested and recommended
by classroom teachers.

To produce such a list, we sent a
survey to teachers across the coun-
try who are experienced software us-
ers and asked them to name what
they considered to be A+, or top-
notch, programs in the following cat-
egories: math, language arts, social
studies, science, problem solving,
and miscellaneous.

From their responses, we com-
piled a list of the most frequently
recommended programs. Then we
sent this list to 12 experts on educa-
tional software evaluation. They
studied it and gave their seal of ap-
proval to the more than 70 programs
that follow.

Undoubtedly, there are excellent
programs that we did not mention.
We advise you to use our list as a
starting point for selecting good soft-
ware, but to keep your eyes and ears
open for other good programs.

We tried to include a variety of
A+ programs for the most popular
microcomputer brands. QOur list,
however, reflects a marketplace that
offers more good software for some
computer brands than others.

One note of caution: Information
on prices and machine availability of
the A+ software was given to us at
press time by representatives of the
companies that distribute the pro-
grams, but they are subject to
change without notice. Also, before
you purchase software, check with
local distributors to see if they can
offer you special educational dis-
counts.
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LANGUAGE ARTS

Bank Street Writer

Designed for young writers, this word

processing package allows users to cor-
rect spelling and grammar, revise sen-

tences, insert new ones, and move para-
graphs.

Apple I + /{Ie; Atari (48K d); Commo-
dore 64 (d). $95. Grades 4-12. Scholastic
Inc.

Crossword Magic

This program automatically generates
crossword puzzles from clues and words
supplied by the user. Provides drill on
word recognition, vocabulary, and spell-
ng.
Apple I/ +/1le; Atari (40K d).
$49.95. Grades K-12. L & S Computer-

ware.

Elementary Volume 7 —
Prereading/Counting
Teaches prereading and basic arithmetic
skills. Includes “Caterpillar,” “Train,” “A
is for Apple,” “Pictures,” “Words,”
“Shapes,” “Smiles,” “Wuzzles,” “Space-
ship.”

Apple 11 +/Ile. $46. Preschool-Grade
2. MECC.

The Hinky-Pinky Game
Students try to guess pairs of rhyming
words to fit definitions. The vocabulary
game develops spelling and rhyming
skills.

Apple 11+ /Ile. $30. Grades 4-10. The
22nd Avenue Workshop.

Homonyms in Context

A drill and practice program in which stu-

dents distinguish between homonyms by

reading them in the context of sentences.
Apple 1T+ lle; TRS-80 I/II (cs, d).

$69. Grades 4-6. Random House School

Division.

M-ss-ng L-nks: Young People’s
Literature
Students reconstruct passages from well-
known children’s literature by filling in
missing letters to words. Provides prac-
tice in spelling, reading, and grammar.
Apple 11+ /Ile; Atari (48K d); TRS-80
1114 (d); IBM PCI/PCjr. $49. Grades 3—
6. Sunburst Communications.

Prereading

Six games teach prereading skills. In-

cludes “Caterpillar,” “Train,” “First Let-

ter,” “Pictures,” “Words,” and “Shapes.”
Atari (48K d). $44. Preschool-Grade 2.

MECC.

Play With Language
Three games help young children with
word recognition, vocabulary develop-
ment, and reading comprehension.

Color Computer (32K d). $99. Grades
1-2. Radio Shack/Tandy Corp.

Quill

Develops communication skills through

writing. The program guides students in

planning, writing, and editing articles.
Apple I+ /I1e. $150. Grades 3-9. D.C.

Heath and Co.

Story Maker
Students exercise language skills by in-
teracting with prewritten stories or writ-
ing their own interactive stories.

Apple II/IT+/1le. 330. Grades 2-5.
Bolt, Beranek, Newman.

Story Tree
Children can write their own interactive
adventure stories or follow sample adven-
tures included on the disk.

Apple II+/le. $59.95. Grades 4-8.
Scholastic Inc.

Tutorial Comprehension Series
Five sets of four disks each provide tuto-
rial and practice on reading comprehen-
sion skills. Programs include Main Idea,
Details, Sequence, Inference, and Critical
Reading.

Apple 1T+ /Ile; TRS-80 III (d). 3255
each set; $995 for series. Grades 2-6.
Random House School Division.

(continued)
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A+ SOFTWARE LISTINGS
(continued)
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MATH

Bumble Games
Children learn fundamental math skills
and create computer graphics with six
easy-to-use games.

Apple I +/Ile; Atari (48K d); IBM

PCIPCjr. $39.95. Preschool-Grade 4. .

The Learning Co. Follett Quality
Courseware also sells the above versions as
well as a Color Computer version. Price
may vary a bit.

Bumble Plot

In this advanced version of Bumble
Games, students create computer graph-
ics by plotting positive and negative num-
bers.

Apple 11+ (Ile; IBM PCIPCjr. $39.95.
Grades 2-8. The Learming Co. Follett
Quality Courseware also sells the above
versions as well as a Color Computer ver-
ston. Price may vary a bit.

Early Games: Fraction Factory
These games introduce students to frac-
tions and provide practice in adding, mul-
tiplying, and subtracting them.

Apple 11 + lle; Atari (16K cs, 24K d);
Commodore 64/VIC-20 (d, ¢s); IBM PC;
TRS-80 UIII (d). $29.95. Grades 2-7.
Counterpoint Software, Inc.

Early Games: Piece of Cake

Children visit a bakery where they learn
to add, subract, multiply, and divide by
counting cakes as they are baked and
sold.

Apple I+ /1le; Atari (16K cs, 24K d);
Commodore 64/VIC-20 (d, c¢s); TRS-80
LI (d), Color Computer (d, cs); IBM
PC. $29.95. Grades 1-6. Counterpoint
Software, Inc.

Elementary Math Logic
Four games teach logic skills. Includes
“Bagels,” “Hurkle,” “Number,” and
“Taxman.”

Commodore 64 (d). $44. Grades 1-6.
MECC.

Elementary Volume 1 —
Mathematics
Eleven logic games and drills on math and
the metric system. Includes “Hurkle,”
“Bagels,” “Taxman,” “Metric Length,”
“Metric 21,” “Number,” “Change,”
“Tens,” “Metric Estimates,” “Round,”
and “Speed Drill.”

Apple 11+ /Ile. $45. Grades 3-5.
MECC.

Galaxy Math Facts Game

Students travel through space collecting
energy and ammunition by correctly an-
swering basic math problems. Set of six
programs.

Apple IT + (He; Atari (48K d); TRS-801
(cs), I (d, cs); IBM PC. $49.50 each,
$174 for complete set. Grades 2-8. Ran-
dom House School Division.

The Math Connection
Three challenging games drill the four
basic math operations.

TRS-80 Illili4 (16K cs, 32K d). $49.

Grades 3-8. Sunburst Communications.
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Try This!
Read the want ads on
the poster. Create
your own want ad
section with other
jobs in which people
use computers.
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poster. Make up a re-
sume of an ideal can-
didate for the job.
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