DOCUMENT RESUME

ED 260 6895 - } IR 011 761
TITLE "~ Egploratory Computer Literzcy Curriculum Guide,
Grades K-6. Resource Unit. .

INSTITUTION Hawaii State Dept:. of Education, Honolulu. Office of
.' o Instructional Services, . ®
PUB DATE Dec 84 : '
NOTE 206p.; For.the Exploratory Computer Literacy

P ~ Curriculum Guide, Grades K-6, see ED 256 289. This N

, resource unit is designed to replace the resource
T . section, wages 131-141, of the guide.. .
PUB TYPE . = Guides - Classroom Use - Guides\(For Teachers) (052)

—- Tests/Evaluation Instrument L{gp) -
AN
.

1

-,

1
EDRS PRICE| MF01/PC09 Plus Postage, ‘ -
DESCRIPTOR *Computer Literacy; *Courseware; Curriculum
- Enrichment; Elementary Education; *fLesson Plans;
*Microcomputers; *Models: Programing Languages; State
Curriculum Guides; Statewide Planning; Word

. Processing .
IDENTIFIERS BASIC Programing Language; Hawaii; LOGO Programing '
. Language . ’ ) s
ABSTRACT |, . ,
‘ T~ Designed to coordinate teacher-developed materials in .

computer literacy, this resource unit is composed of several
sections. The fifst, "Planning for Computer -Instruction," provides an-
outline for developing a school-level computgr task force, management
procedures for .computer labs, and Sample student survey forms.. The .
remaining sections provide sample igtjvities for classroom use within
the major topics of f"Getting Stafted," "L0GO," "Word Processing,” and
"BASIC." Each sample activity includes gsuggestions and guidelines for’
teachers on: (1) appropriate grade levels; (2) performance
expectations; (3) curriculum areas; (4) prarequisites; (3) materials,
including hardware, software, and supporting peripherals; (6)
classroom management; {(7) teacher preparation; (8 pre~computer
activities; (9) hands-on activities; and (10) follow-up enrichment
activities. The materials reflect the teache ~developer"s own
environment; variables include size of schoold, characteristics of
student population, accessibility to microcomputers, and teaching
. Style. Supporting materials include a_computer literacy software list
with notations of gradde leével, price, and publisher; recommended
pericdicals for teachers; computer books for students; teacher
references; and local resources on computer education., Also included
is a tab%e §howing the sizes of microcomputer keyboards and reference
charts. (JB ’ -

Ql

********************************************************************ﬂf*
\

* Reproductions supplied by EDRS are the best that can be made *
X - . from the original document. *
<k**************!*********************t*********************************

’ - [
- ' . . 3
. S - ’




T L . U.8. DEPANTMENT OF EDUCATION v - / /(;f‘

T g . NATIONAL INSTITUYE OF EDUCATION LA

. ' o E£OUCATIONAL RESDURCES INFORMATION
CENTER (ERIC)

W This document has bean reproduced a3
receved from the petson o organizaticn
ofiginating ite

N [0 Minor changes have been mads to impiove

toptoduction quainty. ‘

@ Points of view of opinions stated i this docu-

ment do not necassarily represent officlat NIE -
. position or policy. .

e, !

. EXRLORATORY

COMRUTER LITERACY]
CURRICULUN GUTDF, |
GRADES K-E

RESOURCE’UNIT

l

0 T

,

s .

TO THE EDUCATIONAL RESOURCES
INFORMATION CENTER (ERIC).”

‘ ® oy Jo V1A’ T4

OFFICE OF INSTRUCTIONAL SERVICES/GENERAL EDUCATION BRANCH D DEPARTMENT OF EDUCATION
STATE OF HAWA! O RS 84-7151 D DECEMBER 1984 ’




.

4

ERIC

ST A . 701 rovided by ERIC

’

Margaret K. Apo
Sherwood M. Hara

Dr. Hatsuko F. Kawahara
Michael Matsuda

Ronald Nakano

”

The Honorable Ceorge R. Arlyoshi
Governor, State of Hawail.

BOARD OF EDUCATION ¥

Rev, Darrow L.K. Aiom;, Chairperson i
Mako Araki, First Vice-Chairperson
Randal Yoshida, Second Vice-Chairperson

Charles Norwood
John-R: Penebacker
Akirs Sakima

Meyer M. Usoka
William A.K. Waters

Francis M. Hatanak, Superintendént of Education
- Dr. Margaret.Y. Oda, Deputy Superintendent

Bartholomew A. iSane. State Librarian

Claudia Chun, Assistant Superintendent*
Office-of Instructional Services ,

.
s

Verno?l,H. Honda, Assistent Superintendent

,  Office of Business.Services

Albert Yoshii, Assistant Superintendent
Oftice of Personnel Services

Gordon Kuwada, District Superintendent
~ Centrat District Oifice

Lokelani Lindsey, District Superintendent
. Maui District.Office

Dr. Kiyoto-Mizuba, District Superintendent
-, Hawaii District Otfice

Dr. Mitsugi Nakashima, District Superintendent
Kauai. District Office

Andy Nii, Distrlci"Superlmendenl
Leeward District Office

Claudio Suyat, District Superintendent
Honolulu District Office

Kango Takata, District Superintendent
Windward District Office

-

(X d

12/84




’ FOREWORD

The Foreward to the Exploratory Computer Literacy Curriculum Guide, Grades
K-6, made a special note of the dynamic nature of computer technology and
computer education. This resource unit was designed to provide teachers
with more recent developments in computer literacy and to share- resources
developed by teachers in the field. It replaces the resource section,
pages 131 to 141, of the Suide. ~ - -

We hope that all elementary school teachers and principals will find this
resource useful for initiating and implementing computer 1iteracy programs
in their classrooms.and schools. R ' o

N .

Povs

J / . '-t~ . . . .
. » " Francis M., Hatanaka o
¢ Superintendent’
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S " INTRODUCTION - + . - ,
' ) ‘ . & -

=8 » s .

As schoo]s develop plans and programs tg meet the cha]]enge of providing
computer experiences for their students; teachers and principals have " . ..
requested the shar1ng of 1mp1ementat1on stratégies and d&vailablé resources.
This resource unit is.an initial effort towards coordlnatlng teacher-
developed materiails i computer llteracy :

Y

a?

The materials reflect the teacher-deve]oper $ own environment. Var1ab1es
_include size of school, characteristics of student pgpulation, accessibility
.to microcomputers and teach1ng styte. The guidelines for school planning as
“well as the sample activities are intended towserve as models for what can be
done. Teachers and principals using these materials will need to modify the
examp]es to accommodate the1r own c]assroom or, school s1tuat1on. .

The first section, Planning for Computer Instruet1on, provzdes an outline for

. developing a school-level computer task force, management procedures. for
computen 1abs, and sample survey forms». , .- _—
The remaining sectJons provide sampleé activities for classroom use. The

maJor topics are' -

Gett1ng Started . _

Logo : ‘ S
Word Processing . 0

BASIC . . .

For each topic samble activities are provided. Each sample antivity includes
suggestions and guidelines for teachers in the following qg;egories:

5 4

Grades : o
Performance Expectat1ons )

" Curriculum Areas o .
Prerequisites ’
Materials

Classroom Management

Teacher -Preparation

*Pre-Computer Activities R /
Hands-On Activities - .
Fo]low—Up/Enr1chment Act1v1t1es .

The suggestions and guidelines describe one way tq.cofiduct the activity.
Depending on differences in the availability of microcomputers, where they
are located in the school, class size, teaching styles and student
background, the activity will have to be modified. Each sample activity is
intended to serve as a suggestion based on the experiencés of the
teacher-developer, not as a prescription or formula for all to follow.

Orie assumption made in the development of this resource unit was that
teachers ysing 7t have received training in the use of computers in
education. Minimum training equivalent to Phase II of the Department of
Education's inservice training model was assumed. Ideally, teachers would
have completed ail four phases of 1nserv1ce training identified in the model.

»

vii \
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. ESTABLISHING COMPUTER TASK FORCE OR COMMITTEE °

- ~

Whenever a new curr1cu1um area is to be 1nst1tuted‘at the school level, a task

force or committee is usually formed to be responsible for planning, °
1mp1ementat1on and evaluation of the néw program. Such an organization-will
facilitate implementation of the Exploratory Computer Literacy Curr1cu1um
Gu1de, Grades K-6.

Membership - The committee should be a workable group of 6 to 8 members and .
include interested teachers representing primary (k-3) and upper grade levels
(4-6), school librarian, parents and the principal. The district resolirce
teacher in charge ofothws area of the.curriculum tan be invited to attend the
meeting whenever feasﬁb]ea t

Funct1ons - Respons1b111t1es of the task force or comm1ttee s respon51b111t1es
may include: .
. / .
1. Estab11sh goals and objectives for school's Exploratary Computer L1teracy
program based on state and district goals and obJectﬁves subject to )
faculty approva] (See Developing School Plan PD. ,5 -8.) 7

2. Provide and explain sthdent survey and assessment (pre-post) 1nstruments
to be used-by teachers. .

3. Conduct and” comp11e results of surveys of students’ facu]ty and parents
regarding computers. . : 8

4. Work 3ut a Master Schedule for 1mp1ementat1on of p]anned instruction (3-5
years . .

5 Plan for and possibly conduct workshops, tra1n1ng sess1ons, sharing ,
sessions, meetings for s o

a. use of computers - T, : .
b. use of computer guidet - . . .
C. démonstrat1oﬁ4§of instruction -

’ d. setting up. rules for computer activities ‘

e.. moriitoring of computer lab (pareénts) s

f. sharing of nstruct1ona} 1deas and strategies .

.6. Set up the computer Jab : I .

-a. decide on 1ocat1on

“b. arrange furniture and-equ1pment . LT e
c. .take inventory of furniture, equipment, software . y
.d. set up bulletin. boardad1sp1a¥s .

e. set up schedu11ng procedures and post schedu]e .
f. establish rules for housekeeping, hand11ng and ca:gyof equipment,

Qsecur1ty measures and student conduct in the laborgtory
j . \
s . .
“ . N

-
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7. Develop budget plans for\purchase of hardware, software, teaching
- . mater1als. o
\ v - . . . ) ) . .,

>—-project needs over 3-5 year period
b. seek‘sources of funding (Tobby with facu1ty when necessahy)\
c. prepare-annual orders %by quarters)” ~ s
d. discuss fund\ra1s1ng poss1b111t1es
- .
8, Make a resource T1st of parents f1rms and_other community .people who can ‘
ass1st in the comther program as: speakers, consultants, teachers, etc.
. 9. Act as liaison,. clearinghouse, screening committee and med1at1ng board on
any matters rngard1ng school’s computer program,
10. Communicate ali ifp rtant decisions, efforts- anoiredUests for out51de
input to facully an | parents whenever and wherever fea51b1e and
necessary N \

3 ? - -

o
11, Plan any shar1ng ac jvities such as a Computer Fair, Children's Shar1ng
' N1ght Teacher's Computer Idédas, etc. '

12. Eva]uate committee or task force's functions ond achievements at the end
~ of the year.

<+ .~ Frequency of Meetings -

/. - -
B . .

" At the onset of organ1z1ng the group the meetings may be frequent an¢ long.
. But once the basic structure and responsibilities are set the meetings may be
’ held once a month or as needed.

~
-«
&
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//\ .- DEVELOPING SCHOOL PLAN ~ - ™y

I. Assessment . o : o ) Co. v

A. Students: Assess and survey students . computer knowledge and v
.experiences (See sample Student Surveys pp. 9-13:) . ) .

-

B.‘.FaCultx: Survey background ‘knowledge, tra1n1ng and exper1ence in
computers. (See sample Faculty Survey on- Complter Educat1on p. 14.)

GC; Parents: Survey parents knowiedge and experience in use of - '
computers and also their willingness to assist school's’ con puter
program as reseurce people, monitoring of computer, Jaboratory*and

' 1nstgu§ting other parents. *(See sample Computer Survey fob Parents
- 3 p - , . .

. . = ’ .
D. Materials and Equipment (Software and Hardwar_) Check inventory of .
-equipment, software and ‘instructional maqﬁr1als, up-date resource.
Tile and keep dn-going "need -list". - :

1

II Goals.@nd Objectives > . . ' 3 i ' \‘ ; E T ,,f{

s

A. State §DOE2~ See Exploratory Computer;Lwteracy Curr1cu1um Gu1de, o \ -
rade . Y , . . :

.
P

"y ____ujg_“_ © . - .
. & « . .
" B, District: Check if Districtwhas subrgpals or specific emphasis fort N

\t e year. ‘. \\y
. C. School: Establash goalg and obJect1ves incorpo¥ating the'State and
. District guidelines for short term {1 year) .and 16ng. range (3-5

‘hyears) 1mp1ement&t}on .
Write. spec1f1c, measurable and atta1nib1e goals w1th1n 2 t1me frame s
£xample: - .
Long term: By the end of 1987 e verz&c?ass in \School

will have receivéd some phase of instruction in
the, K-6 Exploratory Computer L1teracy Program.

' ., (See Phases I - V below.), . .
Short term: By June 1985, 50% of the students in o Scﬁ%o] -
will have completed the Phase T (see beTow] of the . /-
Exploratory Computer Literacy Program. N . s

D. érage Level: From the schoo]'s goals and obJect1ves select, speoific ,
l objectives according to assessed needs and exper1ences of students on_

grade 1eve1 o, ) . o
A ) . . . 'y

Example' ‘ .

During the_schoo] year 1984-1985 80% of the’ students in grade -

at Schodl will have- comp]eted the Phase I (see be1d‘7’bf

.1nstrurt€on in Exp1oratory Lomputer. Literacy.-

£, ‘C]ass' From grade level objectives, sélect Spec1fic performance

expectations according to assessed needs and experiences of students
in the class. , :
A | T

1 l .

LI
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IIT, Plan of Action

A. AEt1v1t3es' Select 1nstruct1oha1_aet]y1t1es for, specific tearh1ng

t

objectives based on assessed ngeds of students and school's
ﬂ1rect10n. Evaluate how well these activities.enable "students to
‘meet performance’ expectatiens.. The computer task force or committee
in charge of the.computer literacy program can divide the

- 3.1 Identifies/describes computer operations
Suggested Software: Inttoduct1on to Computer disk, Logo, \
appropriated'tutorial and simWation activites. i

Phase II: [EEE]. S ,

%

‘Reinforce Phase I .
Dbjectives: 1.2 Identifies computer rules -
8, .1.4 Identifies methods of commun1cat1ons W1th
computar
3.2 Recognizés computer app]icatlons
5.1 Recognizes support/technical/scientific/ -
integrated field cateers /
Suggested Software:’ Logo, BASIC,, Int(\iuct1on to Word Processing

* t

Phasé I11: Faed SN Ch
\ée I )

N

Review Phase I, reinforce.Ph

Objectives: 1. 3 Explains algorlthm/flowcbart .-

2.1 Uses computer\information system-

3.3 Recognizes affects on dsily life: )

3.4 Differentiates stience/technology ,ﬁ\

4,1 Recognizes deaavantages . » ;

4,2 Identifies major applications {
Suggested Software: Logo, BASIC, Word Processing, another language
Introduction to application} programs (e.g., Data Hand]er)

Phase IV and V: | .

Review and re1nforce all ebjectives. .

Develop further confidence and competence in programming “in Logo,
BASIC and word processing. Continue:to explore other applications
progrgTs. Utilize computer skills. in as many instructional areas'as
possible. - . .

- .
-

responsibilities of instruction into 3 to 5 phases in order to ~
. achieve the schqp] s Tong term goals. i .
Examp]e* _ ST s
Phase I: % \\ - S h
‘Housekeeplng Rules . . BN
Care and Handling of Disks, Computebs, Monltors . c°
> « Management of Groups N N - ‘3 '
Geheral Rules of Conduct : ' \ — '
Cover ObJectlves. 1.1 Intelracts with computer ;
' 1.5. Devélops positive attitudes and behaviors

N




B. T1me Frame: - Based on the goals and objectives for the school, a
A master schedule can be made to show how a school's computer program
. .. will progress through the years. (See sample Master Schedule p.
16. ) However, each year the schedulé needs to be adjusted because it
" is impossible to .predict al] of the problems or changes wh1ch may °
occur. .

T.. Scheduling: There are several coﬂsiderations the school must make in
deciding how computer classes will be scheduled. The number of times
a class needs to\utilize the Tab will be determined by the number of
computers available and the number of classes using the. lab during
. any given day, week or month. The following are some ways a school
can decide on the utilization of:the computer Tab. .
1. 6-week sessions, daily 1nstruct1on approximately 6 classes per
. - session can be accommodated (36 classes per year.)
) 2. Once a week, throughout schoo] year, approx1mate1y 25 classes can
. . be accomodated 5
’ 3. One semester, twice a week w1th one day per week opened to any '
class (make-up), approximately 10 classes per semester can be
* accomodated

-

‘ (See Samp]e Schedules A-C pp. 17- 20 )

¢

D. Management.

1. Rules on "housekeeping" and “handling and care of computer .
equipment and supplies” should be set by the school computer task ’
P - force or tommittee in charge and {followed by everyone who uses )
‘. the computer lab. Rules for behaV1or, going to and from computer
lab should be set by individual c1as es as needed. ~Keep ruies

simple and few.

2. Group students appropr1ate1y to carry out instructions
effectively. Uttlize total class, large group, small groups. In
teaming, select compatible students for the most effective g
teachlng learning outcomes.

3. Students should experience hands ~on as often as possible but this
will entail pre-computer discussions, off-computer activities and

' fo]]ow~up\activities in order to accommodate as many students on

‘ the Timited number of computers. (See Management Procedures for

Hands-On Experience, pp. 25-27.)

-~

4. Supp11es and equip freouently used. for computer instruction
(e.g., overhead projector, transparenc1es and pens, chart paper,
graph paper, etc.) should be kept in the computer lab:

\\.‘ H 3 )
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IV, Evaluation .

A.

C.

- D.
/

¢
P

V.‘Summany‘

* KEEP IN MIND: ) )

Students - Keep checklists (see Sample Checklist p. 21), record of
worksheets, notebooks, give post-test (see Student Survey Form B6 pg
10-13) and student evaﬂuat1on (see Sample Student Evaluation p. 22

Faculty - Evaluate lessons, as presented, scheduling, time aliotment,
materials used. At end of year make recommendations to task force or
committee or administrator. (See sample Teacher EvaTuation Form p
23.) 7 , ;-
Pareﬁt - Conduct survey to get feedback on student attitude towards
computer instruction and interest. Have parents who have helped in
thezla? evaluate their participation. (See sample Letter to Parents
P

Equipment and Supplies - Update inventorles, prOJect for future
needs. .

1

¥

Where Ate ‘| Where Do We Hoero”We Get What Have We
. We? | *Want to -Go?| ’T, There? > Accompl4ished?

»

Assessment Goals - - Plan of Action ~ ~Evaluation
Ubzectives -
» Survey P.E.ls instructioh surveys
Pre-Test . activities . checklists
Questiohnaires formative evaluation post-test
Inventories . . student products




STUDENT SURVEY OF COMPUTER EXPERIENCES

£

v

o Py e ) . .
“ave' you ever uged a computer? If yes; what kind of computer?

~

Do ;you have a computer at home? _ If yes, what kind?

Are you allowed to use it?.

NS

Have you taken any computer courses? - fwhere?f

How long? _ -
. | /’//. ]
' : Ty T '
What can you do on a computer? (check-and write in) .
Play games ___. Program (BASIC, Logo) -~ |
Lessons (what kind?) - __ Word Processing (which -one?)

-

Others (what?)

L 5
b4

Are you interested in learning how to use the computer?

£

Why? - .
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STUDENT SURVEY - COMPUTER LITERACY
" Form B6

Part I.. . - \}

' Directions Read the following statements about computers. Iff you "Strongly
Agree" with a statement, cirgle an “A". If you "Agree" with the statement,
¢ircle a "B%; if you are “Undecided" about an answer, circle a "C"; if you
"Disagree,” 01rc1e a "D"; and if you "Strongly Disagree," circle an “E".

AT

ree

A

Undecided
Disag

/ .
O U U U Do woo ccc(,éc:t;:c.c; © Disagree

- Agree

-

Computers treat everyone a§ a number.

The more computers are used, the less. privacy a
2 person will have.

Someday most things will be run by computer.

I am not very good with computers.

Computers are- fun.

Working with. computers is easy.

I would Tike to spend more time using computers.
Using computers is too hard.

I dread using computers. .

Learning about computers wil] ‘be useful in my
future. -~

I really want to do well with computers.

Using .computers is boring.

Every student should have some understanding of
computers.

Computers are hard to understand for most peop]e
Someday most peop]e will have a computer in the1r

home.
A tudenti/;hdﬁT3“1earn how computers affect

th Tives.

I would like to learn more about computers

I enjoy (or think I'would enjoy) using -computers.
in my -classes.

My ‘knowledge of what is going on in the world is .
more up-to-date because of computers.

Computers can be uSed to assist, in teaching Engllsq

3
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grammar.
21. Computers are not really used very much yet excep
_ scientists. c b E
22,  Government officials use computers to keep large/
amounts of information about citizens. B C D E

nN
(o)
[ ]

People. often use computers to store,large amoungs
of 3nformation they wish to use over and over
again

Computers have helped the wor]d by increas1ng
communtcation. . A B.C D E

>
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Part II.- \ .

Directions: Select the best answer to the following quest1ons and fill in the
corresponding letter on the answer sheet Refer to the d1agram when answering
questions 25~30, -~ )

25, Uisa - ‘
(A) disk drive (B) keyboard - (C) monitor - (D) printer
(E) modem . ‘ V

26, Vis a . :
(A) disk drive (B) keyboard (C) monitor (D) printer
(E) floppy disk - .

27. Wisa !
(A) disk drive (B) keyboard (C) monitor (D) sprinter

(E) floppy -disk
28. Xis a ’ A s : ’
(A) disk drive (B) keyboard (C) monitor (D) priater
(E) modem - ,

B

- ' ¢

29, Y'is a T,
{A) disk drive (B) keyboard (C) monitor D) printer
(E) modem T .

30, Zis a . - -
(R) disk drive (B) keyboaird (C) monitor (D) printer

- (E) modem . r
For items 31 - 39, if you do not know th7 answer, f111 in (E) "I don' t know. "

Al

. 31. A computer program is ) - ’ -
A} a course that ses computers
B§ a set of instructions to control the computer 5
C) a way to repair computers . .

(D) a set of mathematical equations \\
(E) I don't know

’

-

11

- N (.‘ ' 17




32.

33.

34,

36.

37.

Which of the follewing is not a computer programming language?

(A} Pascal  (B) BASIC  (C) LOGO (D) TURTLE (E)-T don’t know

- -

On a computer, the symbol * is used to indicate

éA; addition (B) subtraction = (C) multiplication (D) division
I don' t know )

Look at the following computer program.and decide what will appear after

the program is run,
10 PRINT"2+2="2+2

20 END ;-
éA;2+2= +2 " (B)2+2=4 (C)A=& (D)P242="2402
I don't k - ’ . .

3§< How many times will the f&flowing éompute? program print the word ALOHA?
10 PRINT "ALOHA* .
~ 20 GOTO 10 ,

30 END ' -

iA; zero (B) once (C} 10 times (D) more than ten times
T don't know -t

Which set of cdmputer instructions prints out the nuﬁéral 2 only once?

(A) 10 X=0 * (B) =1 - (C) 10 X=1
20 X=X+ X =X+1 - 20 X=X+1 .
30 PRINT X . 30 PRINT X 30 PRINT X - —
40 GOTO 10 . 40 GOTO 20 , 40 'GOTO 50
50 END 50 END o 50 END

(D) 10 X =2 - () I don't know . -
20 X=X+1 =~ 5 S
30 PRINT X S p
40 GOTO 50 o ~
50 END .

The following commands FORWARD 46’ RIGHT 90 FORWARD 60 RIGHT 90

38.

FORWARD 40 RIGHT 0.

A) form a triangle
B) form a rectangle

- {C) need another command to form a triangle - 1

D) need another command to form a rectangle )
(E) 1 don't know ‘ -

Y )
A keybeard is used-mainly to

(A) chéck spelling . ‘ o -
B) turn on the computer ‘ A
C) enter information into the computer -

‘ lock the computer . e
E) T don't know 12 , . .

18 ‘
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39, A monitor sometimes

gA; stores information-in the computer's memory

B) keeps track of things in the computer's memory
{C; turns on the computer

D) shows what-has been typed into the computer

. (E) I don't know )

2

40. Personal |computers (micrdcomputers) first became popular around:
(A) 1950 (B) 1965 (C) 1978 (D) 1982 (E) I gon‘t know
41. Which of the following staiements is generally true:

computer. ‘

zB) Once it is set up in a room, a microcomuter must not be

Ac; Microcomputers need to be in air-conditioned rooms.

;ua} (D) A microcomputer can be used as a terminal connected to a large '
computer. ’

~(E) Information has to be entered through the keyboard.

(A) Programs written for an Apple computer will also run Qq\zoRadio Shack -,

ved.

"42. Mhich of tﬁe folTowing statements is not generally tiue:

gA; Microcomputers can be used to play video games.

B) Microcomputers can be used to help write books, .

(C) Microcomputers can handle miliions of pieces of information at the
same’ time. - ‘

éD; Mictocomputers can be used to send information over phone lines.

E) Printers used with micrgcomputers can produce print that Tooks Tike
it came from an electric typewriter. . ; . s

Part III. : : S
Computer ~ Computér - Computer

o helps a heélps a  does not
- - Yot 7 Tittle help -

How much would a computer help in:

-

43, Caiculating and “printing bills for a o ‘ '
_credit card company?. ~— . () - | (B) (C)

44, ‘Keebing track of a car maker's inventory? (A) . ; (8) (C)
45. Telling which food tastes better? (A) . (8) (C)

" 46. Predicting election results? (A) . (B). (c)

. 47. Alphabe}izing Tists of names? (A) ; (B) (C)
"48. Writing a novel? : . (A) -, (B) (c)
49. Diagnosing diseases? ‘ (A) - ‘ (c) -

A N
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“FACULTY SURVEY-ON COMPUTER EDUCATION

Surveys are being conducted for students, parents and Taculty members so we
can plan ahead in carrying out the Exploratory Computer Literacy Program in
Grades K-6 in our school. These surveys will provide the 1nformat1ghbto get
the necessary assistance from.state, district and school levels to embark in
this new area of the curriculim. .

1.  What courses, worksﬁqbs, or training have you taken in computers? (List)

,

2. What courses, workshops, or training are you planning to. take and when?

w L

3. In what areas of the Exploratory Cémphter Literacy Curriculum would ydu
1ike more help? -

» -
. ~ N

“

4, At the school level what kind of help would you need to get started in
teaching the use of computers to your class (if you haven't already
startedg?

2

. <

5. Would you be willing to help other teachers on yoyrigrade or in our
school to get started? ‘ Fo. /

N

. If 'yes, in what capacity? '»' /

-

6. Other comments, concerns, questions or suggestions regarding computers:

20




COMPUTER SURVEY FOR PARENTS

4

Dear Parents:

This survey is to gather information on the status of computer knowledge
. and experience among our parents. It is also a survey to find out how many
parents would be 1nterested;1n learning about computers if classes cpuld be
arranged .

r
*

The school also needs parental he]p in carrying out our computer program
for our children,

-

We would appreciate it if you would ‘£i11 out the survey and return it
with your child. Thank you for your coopenat1on.

1. Do you know how to use a computer? . ;

What_ make(s)?

. 2. If yes, are you willing to teach other parénts?

3. If no (to question 1), would you like to learn? K

;.

4, With or without computer experience, wou]d you volunteer to he]p monitor
our school”s computer laboratory? L

5. MWith your knowledge and expertise of computers, would &ou serve as a
resource person should questions or problems arise with our computers?

-

<7
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MASTER SCHEDULE- EXPLORATORY COMPUTER LITERACY K-6 . S

School - :
1984-1989 ° , S . ,

Grade T - - - - -
Level - ~1984-1985 1985+ 1986 . 1986 1987 . 1987-1988 /’ 1958-1989

- v *
ASE 1 . PHASE u wﬂAM | PHASE V.o -1
. :"..l.o e e . * :. .,'; -
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SAMPLE SCHEDULE A

*school Enrollment

microcomputers |,

7G0 students

' Computer Lab 9

T

" Cycle 1 * Cycle 2.% Cycle 3 * Cycle 4 * “Cycle 5 * Cyfle 6 *3, -
Yeriods - 9/10 - 10/23 11/5 - 12/20, 10/24 - 10/25 2/21 - 3/22 4/1 - 4/30 5/2} - 5/30
- ‘ 10/29 - 11/2 - § 11/7 - 1/11 1714 - 2720
a ' ' \ 8:20 - 8:55
8:15 - 9:00 Grade’S Grade 6 Grade 4 Grade 3 Grade 2 Grade K t
3 ] . o .
b ' : . . 9:00 - 9:35
< 9:00 - 9:45 Grade 5 Grade 6 Grade 4 ¥ Grade 3. Grade 2 G{ade K
b : \ 1 10:20 - 11:10 | 10:15 - 10:50 | 10:15. - 10:50°
10:15 - 11:00 Grade 5 Grade 6 Grade 4 Grade 3 . Grade 1 , , Grade K :
. KAAP - 5 11:40 - 12:15 ~ | 11:40 -}12:15
11:00 - 11:40 Grade 5 Grade 6 Grade 1 1 Grade
. KAAP - 6 .
) K-3 Experimental ‘Experimental | 12:05 - 12:55.. . . ¢
12:20 - 12:55 Orientation ‘Project (Math) } Project (Math) | Grade 2/3 Grade 1 - Grade®] -
- Grades 4 - 6 Grades 4 ~ 6 Combfnatigp :
? ———— ~
* ‘ *For each cycle : v 4 . ’
: - 1/2 class goes Experimental Experimental Experimental Experimental |
1:15 - 2:00 to 1ab every _ } Project (Math) I Project (Math) Grade 2 Project (Math) Project (Math)
other day. Grades K - 3 Grades K - 3 Grades K - 3 Grades K- 3 - |
) C _




\ « ¢ }/,
~ . - _ - ) N ' ' - -
SAMPLE SCHEDULE B o -
M?DAY ~ “TORSDAY WEDRESDAY “TRURSDAY —TFRIDAY
- +— ' -
I 3 VAL o . :
F:;S ~ 9:45 - Grade Ho. of Classes C-1 and C-2 , GRADE 3
- . K 2 : HEARING AND PROJECT
s 1 3 IMPAIRED :
2 2 . CLASSES e S
3 2 -~ . - R P .l’
- 4 ¢ 2 - ~
» 5 M 2 -
6 ..2 N \ . -
+ - - = —} - = - - -
bas o} RECESS i, - , , \ . - :
:40:05-10:45 GRADE 4 SLD CLASS GRADE 4 -} RESOURCE ROOM SLD CLASS
: PROJECT (B-4) PROJECT® (SPEC. ED.) (B-5)
s L . ) . -
, £ 10:50-11:10 - 10:45-11:15 ° |- 10:45-11:15
. GRADE 1. GRADE 4 - GRADE 4
1:15 - . GRADE 6 , GRADE 6 SR - .
. A 11:50-12:10 . 1
. GRADE 1 ; 11:15-11:45 11:15-11:45
. . GRADE 4 GRADE 4° |
11:45 GRADE 6 GRADE 6 12:10-12:30 . o ‘
) ? GRADE 1 ~ ;
Y45 LUNCH g . . \’
Y - - 7 *
2:35 - 12:35-1:05 A 12:98-12:55 - 12:35-1:05
GRADE 3 GRADE 5 ¢ KINDERGARTEN GRADE 5 GRADE 3
' — T2 "
2:00 1:05-1:35 " KINDERGARTEN 1:05-1:35 - .
. GRADE 3 " GRADE 5 | . GRADE 5 GRADE 3
T:35-2:00 < ) ’ — )
GRADE 2 GRADE, 2 GRADE 2 * GRADE 2 GRADE 2
7 T T -
f’ ' - 9
. /
/ ‘ . .




SAMPLE SCHEDULE € | e
USE OF COMPUTER LAB .

Grade- 1eVe1 assigned for use of the computer lab W1T] be responsible for:-

a{ Opening and closing of all .Windows.

b Turning on all computers and 1eav1ng them on a]l day. (Be sure disk
} drives are off.) ~ 0 \

c Securlng ‘the room at the end of the day.

Ai.
N

N

. Be sure students are orlented to "Do's and .Don’ ts" (Rules estab]ished
for computer Tab. o N -
Computer comm1ttee will inform you where computer lab key will bé —
. hanging. Key should be hung back at the proper place @ the end of the o~
day Only adults should pick up, handle, return the\eemputer Tab key.

Computer room calendar (see next page) will be posted on the bullet1n
board: The grade level assigned for that week will. have the morning
blocks reserved but any class or grade level may sign up for open\b]ocks
of time on the calendar.

Al . - O
N .

A Y
-

SCHEDULE FOR 2nd SEMESTER | L
Feb. 27 - Mar. 2 " Garade 5/G7 L
Mar. 5. - 9 ‘
Mar. 12 - 16 . Grade 4/6T
. 19 - 23 , N
~ Apr. 2 -6 h‘; Grade 6 °
-9 -13 [P
o [EREEEEE oo ¢ ) i
-Apr. 16 - 20 Grade 3
23 - 27 ~
Apr. 30 - May 4 . \ Grade 2 K ;
May 7.-11. \ . .
May 14 - 18 " Geade 1
21 - 25 ’
May 28 - June 1 B Grade K ‘ e
June 4 -6 ) . Open '
19
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:» > N r'S
5
¢ - -
’ WEEK OF: . -
TIME MONDAW J Tuespay WEDNESDAY THURSDAY
7:30-8:00 - } . : S
= - » C - . e -
L \Q’_, = ] . - R o
. «Qe =0 . W .
8:10-9:10 . o\ ) X .
| 9:10-10:00° X ‘ .
: : N ;
10:1511:00 . Lo ¢ pv ]
B ) . 1 . A §- . -
¢ - ; - - v“ . ,¢4’(/
w | 11:00-11:45 o PR S
. 12:00-1:Q0 ) . N
1:00-2:00 ' Lo -
1 ‘ - .
2:15-3:00 ¢ , . -
~ * g » .
. R . ) :
CERIC ‘ 26 °
' \\:f i I'd ) f Y . \ ) ®. N
"’,Zx \\ ' » P ] 5 .




* CHECKLIST ‘FOR PHASE 1
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. STUDENT EVALUATION
M (Grades 4-6)

v

What do you think needs to be improved in our use of computérs’in
instruction? Any ideas how?

E

) ] a - ,‘

, 2. What do you think was good and helpfuf about using computers?

T —
~

b 3

3.  What would you Tike to do next year with computers? 7 -

~.

~.

N P~

,B T

N
F

4. If we had a.Computer Club made up of students interested in déing more
. with computers would you join? What wouTd you like the Club to offer?

-4
- - t

R




TEACHER EVALUATION OF COMPUTER USE

1]

. . What would you Tike to see improved next year regarding our Explaratony
Computer Literacy Program? ??;Teduling, Physical. Arrangement, Parental

Assistance, etc.

What kind of help would you~1ike? (Resource, Ideas for Instrucfion,
Management, etc.) ,

- - N '
What worked well for you this year? (Explain and write source if any.)

¢

Would you be interested in sharing your experiences and hearing from
others about the1r experiences? ,

Are there any courses or workshops you would 11ke to have offered this
summer or in the coming school year? (If yes, write kind of course.)

what kind of supplles, software or per1pherals would youvlike purchased
for the school?

- ~

23 24




Dear (Parent's Name): . ) . <

-

Thank you for your help in the Computer Lab this school yéar. With your
_help, we were able to accommodate many more students with the 11m1ted number
_of ‘computers we have available in our lab. ) - j

|

Because this is our first year, we would appreciate it if you could spend

a few minutes to answer the questions below so we can 1mprove our Computer ;
Lab operation. Ny _ |
i

|

1. Was the tra1n1ng you received adequate to monitor the lab?
If no, what would you suggest we include? . !

ul

2. Were you able to handle the students who came to the lab withoul their .
teachers? If no, what problems did you face? / .

i’ H
. . ]
..

3. From your observations, how can we jmprove the lab operations?

e L

- - ~ - . . N .o
) ~ ’ -
. \ .

‘

s W .
ey

4. Other comments and suggestions:

_ S ]
/ : . [

T i 7

We, apprec1ate your invaluable assistance in “the computer 1aboratory and
your cooperation in answering our questions. We are Tooking forward ﬁP
working with you again next year.

- Mahalo, ) / :

w

' (Task Force Chairperson) / .

24 ‘ SRR .
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MANAGEMEN? PROCEDURES FOR‘HANDSQBN EXPERIENCE Y

I. Total C]ass V1ew1ng and Hands-on with 1, 2, or 3 computers.

A. Rotation sequence: from viewing group to Seat 3 to Seat 2 to Seat 1
and back to viewing group.

B. Seat 1 student work the keyboard.
: Seat 2 student watch and assist when necessary.
Seat 3 student watch, assist and record what appears on the monitor
when necessary. - R ¢

al
O

VIEWING GROUP

s » v’

C. This setting is best for genera] 1nformat1ve type 1nstruction such as
activities found ‘in "Getting Started" Unit.

D. Teacher Preparat1on.

1. Cﬁeck §urvey results on students' compbter exﬁe}1ences to
identify those students who need the particular hands-on
_ experience of the lesson being presefted.

2. Determine how 1ong students will stay in Seat 1. Length"of time
will be dependent on the size of group.and how the lesson is
divided into parts, and number of microcomputers.

3. Prepare students on standard of behavior in viewing and the roles
of students in Seat 1, Seat 2 and Seat 3. (Make a chart for easy

reference and p]ace near computer. See B abOVe )

4, Hook up computer to large T.V. so viewwng i§ facilitated for

1arge classes. (Optional)5
. 25 .
\ 31
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I1. Hands=on and Off-comphter Activities with 1, 2,‘6r 3 computeks.

O

| I"ScHEDULE . T - ‘ B o
@) Team 6 8:45 _
Team 9 9:15 X

o
5
o Olo|Oo |0

Rotation sequence the same,hexcept entire team returns to

M—ACOUTVUZOO ~TTo

o|o|o|o

OFF-COMPUTER .

¢

- Off-computer activities when time is up.

This sett{ng is best for téam approach to lessons. Tutorial p}ogréms
and programming work well. Teams of 2 or-3 will go to computer to

try out their lessons while rest of class is engaged in off-computer
activities. : :

T;acher Preparation:

1.

Prepare appropriate off-computer activites. Preferably lessons
pertaining to planning for hands-on experience, reviéwing, and
“"de-bugging” of previous on-computer activity.- Regular class
work can also be done during this period.

Form compatible groups of- 2 or 3 students (students who are not
too far apart in computer experience to prevent the experienced
aags from taking over and dding all of the work). Students who
ar® about the same level are best, but--never team ail "

inexperienced students together. Try to gyroup students so that .

- good peer teaching and learning can take place.

Schedule students according to readiness of teams. Set criteria
so students will know hcw teams are selected. Place schedule
where students can see who goeS\nextf Set time Timits. ,

Look over team's program (if this is a programming lesson) to
anticipate types of problems they may encounter. However, do not
correct thé team in advance; let ‘students go through their lesson
and see how resourceful they are in solving their own problems.

[ ¥ e
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111, Independent Utilization of Comphter

A..

B.

\

-

As students get better, individuals will begin to pull.away from tgam

members and will need access to computers idependently.

Dépending on the type of program each school has these students can
be\accommodated in several ways.

1. A schedule of the computer lab use should be available so
teachers will know when the “open" périods-occur. Supervision
should be available for these open periods. Schools have used
parents ani other trained volunteers to accommodate students
during open periods. \‘7 -

2. Depending on how many microcomputers are available. in the
computer lab, individual students may be accommodated while other
students work in teams.- Co. '

«







BRAINSTORMING

(Pre-machine Activity) ‘ ' , ;

Grades: K-3 o ‘ o .
Performance Eipectations: 1.5.2 Uses positive affect words , -
' . B ' §;2.1 Identifies applications - v

Curricu]u@"Areas: Computer Literacy, Language Arts

Prerequisites: None - \ } . h : | A

Materials: Chartgaper or Chalkboard

N

Classroom Management: Total Class . ‘-

Time For Activity: One Class Period

- -
:

Teacher Preparation: sting "brainstorming" techniqueé, elicit verbal
responses ftrom students-to the fo1low1ng'prompt'

%

“Many of you have heard the wbrd 'computer, Sbme of you may even
have one at homé. What do you think of when you hear the word
'computer'?¥ . )
Write the word “computer“ on the boara (or chart). Accept-all studenti
answers. List key words from their answers on the board. Encourage all
. students to participate. Have qhildrenAEXplain/expand on this discussion.
EXAMPLE: - . COMPUTER ‘
Sears Toy Department -
) fypewriter
memory
machine
gaiiey
Dad uses it to.make work easy

The purpose of this activity is to establish baseline data and the entry °
level skills/knowledge of the children in the class.. This data may be
helpful to the teacher when it may become necessary to divide the class
into different working groups for on-computer lessons/activity. %

‘< - . . N 31 . at )

. 5355




Follow-up/Enrichment: &S o

1.. Select some of the keyﬁwords ed fn thqubfainstormjng" leSson for
a class spelling 1ist, B =

. . Yo . N M/'\"' -

2. Have children find pictures of compiiters in magazines and newspapers
to "cut and paste" for a bulletin’board display. Children can display
the pictures under categories of: ii

i o combutérg in occupations /%
- ~ / . .
¢ computers in the Home // L
' & computers in the community ! ;x ' o
- i ’ 2 ,/'
o computers in sthool P
0lder children should be able to anélu&e written text to accompany
this display. |, A ‘ '

3. View computer sound filmstrips w%th the.élass. The following titlEE‘\
are ayailable from Technical Assistance Center (TAC). Select
filmstrips that are'appropriate to your students' level of
under§tanding. : I ) :

o Computer Awareness - set,éf 4 sound filmstrips
" & Computers in Everyday Li#é - sét.of’4 sound filmstrips
- - / ® *
, ‘e Computer Basics - set of 6 sound filmstrips
4. Arrange a visit to your neighborhood library. Ask the librarian .to

explain and demonstrateythe computer system. Children can observe how
books are checked in/out with the "wand" that'reads'the magnetized.
strip on*the card. Hayé the children also apply for their own
computerized Tibrary card. ‘ ) T y

/

36
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INTRODUCTION TO THE COMPUTER
(Prasiachine Activity)

)

Reads instructions, keyboard, output
. . Sequences. process steps

) . Uses positive affect words

/ 1 Identifies input/output peripherals

Curriculum Areas: Computer Literacy

Prerequf%d tes: None

1 .
Mater1a1st( Microcomputer, disk drive, printer, monitor, sampie diskette

+

B

N -

Classroom Management: Total Class

Time for Activity: One Class Period

Teaghei PreBaratibn: o I ' . ’

1. Introduce the microcomputer and -the related peripherals that the class
will be using. Ideptify and describe. the basi¢ functions of the
computer hardware: monitor or T.V. (B & W/Color, CRT), CPU, keyboard,
printer, ‘disk drive {or:tape recorder, data cassette). - Identify and
describe how computer programs are stored: diskette, tape cassette,

‘or cartridge, . . ,

I feasible, remove the cover of the microcomputer and identify the
chips that store the information or data (memory).

Explain the function of the computer system that the children will be
-working with in-simple, understandable terms (e.g., the microcomputer
is the "brain® that can remember a tremendous amount of information;
large memory capacity), Use analogies and examples in your

‘explanations. - ’ .

gpi1dren to follow.

Discuss an&‘d!mgnstrate the basic care of the computer and disket%es.
You may choose to have each student make his/her own paper diskette by
following the ihstructions listed on the sample worksheets. = Each

Discuss classroop riles and computer étiquette that you waét the

4
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student will then have his/her own "diskette" to learn the proper’way, of
handling-it. For example: - . \ :

e Use clean hands when working at the computer.

o No eating or drinking while working at the computer.

¢ Hold diskette with thumb on label.
o Do not bend or fold diskette.’

e Do not touch any openings on the diskette.

& Always keep' diskette in paper jacket/wh&n not in use.

6. Discuss and demonstrate the "turn on/off" sequénce for your particular
computer. - : ‘

7
L

Follow-up/Enrichment: — ‘

1. Review computer software program that introduces the computer to the
new user. T ) - , : .

o  "APPLE PRESENTS,...APPLE" '
~ & "THE FRIENDLY COMPUTER" (MECC) T
o  "EXPLORING THE IBM PC" |

»
2. Have children "role play" the rules for working with the computer
(refer to Teacher Preparation #4 & #5).
3. Have children draw posters of the "right" and "wrong" way of handling
the computer and diskette. -

4. 'Visit an “after-hours® bank machine (LULU, OTTO, IT). Take the
children to a bank or store.that features self-initiating banking
transactions. Have them identify the components of the achine that
correlate to the one used in class. For example, the bank card fs
equivalent to the diskette since it stores information and must be
placed in the machine to be "read." The transaction buttons are
equivalent to the keybpard since this is how information is given
{(input) to the camputer. ' . .

‘Demonstrate a sample transaction”and explain each ‘step. ‘Have the

children guess or make predictions of what will happen at each step.

(Note: Teachers should use own discretion in electing to.do this

activity since the demonstration would include the use of a personal ,

bank cards) _ . <o ' )

3
e . ]

L
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COMPUTER-COMPONENTS . - -

Grades: K-I o \ : ‘ ' N

i I

- \ - o
i ~

Performance Expectation(s): 3.1.1 Identifies input/output peripherals. -

~ 1

éurricqium Area:. Computqr Literécy ‘ o T
e 3 @ . WA 2 o - .
'Prerequisxte(s) Has had’some exper1ence working. at a computer and is familiar o
with. the names of the components . - . _ ‘ L
aterialfs). Copies of Computer Components (page 36) aqd chart paper.r
. Y Te L ”
C]assroom Management: Total class . - ‘ v

L A
N 8 . B
B ' =N

Time for. Activity: dﬁe-hélflc]ass periodf

3
LN . N
* hY -

* Teacher ﬁreparat}on. Make copfes of Computer Components (page 36) -for the
cIass and have a chart‘w1th the names of the computer components ready.

-

A - \
¢
t .t . w
[ o * P
. . ¢ a ‘. .

Pré-Computer;

1 . ) ' ; ’ ¥
1. Read the quest1ons aloud. .The students can either answer orally, copy T
the names from the chart (if able). If the writing space is too - :
small, students can write the' number of the component on the line
- {number the. components on the chartg g

a—

A} ~,

2. Draw arrows from one component to another on the worksheet or chart ‘to

show how they work together as a system.. N ,

Disk < T S Y




\ 'Q\ ) . [y
. Computer Components R A
X\ .
I can store information. - : . ‘ P
- What am 1?7 - ' . S i - -
o X ' .. , You can see information disp1ayed"
‘ ‘ ~+ ,onme. What amI? - .. }
S . ! ) . Q :
.. ; .
‘ & i ‘ —_
I can carry out pragra o e L
1nstructions' What am I? A ,
® L] ’ )
Where am I? . \ - .
N1 can.“read and write! .
- ‘ -\ information. ' What .am.I?

I can heTp you give
instructions to the r
< computer, ., What am I? ) ' paper. What am i?

I can print information on

(N
.




- o 3 PAPER GRAPHICS -«

— N R } - S S

Grade: . Kindergarten

Performance Expectatjqn(s): 1.5;1 Seeks work/play with computer

Curricilum Area(s): Art AN

" Prerequisite(s): ‘Nonge

~

Materla]s(SQ. 9x12 sheets of constructien paper, 1“ squares of’ccnftruction
paper, glue, disk for Runnxng‘BASIC pregram. .

- . Time/for Activity: One c]ass period

Teacher Preparation: Gather materials. Use the fo1low1ng BASIC program
for Apple to instruct the computer to design figure'~

10 REM GIRAFFE | ‘[j<f*. .
@ t
30 COLOR=1 - -
” T 40 VLIN 12, 17 at'19

- T .

~ 50 PLOT 20332 | R EENE W o
«’/’sa‘*V[fﬁ’E%igiz;t 21 - , | m X RN
. 70 PLOT 22, 6 . AN § BEN B o

- 80 ENC ; o X8 & ENEE .

Pre-Computer: ‘ ’ - -

-~

1. Brainstorm the many different kinds of figures that can be c;eated
using 1" square pieces of construction paper laid.side by side.
N\

2 Aésign or have §tudents select ideas to be carried out,

v 3. deate,>péste/glue, and share producis.

»
L

Hands-On‘ . .
* 3

"1, RUN the BASIC program- to show that computers can be instructed to
5 © . . create graphics on the screen, -

; S " 4;1 A

N . T
- P . \

N 4
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UNDERSTANDING AND IDENTIFYING INPUT AND OUTPUTA
: FUNCTIONS AND DEVICES

Grades: 4-6 o \ ' )
& -5 ‘A \ '-' N A
Performance Expectations: 3.1.1 Identifies inﬁut/outp‘t‘perigheféls -1
o — 3.1.2 Describes functions input, output, . -
‘ : o processing components ' L

*

-~ ‘

: CQn{#%u!um Area: Computer Literacy

Prefequ1§ites:

1. Teacher understands meaning and' functions of the following terms:

input - information entered intc the computer (intangible) V
input device - peripheral device that'allows user to enter {nformation
Tnto the computer, like the keyboard.
output - information reported by CPU tu any peripheral device.
— Generally, any data that leave the computer. ~
output device - peripheral device that allows user to see or hear S
“information, 1ike a monitor.. g -
central processing unit {CPU) ~ “brain" of computer which controls
what the computer does. Processes information and sends out to
output devices. - . -

(2. Teacher knows howto start up demonstration disk

3. Check lessons on input-output for Grades. K3, pp. 34-36..

Materials: Phonograph, any record, cassette tape recorder, blank cassette ,
tape, microcomputer system (keyboard unit, monitor, disk drive), available
software (demonstration disk which comes with computer system upon
purchase). Copies of Input and Output Devices p. 41 (optional).

Classroom Management:  Total Class - | L

. . - 2 « : - -
. Timé: - 1 class period ° ) - ~ :

< ) : s -
’ >

Teacher Preparation: C : . "

1, Set up phenograph to play record.

2. Set up computer system for demonstration.

3." Set up cassetté tape recorder, - -

4. Duplicate any worksheet(s) to-be used. (See pp. 41-42.)

. “
N »

., [ ) ;’ ’ “

‘ \\\\ — . - 4 2




1.

.2'

5.

Pre-Computers

Discuss with students meaning of each word "1hput" and "output". When
you hear or.see the word "__ put" what does-it mean to you, what do
you think about?"™ : - -

List en the board thé ideas, definitions given By sthdents, Example:

INPUt OUTPUT
%. Eut in something

v 1. Put out something
. To.say something at meeting 2.
2 . _

A product
Next haye students think of input-output systems, Provide sample:
Input - read directions

Output - follow directions.
Precessinj - thinking of what is read and what must be done and doirg

it.
Do several with students in various subject areas or physical
activities. . . .

Put record on phonograph and play. Ask students how input and output
is demonstrated on the phofiograph. (What is on record is the input
and the music or sound is the output. The input components of the
phonograpH are the needle and pick-up system, the output component is
the amplif{ier. The phonograph is the input/ocutput (1/0) device.

Tike in the phonograph system (record). Place tape into recorder and
pre§§,p1ayVR;A§fwstudents why nothing is coming through. (Recorder *
broken, not ptugged in, tape is blank, etc.)

Neit, show%studenis the blank cassette tape.v Ask students what is.it

Rewind tape then set it to trecord” without explainind'what you are
doing. Then proceed with discussion which will be taped.

"If the tape was blank wrat would you need?"
(Input - some kind of information or sound.) )
"Was input and output demonstrated with the cassette recorder?

Explain." s —
(No, because there was no input - “information - nothing came oiut of
the machine even if the machine parts and. tape moved. ) >

Stop tape recorder. Rewind and play tape of discussion. Have
students identify the input and the output.:

“Is the recorder an input or output device?" (both) -

“Can anyone explain?" (Recorder functions as input device when on
'recording' and output device when on 'play') :

"Who can explain the cassette tape?" (the tape and the microphone are
the input components, the discussion: is the input - information.)

’39 ‘ 43
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|

"What are the oytput devices?" (The ma éts which pick:up the sounds .
and the amplifier which puts out the soGnd are the output components.
- The recorder is [the output device whey on 'play'.) |

Proceed in the dame manner with the computer. Put disg in disk drive
and start demonstration. "Who cap identify and expiaip the input or
output components and devices in operation?" As studepts volunteer to
explain, ask others who are listening whether they agree or not.
Explain to students that anpfg;r important function takes place inside
the computgr. The information fed into the computer 'oes*not
necessarily come-out in the same way. The "user" tan use|the
informatjon through the Keyboard and the computer wil’ process (work
on and drrange the information to send it out throughgtheymonitor).

. T 1 9' |
Demonstrate by,respoﬁding to-software output on monigbr; \

: | |

~ Continue to expl;ﬁh that this part of the compu%e;,ﬁqfﬁgfb%ain", is

10.

Fb]low-up[Eﬁrichment:

called-the central processing unit (CPU). Although 4 lot of

information goes into the computer, only what the usgr wants or needs
is shown on the output device. The computer waits for commands to do
what the user wants. : ‘

4

, ,/ - f
Summarize and review by pointing at each component or device and have
students.respond, "input", "output" or "both". ]

1.

é.

' ) 1
Comments and Suggestions: - ‘ %

, i :
Useiworksheets on pp. 41-42 as off-computer activities during another
period. - - )

~—

Have students collect pictures of various computer peripherals
(joystick, printer, terminals, etc.) and paste on chairts labeled:
INPUT, OUTPUT, INPUT/OQUTPUT. .?

' - |
Role play input, output functions. (See scenario on\p. 43.)

»

e

1.

2.

Look at attivities in K-3 section of Getting Started_bnit‘anh adapt to
use with grades 4-6. - b A

' |
Locate appropriate filmstrips or 16mm films which cover this area.
(See TAC Resource Listing on pp. 195-201.) |

3 i

40




‘WHAT IS IT? -

____ Printer _

_____ Graphic Tablet
____ Floppy Disk
____ Keyboard

- Monitor

- & L

-

-

Light Pen
- "Disk Drive

7

Is it 1nput'(i), output (0) or Input/Output (I/0) device?

___ Printer
__ Keyboard
_ Floppy Disk

Monitor

41

. Light Pen
‘ | Disn Drive

- Graphic Tablet

i




H
N

“REVIEW INPUT/OUTRUT

Ak

. Write true (T) or false (F). ~\\
1. The function of an input device is to put informatian into the
computer, )

2. A floppy disk is part of an input device. ~

3. Theimost common input device on microcomputers is the video screen or
. monitor ] .

4. The iight pen is an output device,

5. Ehe1d1sk drive like a tape recorder is both an 1nput/output (I/O)
evice,
——

6. The printer also is an 1nput/outpdf (1/0) device.

\ ~

*
REVIEW FUNCTIONS

-
L\ 1

Put in the matching number before each‘étatement.

a. Loads a stored program into the microcomputer. 1. printer
_ - 2. “keyboard
v_D. Gives instructions to the microcomputer. 3. 'monitor
) . 4, disk-drive
c. Saves the program for future usé.. ' * 5, graphic tablet
~ ' ] 6. floppy disk

d. Makes a typed copy of program.

~

e. Draws a picture.

f. Displays Tetters or pictures.




. {
ROLE PLAY: SCENARIO N
Inpu;_Output'?unctions

PLAYERS: (5.characters) User, keyboard, CPU, moni;of, printer

MATERIALS: _Large cardboard’kéyboard, flannet letsers and digig§ cutouts,
flannel board for monitor, chalk and chalkboard for printer. Large labels "
to be worn by characters: USER, KEYBOARD, CPU, MONITOR, PRINTER.

PLAY: User pretends to type on cardboard keyboard held by character-keyboard.
Character-keyboard calls out each letter or number typed. Character-CPU
picks up proper flannel letters and numbers as called and places on
flannel board held by -character-mgnitor. User types "print".
Character-printer on cue goes to chalkboard and writes what appeared on
monitor (flannel board). .

AUDIENCE: Prepare students that the role play is a very simplified
demonstration of the functions of the computer,

Suggestiops: Students can take this brief scenario and write a more ¢laborate
play which will teach others about the computer by adding other elements:
error messages, sound synthesizers, etc. It can aiso be developed into a
fantasy utilizing students' imagination.




-
#

' N A ’ _ . '. : " | / -
GETTING ACQUAINTED WITH THE ‘COMPUTER -

/Gra‘des":‘ 476 i ) '
——t ¢ o | )
‘Performance_Expeétations: 1.1.1 Recognizes. computer instructions . o

E % - 1.1.2 Reads instructions,.keyboard output ) ;
1.1.3 ‘Uses control keys/commands L

A~

Curricylum Area: Compuier Literacy

- Prerquisiies:

1. Students understand “ipput“ and "output". . -

. 2. Teacher knows how to "boot" systém and is familiar with the software
she will use for lesson. ’

3. Teacggra;s familiar with Management Procedures for Hands-On Experience
ppc - . vr ) ‘ v

[}

Materials: Introductory software on use of computer (e.g. “Apple Presents
~ Applg" for Apple Ile, "Exploring the IBM-Personal Compyter" for IBM PC, or
any tutorial or simulated activity software), computer system(s}, R.F.
Modulator cable (optional), large classroom T.V. (optional).

-

Classroom Management: -Total Class R P
?

» > \

Time for Activity: 1 07 2 class périods

Teacher Preparatjon: . ] . . - T

1. If utilizingtlarge classroom T.V, for better vigwing; connect it via
?n R.F. modulator cable to computer system. Adjust for sharpest
mage. ‘ coa

2. Go through software beinéfusedfand note at what points students can be
rotated for hands-on experience. Plan how much time to allot for
lesson (1 or 2 periods). Consider. class enrollment, number of
.stugents who need hands-on experience, and number of computers being
use . s : =

e

3. Go over procedure for hands-on experience (see p. 25 Management
. 1 Procedures Hands-On Experience, Part I, Total Class Viewing and
' Hands-on). If chart is available, place it near computers.

_ 44 48



‘\

Hands-Oni

1.

W
L]

Pre-Computer: . . .

Review briefly what spudents remember about input and output

Exp]ain to students that they will all have a chance to experience
input (at keyboard) if they -have not had opportunities before.

Go over procedure on how the w111 take turns using chart, (if
available). Go over expectations for viewing behavior..

//‘

\

Have students stand around computer and T.V. screen. Make sure
everyone can observe student(s) and_monitors.

Demonstrate how to‘start up system. Review how to handle _disk by the
label and place it properly intp- disk drive. ’

N

a. Turn on monitor(s) to warm up (few seconds)

b. Turn computer on, disk drive will whir and red 1ight will go on.
c. Watch monitor to know when disk is completely loaded. _ -

Seat the first three students atthe Computer(s)

Read out loud or have one student read what appears on the monitor.

. Have student(s) respond at keyboard(s)

Announcé when it 1s time to rotate keyboard users
Comment wherever necessary to point out 1mportant parts of lesson.

hen lesson or period is up (whichever comes first) demonstrate how to
turn off computer or restart software. PR

D1scuss briefly that the demonstration could-not be complete without
the "users' input. Also point out the need to read computer
instructions before responding on keyboard and checking the monitor to
see if response is correct.

Inform students they will have opportunities to continue (if not
finished), to review (by choosing a program from the "menu”) and to
praetice on the same demonstration softwaie. :

Fol]ow Up/Enrichment

1.

If lesson not comp]eted follow up at next computer class period and
demonstrate how to get d1rectty to the menu, bypassing introductory
passages. (On Apple Ile with “Apple Presents Apple" after starting
up, press ESC before the introductions begin.) .

s 49




2. Use appropmate tutorial so Aware (in mathematics, language arts,
social studies, etc.) and folow. procedure so students can interact
mth the computer and also becgme aware of vamous kinds of software.




HOW A COMPUTER WORKS ’, o - 4

Grades: 5-6

3

Performance Expectations: . 3.1.2 Describes functions input, output and
‘ processing components.

* - . )
M

Curriculum Areas: Languége Arts, Computer Literacy

‘Prerequjsites: B , ’ e

1. ‘Should have cbmbleted'actiéityi Undérst;nding and Identifying Inpd%
and Qutput Functions and Devices, pp. 38-40. ) ’ .

Teacher must go through Owner's Manual of computer being used to be .
able to point out and explain internal structure,

/2.

3. Teacher‘knows how to start-up disk.

“
4

~

Matérjals: Computer system unit (keyboard unit, monitor, disk drive,
software), sample\silicon chip (ask company where computer was purchased
for old used chips), diagram of Apple Ile motherboard (see diagram pp. .

§0251) software {tutorial or simylated activity) and-3x5 cards.

For teacher's background information: Owner's Maﬁua];'Raudom\House, ¢

Spotlight on Computer Literacy, pp. 1-29; leaching and Computers, Charter-
Issue, Sept. 1983, pp. 15-17, . i . \ . -

Classroom Management: Total Class ' ) . g

Tine: 1or 2 class perfods . , 5 /

Teacher Preparation:.

’

. v LY

1. Know how to open computgr to expvse circuitry. *

2. MakgO;arge wall chartof motherboard (for Apple Ile see &iégram on
Q. . . -

3. Run off copies of diagram for each studept (optioﬁalj.

4. 0On 3x5 cards write: Firqtzset in one color for such terms as ROM,
«RAM, CPU, and parts which are covered in lesson. Second set in
another color with the definitiqn or description of each tem.

e 4 R
— . \

47" g : :
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Pre-Computer. o . ' Co -

Example:

' ‘Read’ only mémory.
ROM _ ‘ - Built into com- | -
* puter at factony. -

in red : - 1n*b}ue

1.
2.

3.

7 -.

8.
9.

10.

Opeén computer to expose 1n51de.

Explain to students what they see is the ”motherboard“ of the

computer. ‘

Point to the bTack rectangular block which houses a3 computer chip.

Pass sample computer chip around. Explain that though. the chip is

small 1t has thousands of message pathways which are called
"electrical circuits". If a microscope is availabTe, students can
examine circuits -on the chip,

Point to the “ngtral Process1ng Unit" or “CPU" (which is a chip),
explain that messages travel from the various chips to the ”Processor“

and :back. The CPU {s the “"brain®" of ‘the computer.

Point to rows of chips whichyare "ROM" (Read Only Memory, permanent
memory storing program built into computer by manufacturer which

cannot be changed. Data can be read from ROM into CPU.) *RAM" (Random

Access Memory, temporary memory, stores programs user writes, or
programs loaded in from disks. It can be changed, can also be

displayed and printed It is lost when power to the computer is
turned off.) A o i

Point out slots for "interface® cards. (Interface cards expand the
computer's capability and provide ilinks to disk drive, printer and
telephone modem. )

Point out “power supp]y unit (converts 110 volts from wa11 outlet to
5 or 12 volts needed for computer.) f

L

Point to "speaker" (produces variety of sdunds)

Point to “input/output ports" (jacks which connect CPU to monitor,
disk drive, etc.) ~ )

Discuss importance. of keeping the ”motherboard“ free of dust“and other
contaminants like food and moisture. .
- o . r(

v !

@ 9 g
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~ Hands-On: , N AT .
- 7 ' Lo ] ,
1. Demonsfrate functionh’of parts with software (tutorial or simulated
activities). Have students imagine what is happening inside the .
machine. - Call,on students to explain or teacher car explain. L o
Example: Disk inm disk drive - the metallic-head in disk drive picks o,
up magnetic impylses-from the disk and transfers it to be stored in ‘o
the RAM. chip, . : 7 ' - A v

2. Have students take turns at keyboard to respond to software program, "L
calling voJunteers to explain, : . P

’ ‘ ‘ ‘ v 4N

> 1
- ~ P {f

Follow-up/Enrichment: - ) y ol "

- 7

» o N
1. Use prepared 3x5 cards to play matching games, extemporaneous speeches, - -
for red cards, reading blue cards and calling out thedgarts,;eyc. g

2.. Have students find other ways in<which games can be played with the ,
cards or create new games for the parts and functions of computers.

\

\ -
)
1

.
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—scattered Machine Mﬁﬁﬂt! ‘ '
O

-3

Main Memory (RAM)

f"g ‘ i
. ! ;
. Speaker : | K

N -

|‘ [0 jﬂﬂ;
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. USES OF COMPUTERS IN BUSINESS AND INDUSTRY |

Gﬁade#: 45

Performan;e Expectations: 3.2.1. Identifies applications

o

Curriculum Areas: Language Arts, Computer Literacy

Prerequisites: Students must have had writing lessons in:

Grade 4: Entertaining
Grade 5: Giving Information
Grade 6: Promoting Ideas

/

Materials: Filmstrip or films which show the use of computers. {See TAC
esource list pp. 195-201) Examples include: . :

Filmstrips: - ]
"Understanding Computers". Sunburst.
"Compiter Awareness". SVE., . & _

or Films suchas: ., - .,
“Computer and You". Journal Fitms, Inc.. :
“"Computers: Tools for People®. .Churchill Films..

Cla§sroom Management: Total Class -

+

Time for Activity: 1 class period

Teacher Preparation:

1. Preview filmstrip or film selected for viewing;'take notes on various
- applications shown on the films. . - .

2. Develop teacher background through books such as Spotlight on
Computer -Literacy by Ellen Richman, Random House.

. 4—-“'

Activity:

1. Begin by asking, "Computers affect our lives every day in many ways.
Can you name the places where you have seen computers being used?”
(Banks, markets, airline counters, business office, etc.) List
students' suggestions on board.: ' -




-

2. After some d1scusswon on the topic tell students they will view a film
or f!lmstrxp te see if there are other uses of computers which were not

mentioned, . , -
3. Show film or fiJmstrip. ’

4. iﬁzter viewing, discuss those uses not listed on the board and add
ese.

5. Discuss how businesses, 1ndustries, government agencfes, and large
organizations use computers. (Information retrieval, data processing,
process control and simulation) and why (faster, greater
storage-memony, one computer takes care of several machines, etc.)

6. Have students select one of the following topics (teacher can add to
this 1ist) or make up their own:

Grade 4: The Day the Bank Mach1ne Went Crazy
One Day in Robbie Robot's Life

Grade 5: Research on any type of spec1a1i2ed computers or specific
’ uses: data processing, information retrieval, process
control and simulation ’

Grade 6: Doctors Should Not Use Computers for Didgnosis
, Doctors Should Use Computers for Diagnosis
. Robots Replace Workers (Give good or bad effects)
Computers Wili Take Over the Think1ng )

7. Have students read their papers to groups of 5-6 (each taking a turn).
After each reading have students in each group discuss whether they
were in agreement with the wr1ter, and explain the reasons for their

opinions. [

-

Follow/Up:

1. Revise and re~write papers after discussion to be displayed 1n the
school library, computer laboratory or classroom.

2. Go on field trips to see computers in operation (Hawaiian Te]ephone.
PRI, hospitals, airlines, banks, hotels, etc.) .

’

Comments and Suggestions:

This lesson can be used to meet any of the performance expectatzons where films
or filmstrips are used to teach copputers as a TOPIC..




COMPUTERS IN LOCAL WORK/CAREER

‘Grades: 4-6 )

N

Performance Expectations: '5.1.1 Identifies local services/personnel

Curriculum Areas: Language Arts, Computer Literacy

rPrerequisites:

1. Students must have completed lesson: Uses of éomputers in Business
and Industry p. 52-53. .. ‘
2. Tegcher‘must be familiar with interviewing,procedures;

Materials: ~Dittb master, -ditto paper

Classroom Management: - Total)C1aSS

Time for Activity: Two separate class periods

interviews with students.

Teacher Preparation: Be prepared to role elgy'

ﬁ%tivitz:

T L. Ask<3tudents, "Who do you know in your family or around your
neighborhood who uses a computer at work?" If there are no
responses to this question ask, "What kinds of work do people in
your family and neighborhood do?" List all responses..__ __ _

2. Have students look at 1ist and take -each job listed and ask,
you think this type of work uses computers?" When the 1isy i
complete, "Let's find out by interviewing these people!”

3. Ask students whether they know what interviewing is. "When is an
interview used?” - "What are some questions they'd like fo ask?"

7

"What is the-purpose of this interview?"
4, List questions students suggest on the board. Some of ‘them might be:
o What kind Bfiwork do you do? ]
o Do you use a computer at work?

® Are there computers at your working place?
¢ Who uses them?

54
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e What kind of computers are used?
- o ‘Doesthe company train you to use them?

8 How do you feel about computers?

o _-What is the future of computers in that business?
# Would you suggest I learn to use the computer well?

5. Role play an interview for the class with a student using these
questions. Then have bairs of students interview each other.

6. _Assign as homework an interview with a family member, good fam11y
friend or close neighbor. Be sure students understand how to set
an appointment, to establish purpose for the interview and to be
pleasant. .

7. Run off the suggested questions and see that each student takes a
questionnaire home which should be brought back at the next
_computer period.

Fo]low-Up/Enrichment°

1.- At next computer period show students how to tabulate resu]ts.
Make a large chart.

2. Look at tabulated results and ask students what stands out to them.
(For example, there are similar types of work, similar kinds of X
computers; or mostly women use computers or most people who work in
offices use computers, etc. ) .

L d
-

3. Ask students what £an they do with the information. (Make a list
of all the occupat1ons which use computers. Find .out why other
types of work don't use computers. Categorize the kinds of
training companies provide. Compare the tra1n1ng and how workers
feel. about computers. )

. 4, Check Want Ads to find out what k1nds of emp1oyers are advert1s1ng
for computer positions. *

- Comments and Suggestions:

For classes and students who are ready, results can be tabulated by
percentages of those interviewed as a mathematics exercise. The tabulation
of results could also be done on a spreadsheet program.

- | ) / -




.

ERIC

Aruitoxt provided by Eic:

:
w
- -
. N
.
.
N
.
A a T
A}
o
s
<
. .
.
4
<
.1
.1

© .
-
o
N .
'
I
. -
‘.
- -
v
T
PR
.
’
»
. . .
Ed
’
- .
-
L4
s




Lo

- . t

INTRODUCTION TO LOGO: “MR./MS. ROBOT" | .
’ . - o . \
' Grades: K-3 . ’
Performance Expectations: ; Recogn1zes~computer instructions g

1.1.1.
'1.2. 3. ‘Sequences process steps
1.4. 1 Recognizes prograrming languages

Curriculum Areas: Computer Literacy, Arithmetic

-

Prerequisités: Knowle dge of left/right orientation.
i ' Abili “to.count 1 - 100. . °

!

Materials: Two 18" x 24" tag boards (to make a “"sandwich board" decorated
as a robot). Masking tape. One adult volunteer. .

-~

Classmpom Managgmemﬁ: Total Class - -

Time For Activity: One Ciass Period

N

Teacher Preparation: Prepare "sandwich board" and find;an adult volunteer.

‘ ‘Pme-ComQute

1. Introduce "Mr. Robot" or "Ms. Robot" to the children. £xplain that
he/she oMy understands certain instructions (such as "right, left,
back, forward"). Demonstrate by giving commands how you can make .
Mr. /Ms. Robot move around the room (e.g. "Mr./Ms. Robot, go forward 4
steps. . Go back 2 steps, turn right, turn left), Explain how Mr./Ms,
Robot will not execute a direction if it is not in his/her repertoire of
skills (e.g.'When asked to jump 4 times, Mr./Ms. Robot will respond, "I do
not understand how to jump."). The response from Mr./Ms. Robot is what
the children can expect from the computer when given an improper message.
Discuss how Mr./Ms: Robot will do exactly what you tell him/her to do when
using proper. commands

Show how Mr./Ms. Robot wx]l even make a m1stake 1f the "programmer"
makes a mistake. Discuss how the mistake can be corrected.
2. Making A Square (Writing Our First Program) o
\with masking tape, outline a‘squane on the floor. Ask the children to
direct Mr./Ms. Robot to trace the square. As the children decifie on
ghe commands, write them down on the chalkboard. Allow the children

. 59
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to make as many mistakes as_it takes to,complete this task. .Observe
the type of predictions children make. Encourage participation/
i .+ response from all.students. . . o
., After completing the square, examine the commands written on the board
to make the square. Are the children abie to “"discover" that each
side of the square is the same number of steps; that executing the .
corners is always a right turn?  Are chifdren,able to see a‘pattern
emerging from this list of commands? - .

3. Additionél Practice Acﬁivid?es: ,C”' _ .

a. Continue with Mr./Ms. Robas-activities. Have the children direct
Mr./Ms. Robot from the back te.the front of the room or from any
Point A to Point B. Have the children predict/estimate the number

f 'steps to’'accomplish the task. . R

b. Divide the class into 2 (or more) groups. Have the children write
down ‘the commands to get Mr./Ms. Robot from the teacher's desk to
the sink (or front door). The group that can accomplish the™task
in the least amount of*steps winst . ~

o

c. Write commands to diréctﬁMr./Msi Robot to make a triangle and a
rectangle. / o X . :
SN . ) y o e

- 8- . Q® - o

L , R \ - '
Hands-On: Enter the commands developed by the class to make Mr. Robot “"walk"
the square on the computer. Explain that making a right tugn is 90
degrees. Explain that abbreviations are used for certain qpmmandg:“

"~
N )
- "

u »

right = RT , .
£ B 4 .

left © = LT o ’
forward = FD * . . R
,back = BK ) . « X : . * ) e -

i .\\ - /- b

‘ §
’ i\ LI I ¢
\ ,
\ V 4
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. TEACHER PREPARATION

- . " }' -
., VRITING A LOGO PROGRAN S

Grades: K-3 ‘ -,

Y

Recognizee computer ihstructions.
Uses control keys/commands

' Performance Eupectations: 1.1.1
1.1.3
1.1.5 Experiments as a user
1.2.3
1.41

Sequences process steps
RecagniZes programming languages

B

Curriculum Areas: Computer Literacy, Arithmetic , ; <

Prerequisites: Orientation of 1eft/r1ght orientation
Knowledge of simple Logo commands:. LT, RT, BK, FD
Ability to co?rect typing errors on the computer

Materiais: Graph Paper, Pencil I -

Total Class . -

Classroom Management: ﬁre-computer
Small-Groups

Hands-on

Time For Activity: Pre-computer = One Class Period -
.~.  Hands-on = Half Class Period peb group

[N

Pre-computer: Discuss and exp1a1n to student that g1v1ng fhstructions to. the .
turtTe requires two conditions: be

£
i

1. - d1rect1on they wish the turt]e to move, and

2.' number of steps they wish turtle to take.

L 4

v

Example: RT (direction) Sox(humber’of steps) LT 100" .

-

. ’. (direction) (number of steps) .

Using graph paper, explain to the students that each square represents
"one step." Starting at the middle of the paper (or any pre-determined
point marked with an "x"), teacher can direct students to. draw straight
1ines on their own graph paper. As instructions are given to turn right,
or left, the teacher can describe it as a "corner turn" that is

>

x
N .
14} M -
.
. -
h)

-
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equivalent to 90 degrees or meaning that the turtle is turning in a left

(or rlght) direction. The teacher should also.write the commands on the
: board using the appropriate abbreviations.

Example: '
Written

‘Teacher Instructions : Instructions

1. Li%ten carefully as I give you some

directions. We will be drawing a |, .

"mysteryydesign." If you follow my - -
d1rections correctly, you will

d1scover what the design is.

-

~

2. Place your pencil on the "x." This
is the starting point.

3. Go forward 10 steps. . o 'ED 10

4. Make -a right corner turn or turn . o ) RT 90

right 90 degrees. -

5. Go forward 10 Steps. Lo s ‘ ' FD 10

6. hMake anothey_rigat corner turn. . N RT 90

l *'7. , Go forward anotﬁér 10 steps. . 1} " ’ FD 10
8. \ Make a right turn of 90 degrees. - " RT 90 '

9. o forwad another 10 steps. - - - FD 10

10.  You should be back on the'“i.ﬁ

11.. Nhat is the mystery'design? (answer: square) g

Hands-On: Have each.sma11 group transfer the procedures used for making the
square from their graph paper to the computer. Have the small groups
experiment in making smaller or:larger squares. Have groups discover the
parametérs for the Targest square without going off the screen. Instruct
_group recorder to write all procedures in a notebook. - .

Follow-Up Enriéﬁhent: T

1.  Assign each small group to deve1op a set of commards for their own'
‘ "mystery design" to present to the total class.

2. Have students make squares using a 1eft corner turn.




PLAY COMPUTER

Grades: 1-3

- -

Performance Expectation: 1.1.2 Reads instructions,.keypoard,.and,outputa

°
<

Curriculum Area: Computer Literdcy

Prerec’;uvjsi tes: None

&>

1

Materia}s; Blackboard, chart and.drawing paper, Logo &isk.

» -~

Classréen Management: Total class

o

<

Time for-Actjvity: One-halﬁﬁto one class pe?}od;

Teacher Preparation: Draw fhe figure. in Pre-Computer section on the

blackboard. Prepare a chart with the following instructions.

s

TO SQUARE .. TO DOORKAY TO" HOUSE
' REPEAT 4 [FD 50 RT 907 PU- - cS
EAD ' N RT 90 | " SQUARE
ToROF  F2 " . ROOF
U P pU
_ FD 50% (T %0 - HOME
PD . 2% © ~ DOORWAY ’
~ RT 30 ' " RB90 - END i
FD 50 B . 15 | S
RT ‘120 RT0 - B
_FDs0 - FD 25 C L
" B, | END
(Go to thefnext column) {Co to the next column) )
S - :
] \ .. 63 - - .,
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. 1. Look at the figure on the plackboard., How can you "break up" this :
P figure into smaller parts? Can you "break up" this figure into three
parts and give each of the parts a name?

2, Can y6u draw each of the three parts using'oﬁe continhdus’line? In
other words, you would only 1ift your pencil when going from one part
to the next. In what directton would our pencil move? _

3. Make a dot ip the'center‘of‘the drawihé paber.

4, Place your pencil on the dot and begin your drawing. Remember to use ;
three. continuous lines to draw three parts and to 1ift your pencil only - °
when going from one line to the next. - :

A

5. List the names that were given the three parts. Have three students
draw the parts to make a complete figure on the blackboard.

\

6s Deveiop ngo instructions for each part fo1}bﬁing éxample provided in

o - " Writing -a Logo Program, pp .
- Hands-On: .

) 1. One way to draw this figure can be demonstrated on the computer. Have
students take turns typing in the instructions as théy read the steps
aloud from the chart. Run the program. ; )

- ‘ :. R " ‘ . —
Follow Up/Enriciment: Have students experiment with other ways of drawing
this figure both on- and off-computer. Discuss which way the students
) prefer to_draw the figure on-computer, off-computer, and for what reasons.
-~ . o
< ‘ '
68 B -
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TURTLE TURNS/FORWARD GOMMAND

Grades: 1-3 . : . ' )
- ROy \
4 N

Performance Expectations: 1.5.1 Seeks_work/pTay with computer

Curriculum Area: Computer Literacy

Prereqyls1teé Understands turnvng to the right, turn1ng to the Teft and
going forward ‘ B

Materlals 2 copies of Turtle T&?ns (page 66), 2 manila folders oaktag and
felt pens.

Classroom Management: Small groups (two groups of two students)

Time for Activity: One-half class period '

Teacher Preparation: Make copies of Turtle Turns (page 66), glue the grid in
the folders, cut out the two round markers, back them with cardboard, mark
them with colored felt pens to distinguish between the two and place them
in a small pocket in the folder. Cut the oaktag into about 20 2"x3" cards
and write FORWARD 1, TURN RIGHT, or TURN LEFT on each card.

Pre-Computer: Give the following instructions to the studehts:

1. Get a partner. Shuffle the deck of cards and leave it face down on
the table. Choose a marker. .

2. Decide who goes first. The flrst to go picks a card off -the top of
the deck and beginning at, Start, moves his/her round marker as
instructed by the card.

3. An instruction to turn means only to spin the marker in the direction
indicated. Moves can occur only on FORWARD 1 instruction. The first
person to get off the board loses! The winner plays against the
winner of the other game.

65
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INTRODUCING 'COORDINATES
Grades: 1-3

Performancg gxpectations: 1.5.1 Seeks work/play with computer

,Curriculum Area: Mathematics

- Preréquisites: None

Materials/Equipment: Trapsparencies Treasure Isle'(bage 68) and Treasure Isie
Grid (page 69), .water-based pen for marking transparency, and an overhead -
projector. :

. Classroom Manggement: Total class -

' Time for Activity: One-half class period;

"Teacher Preparation: Make and tape transparencies together so that Grid,
- (page 69) can be flipped over picture, (page 68) as an overlay.

‘1. Use Treasure Isle transparency on the overhead. Ask the students to
pretend that they are pirates and have Just.landed on the island to -
ook for a good spot to bury their treasure.

-

2. Use the pen to mark the -best spot with an “X", -

3. Ask the students to brainstorm the many different ways someone might
find the spot again. .

4. Then use Treasure Isle Grid transparency overlay to introduce.the jdea .
_oflusing pairs of numbers (column, row) to locate points/spots on the ,
- island. , ~, .

5. Locate the coordinates of the iree, pirate ship, and Qha]e.

6. "Draw in other things on the island (crab, hut, etc.) and have students
identify. the coordinates of each object. '

'*Note: Numerical markings on grid should be ichanged to match coordinates to
- the particular graphics commands, or the 'SETCURSOR or SETPOS commands for
. your version of Logo. -

- ~

- 67
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TREASURE' ISLAND GRID




- \

Grades:- 2-3 : »

WRAPPING AROUND

e
/

—

Performance Expectations: Recognizes computer instruction

1.1.1 R
-1.1,2° Reads instruction, keyboard and output

Curticulum Areas: Cbmputer Literacy,,Matﬁematics :

Prerequisites: Understands what a Logo turt]e is and is fam111ar with HOME,
- FD, RT, LT, and CLEARSCREEN commands. - .

¢

Materials: Chart/scratch paper, Logo disk.

Classroom Management: Partners/computer must be available.

-

Time for-Activity: One-half class period }

" Teacher Preparation: Demonstrate wrapping around by w1nd1ng string around a )

Hands- On Explain the act1v1ty and give the following instructions to

piece of cardboard. Write the instructions for step 1 in the Hands-On
section on chart paper. ; \

!

students:

1. A turtle step is very tiny. But when a. 1arge number of steps are
taken in any one direction, the turtle goes off the screen and WRAPS
around the screen 1ike a string being wound around a p1ece of
cardboard. Type in the fol]oW1ng to see what happens

1 '
’

' CS N 4
FD 200 S
HOME , T
LT 90 )
#FD 200

2. Make the turtle WRAP around again and tell your teacher (or partner)
how you made the turtle WRAP around.

3. How far can the turtle go straight up/fo the left side/to the right
side of the screen from the HOME position without WRAPPING around?
Keep track of the steps as the turtle moves FORWARD (FD), RIGHT (RT).,

AND LEFT (LT). 2
70
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LOGO COMMANDS I X

- i ' ) g

Grades: 2-3:
. h -~
Performance Expectations: 1,1.2 Reads instructions, keyoard, output
. ' 1.1.3 Uses control keys/commands
1,1.5. Experiments as & user -
‘ - 1.4.1 Recognizes programming Tanguages

_Curriéulym Areas: Computer Literacy, Mathematics

-
-

Prere?uisites: Experience with some Logo commands (HOME, FORWARD, BACK,

: , LEFT)
. / .
Materials: Transparencies (Turtle, page 73) and (Circle, page 74) paper, Logo
SK : \ A « .
Ciassroom Méﬁqgeméht: Partners/computer must be available .

Time for Activity: One-half class period.

. Teacher Preparation: Make transparencies of Turtle and Circle using masters
on pages /3 and /4. Set up a schedule class to use computers.

Hands-On: Explain the activities to the students: _

1. Place transparency of Turtle on the monitor, matching the dot‘witﬁ the
kogo turtle. Tape it to the monitor.

2, Predict the number of turtle steps from the Logo turtle to the waiting
turtle. Try to move in a straight 1ine. Take turns with a partner -

(§Ye who gets to the turtle first). .

3. Log your steps on a piece of paper. Show your work to your teacher.

.
- - -
f .
n .
] : ~

,‘ °\': 717,
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+ 4. Tape transparency of Circle on the monitor, matching its center with
the Logo turtle. Find the number of turtle steps from the HOME
position to any point on the circle (its circumference). Move in a
straight 1ine, pen down, to watch.the straight line (radius) being

' drawn. Write down the number of turtle steps taken.

5. Send the turtle HOME. ' -

6. Draw another radius. How many turtle steps were taken? Write down
the number of turtie steps taken. :

-

*

Follow-up/Enrichment: Write a short program that will make the turtle go from
1ts HOME position up,to the center top of the screen, make a right turn,
-go forward 20 steps{’make a right turn and go forward 120 steps, make
another right turn and go forward 20 steps.
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- Grades: 2-3

,,MateriaTsi' Transbarency of Maze page 76, paper, Logo disk. \ ) -

D é K . \
Classroom Management Partnersfcomputer must be ‘available, T , ,
—Tdme~fer“Aet4vityeffeneehaailclass*periodte .

- * 1060 COMMANDS II -

«
PN \‘_/’ o - . .
>« e o
’ e I 7 -

& - o

Y L

Performance Expectat1on5° ET;lyz Reads instructions, keyboard, output
. - 1.1.3 -Uses control keys/commands - .
~ 1.1¥5 Experiments as a user ¢ : o ’
, ‘ 1.4 1 Recognizesaprogramming 1anguages . .
/ i . \ —o;*” . . @ ,'. -

4

Curpiculum Areas:- Computer Literacy, Mathematics.. \\\\

' NS Zj' .' o

Rrerequisite(s): Experience with some Logo commands. ,

o .
. * - A o

z

i

Teacher Preparation: Make transparency of Maze us1ng master on, page 76 and
set up a schedule for its use. _

- v

- L3

Hands-0n~ Give the following 1nstructions to the student5°

-

1. Tape the transparency to the monitor matchlng the dot with -the Logoi
turtle. Use Logo commands to find*a way through the maze. Leave a
turtle trail from the HOME position to the tree. .

2. Keep track -of your steps on a ptece of;paper.
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PENUP AND PENDOWN COMMANDS

Grades: 2-3

Performance Expectations: 1.1. § Uses control key/commands
T 1.1. 5 Experiments as a user

Currfculum Areas: Cofputer Literacy, Mathematics /

Prerequisites: Experience with Logo commands (FD, LT, and RT)
Materials: Scratch paper, transparency Turtle Trail, page 78, Logo disk

Classroom Management: Partners/computer must be available

Time for Activity: One-half class period

Teacher Prepara@ion: Make trénsparency Turtle T@Gil ing master on page 78.

Hands-on: This activity uses PENUP () and PENDOWN (PD) commands alternately
to fi1l in the line depicting a trail. Give the following instructions to

the students.

1. Tape the transparency to the mon1uor Place the dot over thé Logo
turtle. ; . -

2. Find the way to the town at the left of the screen using the bENUP
- command from the HOME pOSItion

3. Complete the trail (washed out in places) so that it will lead the
horse to the town at the top of the h111 be using more of the PENUP

and PENDONN.commands
4. Return to the HOME position with the PENUF.

5. Record the steps on paper.
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LOGO COORDINATES: DOT COMMAND

A
N -~

Grade: 3

Performance Expectations: 1.1.3 Uses control keys/commapds

Curriculum Arda: Mathematics

© -

Preredufsiteez. Knowe HT command in Logo and location of brackets or. keyboard.

1]

. Materials: Paper to record/log steps, transparencies V1ght Sky page 81 and
CTown page 82, Apple Logo disk. )

Classroom Management: Small group/computer must be available.

~

Time for Activity: .One-half class period
) [ :
Teacher Preparation: Make transparencies of NightSky and Clown

-

Hands-on: Students will explore the SPLITSCREEN mode (graph1cs W1th 4 linas
of text). Give the following instfuctions to the students:

1. The DOT command will place a dot anywhere on the screen. Beé sure that
the Logo turtle is at the HOME POSITION. Type HT (HIDETURTLE)

2.~ Then type 00T [0,0].

3. Next p]ace a dot at the center
top of the screen. (See Figure 1)

4, Place & dot between the dot in the
HOME position and the dot at the
center top of the screen.

dots fo]low1ng the instructions in ) 5
steps » one or both of the ‘ -
act1v1t1es below may be assigned to

¢
‘ ]
5. When students have learned to place ‘]p,ﬂ

small groups.

N -+ Figure 1

*
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a. Use transparency Night Sky to-
- - place "stars" (DOTs? in the sky
. above the mountains and around-
the man in the moont ) :

A

b. Use transparency Clown to Tight up the c1an's nose with dots.
[ - o

- -




» e

»

- ' . "7 NIGHT SKY - L.
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DISCOVERING THE TURTLE (L0GO) LANGUAGE

Grades: 4-6 « .

ﬁerformance.Expectations: 1.4.1 Recognizes programming languages

<

Curriculum Area: Computer Literacy

. 1
\,‘ " R t

Prerequisites:

1. This lesson is intehded'for students who are not familiar with Logo.,

2. Students must have completed fesson on "Getting Acquainted with the
, “Computer". ‘ ~ ’

e’

3. Teacher must be famidjar with Logo software being used.

Materials: Logo software (Apple Logo, Dr, Logo, ete.) chart paper, felt pen,
Targe classroom T.V. with RF modulator cable (optional), pqmputer unit.

-Classroom Management: Total class ’ e

Teacher Preparation: -

1. (optional) Use RF modulator cable to connect computer to large
classroom T.V, for optimum viewing. Test TV to make sure system is
operable and .image clear. . ' p

2. Put chart paper on board to 1ist Logo commands.
Pre-Computer: Announce to class: "Today we are going to discover the

" computer language Logo. As %e discover the commands or words which work
we will 1ist them on the chart paper so we can use them."

Hands-On: (Management - Total class viewing with smarf’group(s) at
computen(§).? ' ‘

1. Load lbgo. (Have a student boot Logo disk for practice.) Review the:
handling of disk and the start-up process.. _

2. When disk drive iight goes off, folluw the mességé?which appears,_ on
screen. (In Apple Logo, press RETURN and "Welcome to Logo" will

appear on the uppzr left had corner of monitor. Below the message
will be a question mark followed by & square blinking cursor.)
Explain that the blinking cursor expects input.

83
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3.

8.

Follow-up/Enrichment: , '

Tell students you want the computer to show the turt]e SO wWe can see
what we are commanding. Ask students what command they think will
show the turtle. As students make suggestions, have student(s) in
seat 1 at keyBBard type out the commands.

If the command is .not accurate, the computer will respond with various

error messages: "I don't know how to...", "Syntax error" or: "Not .
enough input". However, keep trying several student suggestions. ‘
After several tries suggest the simple "show turtie". Error message

will appear "I don‘t know how to turtle". Eliminate the space and

type ."SHOWTURTLE". - Turtle will appear in the midd]e of the screen,

Nr1te the command on the chart paper,

Now haZe students suggést how we can get the turtle to move forward.
(Turtle will not move forward with just "forward", it.will need the
number of steps.) Discuss with students why turt]e will not move
forward, what direction might be missing. The turtle knows which
direction but doésn't know how many steps to take. Have students do
"forward 50" and see what happens. -

Continue with discovery of back __, right left __, but watch the
time. Record all commands which work on dﬁ—kt paper.

¢ '\a

Students will begin to realize with teacher's cueing that the turtie
1anguage or any computer language is precise. Put on the chart those
commands which will help students to make simple 'shapes.

El

Rotate students and have different ones experiment with the turtle.

1.

Introduce additional act1v1t1es'¥rom Scott Foresman, Logo Cards
Activities; Teaching and Computers, "Logo_Notebook" section each

month; and/or exercises.from Logo software manual.

Have students work out simple pictures. For shapes such as circles or
arcs have students turn to manual to learn how to execute *‘hem. (See
activity, "Logo--The Print Command and How to Use the Manua]" pp.
87-89.
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. " TELLING THE TURTLE WHAT TO DO
-, (Simple Logo Programming)

- Grades: 4-6

Recognizes computer instruction
Reads instructions, keyboard, and -output

Performance Expectations: 1.1

1.2

1.3 Uses control keys/commands °
4.1

4.2

Recognizes programming languages
Operates with'words/symbols

Currdculum Areas: Mathematics, Computer Literacy

Prerequisites: Students know simple Logo EBmmands: forward __, back __,
right __, Teft _, cleqrscreen, hige turtle. ,

Materials: Logo disk (Abp]e Logo, Dr. Logo, etc.), pencil, graph paper
. (optional) or notebook, chart’with Logo’commanés (alreédy learned),

Classroom Management: Small group_hands-on, large group off-computer
activities . .

Time for Activity: Several class periods (depending on number of compliters
available :

Teacher Prepdration:

1. Prepare for several off-computer activities related to Logo
programming, geometsy or review of completed lessons.

2. Set criteria on how teams will be scheduled for hands-on. )

3. Prepare worksheets if these are needed. (See Pre-Computer Activities .
in this Logo unitz. -

-
Pre-Computer: \

1. Assign teams to draw a simple geometric design using at least two
~ different shapes in different sizes. Example:

AN o o

2. Have teams plan how they will move the {urtle to make the designs on
the computer. Have them write steps on graph paper with the design or
in their notebooks. ® : .
; 85 - ’ . N |

93




! designs and wiriting the Logo programs.

2

3. Check team plans but do not correct them. Schedule teams to go on the
computer. o= 7 -

“
IS

4. Tell students if designs do not turn out as expected, théy should try .
040 make corrections. The new or corrected steps should be written

down on their papers. e

5. Teams must’decide who will be in seat 1;-seat 2, seat 3 and whether or
" not they will rotate. - . .

_ Hands-On: : ' '
‘ 1. Have teams assigned to computers to begin. Be sure to remind them of
time Timits. . ' . .
"2. Off-computer activities can begin with tegms first working on their

-
-r
1
RN .

Fo1]ow—up/§nrichﬁent:

1. Those groups that could not complete their design should meet and try to =
"dabug” (discover what went wrong and correct) their procedures. This
is an important aspect of Logo's preblem-solving features. .Teacher
can lock over students' notebooks to find out if there are common
errors which can be pointed out to the entire class in a lesson.

/ C .
2. Teams which were successful in their first attempt can begin making
more challenging designs and programs. (Teach how to write procedures
into new commands, "TO..."). :

3. Add to the chart any new commands students need to "debug".

4. Suggest that students share designs and have others write procedures
for them. Compare the procedures to see which one is more efficient

- (yake5~1ess.steps). B N

5. Have two teams work together on a city, village, garden, etc. using
what they know. (Save these on blank disks so students will not have

to start at the beginning each time.)

.

6. Try other Logo activities included in this unit. Some of the K-3
activities may be appropriate for upper elementary students who have
had with Tittle or no experience using Logo. :




Ay
~

Grades: . 4-6 7 S -t
; _—_ -
Performance Expectdfions: 1.1.1 -Recogn1zes.computyr instructions .
' 1.1.2 Reads instructions, keyboard, output
1.1.3 Uses control kefs/connmnds o -
B 1.1.4 Se]ects/useg/ﬁ%1tten resources . .
m/ : * 4

L3

Curriculum Areas: Language Arts, Co:iitg//t}teraqy :

Prerequ151te§4 Students have completed the iesson, Te]l1ng the Turtle What to

Do, pp. 85-86, / o

.Mater1a15° Manual(s) which cqﬁé/w1th your Lo@o program; Logo d1sks, chart

paper, overhead transparenc1es of "Table of.Contents” and pages on "Prinit =

Command" (opt1ona] ) otfrhead prdjector,

” e

Classroom Management: Tbta] Class _

Teacher Preparation: o . /

[N

1. Go through manual to become familiar with its format and identify
those sections you feel are important to 1ts use. Example: Table of

Contents, Index,, etc. )
/ ' . : . )
2. Set up computer unit(s) for demonstration hands-on. ’

3. Set up overhead projector. s -

4. Prepare transparencies. .
Y : e

Pre-Computer: Begin by ask1nd "What else can we do with Logo bes1desqhav1ng

the turtle draw pictures and shapes? Let's find out<by looking in the
manual which comes with the program."

1. Discuss what a manual is in general. "(Book which explains how product
works.) Ask students where and what kind of manuals they have seen.
(Kits, games, carbooks, teachers' manuals, appliance, etc.)

2;' Explain that Logo has several manuals but today they will study how t0~

use one in order to make better Use of, the computer and the Logo
program.

.
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/‘-. ' > : -_ _J. . D . '
3. Hold up manuaﬁz "In any kind of book where do we 166k if we want to
know what's in it?" " (Table of Contents, Index, headings, etc.)
Discuss the difference between Table of Contents and Index ard where

.each wobuld be Tocated in”a:book. .~ o

) 4, Turn to Tabfézpf Contents in the manha], place overhéad transparency
of Content on projector. Read the contents as written. Ask, "If I

! turn to?" .

A

wanted to write words rather than draw pictures which chapter might I . .. =

—~ . . ; )
. 5. Turn to thé pages students sliggest and read, <¢If correct proceed. If
- not correct contiriue until the torrect chapteér.or page is found. .
' ~ Place overhead transparency of Prirt Command on projector so students
| can see what manual says. . IR |
_ Hands-On: - . ) f ‘
1. Have studept(s) in Seat 1 type commands aéﬂyou'read the page out Toud.
- ‘Have' class see what is happening on the monitor. (At this point you

may have to intreduce & (left arrow) key to make corrections for
typographical errors, \ : . T

h ~ 2. Review wjth students thé print command and the arrow for corrections:
3. Experiment by suggesting to student “in Seat 1 to try the following:
a. Type "Print no-space bracket space word end bracket and return".
(Do not type in the quotation marks). What happened? '
b. Type "Print space bracket space word space end bracket réturn".
(Do not type in the quoté
spaces or no spaces make ittle difference in Apple Logo. The
print command will bé exe?uted.) "
4. Review location of [.] en keyboard or what letters make brackets.
Also review the use of¢ key. - : ’ ‘

5. Now go to the Index anb see how to locate Print Command. (With-Apple
Logo the command word must be known ih ordeP to,locate the pages where
the information can be found. For example, you would not look under
"writing titles for pictures" or."words". You will need to see*

Jlprintt.) .. e T ’

6. If other manua]%«aré available these can be brought to students
attention. Encourage students to explore these manuals and to use
them to solve problems that are encourtered. ’

i

Follow-up/Enrichment: 4 : v

‘ . - \, "
. 1. Have student write titles under pictures ghey have executed on the
computer. The SETCURSOR command will allow students to center or

place the print anywhere on thg screen, \

.

tion marks). What happened? (Generally,..




.

Ry

2. - Have students exper1ment with print1ng names addresses, phone number,
school, etc. Save on disk and print out Water for class a djrectory.

~ 3. This lesson may be adapted for u51ng the.DOS manua] and DOS system )
d1sk for a lesson in BASIC. -




.. TURTLE TURNS T

" Grades: 4-6 -
-4 ) ) i )
Performance Expectations: 1.};3 Uses contral ksys/cqphands.

s

) R G
. Curriculum:Area: Mathematics
.

Prereguisites: Knows result of RIGHT and‘LEFT turn commands (such as the
difference between RT 45 and RT 90) .

t

-

Materials: Paper.plate, cardboard, papér_fastener, fel; pen for each child
i . . . LAY

Tiﬁéﬂ%or‘Activjty: Oneéﬁhlf‘class period
s - j

Teacher Preparation: Have materials on. hand

T S . , ( .

Pre-Computer: vae the fo]low1ng instructions to tﬁé students to make a
. computer "compass" to help in programming turtle turns:

1. Mark) off the paper p]ate into eight equal parts.

2. Cut out two ;ggnds“ (use.one to mark your original posxtxon) and
fasten them the tenter of the plate with a fastener.

3. Label the intéervals as follows.

-~




.- 4

e

.Follow;up/Enr%chnwnt: . : E \

“ \ A ‘
1y . - }

Discuss questiens such as: | , -

a. How many degrees-must a turtle furn in order to make.a Lomplete
circle? A half circle? - -7

b, What other turns (or combxnauagns of tunns) are “the same as" (end

+ in the same pos1t10n) as RT 180? , o

LA " ~

4

-~ e f
Write short prograns in Logo that can make the turtle spin comp1ete1y
around until it is back in its original position. Write them using 4
commands/2 commands/1 command. Copparé and discuss students responses.
Are there any patterns?’ What conclusions can be made? .

Predlct in what d1rect1qn the turt]e W111 be fac1ng im this short

1

program° N i
_CS -* ' * . . ' -" :
LT 20 B S
_ T35 | ‘
| LT 50 . ' : v
s T \ . . . s .
. 8 : .
4 o -
1 . ‘
* 91




- - * / - 1]
: ) ¥ MR
. - . ) . , < R -
- Y " TURTLE j[gRNS Ir R
. Grades: 4-6 . L ‘ e : . '
, ulP\erformanc’e Expectations: 1.1.3 Usés. control keys/comﬁénds SRR
o i R ™= . L.L5 Experiments as a user . -
o ST e I '
. “Curriculum Area:  Mathematics o . - S
S » B » . : . ‘\ N . '
- N < . . “ i
Prérequisites: Knows rdsult of.RIGHT and LEFT turn commands (such .as the -
‘ -difference between RT 45 and RT 90) « . . - s
& P ’ o .. B
Materials: Computer com‘pas_s"(from Turtle Turns <1 pp. 90-91), togo disk,
. 4‘ ! ' — o - - : * . -
Classroom Management: Small groép/computer must be available
g R - . . ) _ ) . - ' . RN
‘Time for Activity: One-half class period ' e, S
[3 , ‘ ) - o -" .
‘feacher Preparation: None ye . ° o — - C
Hands-On: Give the following instructions fo,the-studéq;sz
© 1. Type the following commands and watch the turtle turn: IS €
SETH 360 ' :
| SETH 225 )
7 SETH 180 ‘
SETH 0 o
¢ - SETH 90 X
,  SETH 270 *
2. Complete the following to make a square: ) %
SETHO =~ N B ~\;;;
. FD 75 ' . : ,
L B 3. Use SETH commands to draw ar equilateral tpian_gIe; -

52100

ic I " - .




¢

\Tlme for"k Activity:

,/’/

.Grades: .4-6 e e
A ——b i

’ N
- -
. S .
.o L

1 .
Rerformance Expectations:

. [ S
A , r}

Curr1culum Areas: - .Mathematics

s 4
~ . R

h

+

e

\a -

2
- . '

. .

\ .

Materials:: Clock traﬁSperency‘page 952 peger, Logq;aigko

.t i
fe o

‘. a
0

-Clessrooﬁ Managehent:

s - P

»

One-half c?asstperfod

-

~

AN

P

P

‘ » "

1.4.2 Operates with words, and symbols

Sma]l group/computer must be availa

. Prerequisites: Understands the.uselaf degrees to'program turtie turns.

L4

" Teacher Preparation: ®Make transparency of Clock ysing master on~page'95.

s’,;ém -" " 'k'

- *

[N

-

Hands-0On: G1ve the following instructions to the students' - §

1. Place the clock transparency on the ‘monitor with the center of the

clock over the Logo turtle in its HOME posit1on.

monltor.

2. Use Logo commands (HT, sT, »RT LT FD, BK) to.exper1ment, record/log,

-4

-

Tape it to the

and write a short program to shpw fhe fo]]oW1ng times on the clock:

3

3 o'clock.

o

6 o'clock"

2




Follow-up/Enrzchment

. 1. Add arrows (trzangles) at the tips of the ﬁbur and mlnute hands.

‘2: Predict the t1me wwth\th1s/program' - .-
e e ST o . - .

, ‘ FD60 .
. . - * .s- ;A HT; . ' .
T S
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46

-~ ) .w . 3.
., Performance Expectations:
. .. K2 B .‘ \— ‘

R

Curriculum Area:

" Grades:

L4

.

-~

.
"%

. f'Prerequjeités:

\& v
Materia]s.. App]e Logo d1sk
Note. The edit

‘ These P
to your

21

-

Classroom Management.

«

s
~

. >l
11ne7fbr_Aqtivityc

© M H

r. Teaéhef'ﬁgegaration: None

13

Hands-On'

“-

d

. 70 BOK- ¢
;% 40
CRTOC
FD 60
LT 90

FT 40
RT 90
FD 6

END

t

T

1.1.3 U§es_cdntroi.keﬁs/commgan,
Computer Ldteraéy.'
_Experience writing Loge*proéedures

€cedares ¢an be adapted for other/versions of Logo."Re?er
ogo manyal for editing procedures.

Aiigtners/computer mnst be availab]e

One-half cligs pe}fbd

Give the following instructions to the students'

7

€

#”

?

LY

»
B

-i

-

&

prqcedures differ with eveny vers1on of Logo.

r

Q
3 .
- AY .'

*
.
l
1

1

y

1. Type the fol]ow1ng procedure to make a box. Then ryn 1t.>'




»

* \ ) . * Y
} . ‘ » ¢ C ) .' el
- . .+ - > 3 R
4 S
2. To make carrections to

: debug. the procedare, type ED “BOX 'or EDIT "BOX.
fYou will see LOGO EDITOR in a band at_the bottom of the screen.
3. Use.the following'control keys ‘to move the cursor around: |

~

N Control C

3

v ;;'\ ".'."‘\
. . t ) - » =, .
- Control D. « : ‘-
3 . . .
. o \ ) ¢ '
B . Control N ' . '
Control.P = ’

4. Record or Ib&'ﬁhét these control keys do to help make correétfqps.
5. Continue ‘to. debug the procedure until it éL
screen. ‘

‘ t N .
L3 N N -
n design a BOX on the
'
! i
- : . +
. . .
k)
+
N * -
* -
. ' 3
- e
.t
- ~ +
»
. ’
*
N
- b
] I - +
e
4
-
3 -
-
~ »
£
N [ 4
2 R .
» Q'
iq—‘ 3
L -
- - z
—_— .
v
- ®
t -
& a
|
s
LY RS L N
|
\
< t - " - /
i
. ¢ | -
\\ \ e N
> . -
\ .
P 3 &
* £
- N <4 e ”
* 3
0“ !’
-




LOGO PROGRAMMING T -

Pérfqrmance Expect ﬁbps: 1.1.5 Experimgnts as a user . .
Lurriculum Avea:’ P\Athematics T SRR '
’ - Prerequisites: "Knows how to write prﬁ"cedu}'es* - ;
/ Lot - R N .. I G A i .
. P y . - b . )
' Materials: Blackboard, paper, Logo disk = . 2o ,
-y e ] ’ ’ . » . . *
" - Classroom Management: Total class/computer ,mus_.t.be. available.’
. S - ‘ T - N .“ 1 .
L /’Time. for Activity: "One-half class periodi \ "
: NG 7 ) ’ ' T
| Teacher Rreparation: | None oo ? N A
I | S a .
L Hands-—On. Give the o'l]owmg 1nstruetions tc the\ftudents.“ / .
B . ’ L Predict what figure this program ri»ﬂ prod ce(on the 'screen: ﬁﬂ
: ' cs ' I
SNt ' ’ : . /- ! . :..$.
s ' Wwre - -~ | "
e FD 50 ’
] . . RT80 -
R I FD 100 ’ a
RT 90 . « . ’
: o . - FD50~ . T
A 2. Run it and tive the ﬁgure a name. e .o ,'
3. wmte a procedure that wixll draw a figure that is half that size.,
. 4.> Write a procedire wﬂ’} dkaw the same figure (as in step #3) 10
. ’turtle steps to th ef.t of ‘the fn‘st . )
h i . ! ’ } + ’ a )
.7 : - * ot - a 98 . - -
QO — f " 4. K - ’ -
" ERIC - 106 B
S - . ’ . : - s“ N . .. v -




0G0 COORDTNATEST STAIRCASE

- )
. 4 ! > & N —

Grades: fi ) ' T o

' - * . - . * / \,_:,

» ) .- : N
Beifbrmance Expectations: 1 1.3 Uses controT keys[connwnds _ -

AT . /] B ' ‘\\\;“\\\\ - :
N i - Curriculum Areas: ComputeF\Literacy; Mathematics

::/{ . e N ‘. ) .’ N s .. ’ - . ‘ o

" : Prerequisites: Some experience L?tQ\?OT command (See pp. 79-82) j
\ S v Co ' ‘ . o~

Materza?s. Paper, transparéncy Grid, coples of Grld for students,;Lego dlsH;

2 )

£-’~ * * oo/

Classroom‘Mandgement:"Tota] class , * . o L
N —— /e \

ot ) // . . . \ *
- Time for Activity:r One-half class peridd : Co

3

Teather Preparatron -Make transparency for the overhead and student copies
"~ of Grid using master p. 101 . . .

~
- . R e
» N

’Pre4ComEute Give the following instruct?ons to the ‘students:

s,

i.. Locate the following coordinateés on the gr1d v

\ . / .
‘ " o g . 36\* \90 120
‘ ’ .- 120 . wen o \ p— oﬁ- -— ole -

' 0 30 . . B &
3 ., -t )« 1. -1 L.
060 - TOT= F atle R Rl |
. , ! ¢ P
60 oo e L n:' wade %-\ i g sty
° ) 3'0 " L ] T ’ — —.. T odwe oy b
' "‘7 ’ ”.'
- 0 ’ e ofmb -.....\-— s adE L I o
- 99 . ' )




- the: screen.

o

Continue to locate the coordinates that will des1gn a stalrcase
1eaa1ng to the. upper - rxght corner. .

-

Use DOT commands to write a short program that w111 rep11cate the dot
design on the computer. ) . y

SETPOS commands u51ng the same coordlnates will connect the dots w1th
Tines. Add a SETPOS program to the DOT program to design a staircase
that goes from the center of the screen to the upper rlght corner of







LOGO PROGRAMMING II

Grddes: 4-6

Performance‘Expectations} 1.4.2 Operates with words/symbols

Curriculum Area: Computer Litéracy

Prerequisites: Experience writing/L896 procedures

Materials: B]gékboard/paper, Loge disk

" Classroom Management: Total class -

Time for Act1vity One-half _class-period:

—_— e

"Teacher Preparation: None

Pre-Computer: Give the, following instructidns;to the students: ¢
1. Write a short proce&uf& that will design the following figure:

2. Write a short procedure that will add the following f1gure to the
. left of the first design.

<

&

—

3. Write a short procedure that will add the fol]owing figure to the
design above: " , _ .

P




4. Combine the three brocedures and give it a NAME:_
0 . LS
G -
— =" {Name of procedure #1) - B .;
PU | ‘ .- ‘
HOME -
PD - ] : ) }
(Name of procedure #2)
PU - -
HOME ’ . E
PD e ~
I ) ‘
(Name of procedure #3). \
END _
" 5. Why were the HOME,'PU, and PD‘commands inc?u&éﬁ? Hhaf do you think

would appear on the screen if you just entered the three procedures
_ without the HOME, PU, and PD commands? - Try it and sge.

-

f

H .
,
\ LS
!




© . REGURSION .
- Grades: 4-6
Performance Expectat1ons 1l1,3 Uses control keys/commands . o

Curriculum Area: Computer Literacy

Rrerequisit@sé Expérience writing Logo procedures T-_\) ;o

Materials: Blackboard/paper, Logo disk, ;n& disk for demonstﬁéting BASIC loop

Classrqgm.Manggement: Total class/computer must be available

Time for Activity: One-half class period

l( >

-

Teacher Preparation: (0pt1ona1) Flowchart and demonstration program in BASIC
that will Toop and RUN continuously until stopped:

10 PRINT "AND THE BEAT GOES ON*; .
20 PRINT “AND ON", |

30° 60TO 20 |

50 END B T

>

-~

Hands-On: Explain the following act1thy to the students.

1. Write a procedure in Logo using recursion (a procedure within a
procedure with the same name (e.g. CIRCLE within a procedure called
CIRCLE). Recursion will cause the procedure to run continuous1y until
stopped by the user. ’

2. *In AppTe Logo: P .

A
Control W will step, ‘the program temporar11y until ,any key is
tapped. / .

Control 2 w111 stop the ﬁhqgram temporarily until CO is typed
to- COntinue.’

Control G will stop the program. -

*see note next page

Q ‘ . - . ! 104 112




3.

7.

*Note:

Write a. procedure to design a five pointed star: .

What is.the name of this
procedure?

" How many tines will the '
:FORWARD steps and RIGHT - .
turns be REPEATed? REPEAT __[FD 50 RT 144]

Erase (CLEAN) the screen'

What name do we type to
-make this procedure run
continuously? ~ . ! . .

-

What word should be placed i .
‘here even though the program -

. will not stop until you tap
the control keys?

Enter the program on the computer and let it run a while before trying

the control kpys. . . -

Ask a student at the blackboard to simu?ite the execution of the step
by step instructions. to place and erase the five pointed star on the
screen. - ) ‘ - .

[

Discuss how recursion directs/controls the flow of steps in a
procedure, , .

{Optional) Descrlbe the diffecence between an infinxte Toop (resu1t1ng
from a BASIC GOTO statement) rand recursion.

-

Refer to the manual accomganywng your Logo program for instructions on
stopping a recursive procedure. . '

[+]

-

2

i

, ).




‘ Gradei\ 6

Time for Activity: One-half to one class period .

S LOGO ANIMATION )

Performance Expectations: 2.1.2 }Cregtes program<frem flowchart
ro \
Curriculum Area: Computer Literacy .

L]
7 “ ‘ ) 8 )

- . %
Prerequisites: Experience writing simple Logo procedures

Materials: Blackboard, Logo. disk ' -\\ L

Ciassrolw Menagement: Total class

/

Teacher Hregération: Define animation (simulating'movement)

!
/

e-Comgute Give the fo]]ow1ng instructions to the students to write a~
program in Logo that simu]ates movement by drawing, erasing and drawing.

- 1. Iype the procedure be]ow to design a sma]l circ?e {
T0 cmcuz ' '
: REPEAT 72 [RT 5\FD 1]

.END

2. write/Typé the procedure elow which will make the tircle move from
the HOME position to. the right of the screen.

»

Name the procedure L ~; -
that-you want to MOVE. : L

Clear the screen.

Hide tﬁe turtle. N

*. How many times is the N
CIRCLE going ‘to MOVE? VEPEAT __ -

~ *  Writé the name of the
original procedure R

S TR




3.

*  Then put the PENUP

*  CLEAN the screen . ®- N
(CLEAN erases the R :

~ screen completely . N
* ° Turn the turtle 90 ‘ ’ ¢
degrees to the right , ‘

* Go forward 28 steps

_*  Turn the turtle S0 - .
degrees to the left

© % Put the PENDOWN ¢ o

- . .

.END the procedure

Write the circle animation procedure using four program lines. Place
all the steps marked'with an asterisk (*) on one program line.

Would it be possible to make the circle move across the screer, WRAP
around, appear at the left side, and go across the screen again?

~ * o~

- 9

1Y




VARIABLES

Gradé: 6

Performance Exhéctations: 2.1.2 Creates a program from a flowchart

Curriculum Areas: ‘Computer Literacy, Mathematics .

- Prerequisite: Exberience using LET statements in BASIC.

4

Cy - Materia]si Biéékboard/papgr' R | . - -
Classroom Mahagement:“ Total class - “‘t°, N ; , .

" Time for Activity: One=half class period.

-

\ Teacher Preparation: Review the use of LET statements to store variable naies
and their assigned values in memory locations in the computer. Review the
procedure to draw a SQUARE in Logo. :

D v oy

\ ? g . -
. ' " U — b - ,,
< Pre-Computer: Work through the following activity with the students: -

1. The variable ip this Lng procedure is that name which is preceded by
the name of the procedure followed by a colon. _The value given the
variable name can be changed to vary the lepgth of the sides of the

. *SQUARE. )
® 2. Follow the steps io'wrjte a procedure in Logo that will design a .
SQUARE whose SIDEs can be changed: . z .
Write the name of the ' - S | ‘ .

- procédure followed by a
K space, a colon, and the:
variable name (what name ' Lo -
will you give it?) (procedure name) :(variable ‘name) .

-/ ) _ Type the command.to REPEAT 4
!
{

times followed by a bracket,
FD, a space, a colon, the
. variable name, the command to
4 turn (RT or LT) to form a right : - .
angle, and a bracket. ' : .

END" the procedure.




~

Type the hame of the procedure
followed by a space and a

number (length of a SIDE). {procedure name) : (number) / .
: < . ,
3. Wha® value would increase the size of the squire so that its sides  ~ \

would be twice as Tong as the.original sides? One-haif as tong as the
original sides? Run the program using these values.._

‘4. Describe the effect on the area of the squares when the sides are’
doubled; decreased by one-half. How many smaller squares can you fit
into the larger one? o . .

5. Describe what is meant by a variable.

6. Compare the similarities and differences between the use of variables
- in Logo and BASIC. : /
/
1 * N
4 s
Al
> . A »
< . K :
4 ! A ’
£
' . i '
- /’
Y
, i 109 ;




“ . r “ ' .
“ L0GO COMMANDS - * °

Grade: 6 S o : ‘ . ¢

B : . - X q
Performahce Expectations: .1.4.2 Operates with words/symbols N

Cufriculum Area: Compufer Literacy =

4 ’ e

i -Prerequisite§:' Experience with writing Logo procedures- » o

>

Materials: Chart paper, Logo disk

C1assroom\ﬂanagementi Total class

Time_for Activity: - One-half to one class perfod . Y |

-

Teacher Prepa ration: Write instructions found on next page on a chart or .

overhead transparency. *LEAVE OUT THOSE INSTRUCTIONS MARKED NITH
ASTERISKS*.

b H - —




Rre-Computer: ;
. 1

1. Ask students to read the instiuctions on-the chart and draw tﬁe.design
on scratch'paper. /Compare/share their designs. . S :

 To CIRCLE CIRCLE, 7. *LTS0 -

REPEAT 90 [RT4 FD1] - PU:- . % -*FD3

Mo O mw . xRTS0 C
@ T0 CIRCLES S D% - RN I |

TR o LT'90 L CIRGLE’ | )

FD 30, ., CoxET _

LT 90 . CIRCLE q‘\ ‘ * PR [TERRIFIC! . T

s S T s L TNR ?0}0‘&]. S

RT 90 - | BK 12 | * énp ; - |
' I LT 90 . I
‘ CIRCLE Yo ’ R ‘

PU- RT 0

RTOO RN N

D 35 | . GIRCLE -

tTeo . . S -xpy - 5

I _ - )

S ./ o ‘ .. S

-2..Run. theprogram-on-the- computer. (Tybe'END after the fourth CIRCLE
procedure;‘i.ef;/befgre the asterisks begin.) : ‘

4

3. Ask the sfu ents to write the~iq§E:uctidns that will complete the .
progran, ' ' ' .
: o/ . .
R / , .
Hands-On: " )

1. Run the tomplete program. (Remove the END command after the fourth
CIRCLE procedure with CONTROL K (Apple ITe). See Edit Control Keys- e
activity, pp. 96-97, for editing procedures. - ‘

J 111

119




“Grades: 4-6 ‘ \
arades: c

-
. ™

LI -

Uses™ control .keys/commands

5 Experiments as a user > -
Recognizes, programming languages SN
Qgera?es wyth-words/symbols

Tdentifies applitations.

Performance Expectations:

-

-
- -
. ! N

Curriculum Area: Music, Mathematics

A\
he &

Preréguisite: s The children should have been introduced to Légé and~have
some experience in reading simple music.. \\\ I

+
’

Materials: Terrapin Logo Language Disk, Terrapin Légo, Utilitjes Disk,
worksheet (or plain paper),and pencil. Note: These lessons were
dhyeioped for useé with Terrapin Logo.) Consult your manual for slight
variations.in your Logo program for generating music.

. A . ¥
Classroom Management: For Pre-Computer activities you may teach thé total
. class, followed by work in pairs or individually. . \ 1

- ~\ i
) N - . '

Time for Activity: One class period per activity; howdver, you may be able
to cover 1 to 3 gctivities in a.period, depending on the progress of
the students. . . :

- “/_ - { " i"
Pre-Computer Activities: The first three activities are an introduction %o

¢ pitch (no§e$)zfduration3'and“fhé‘USe and function of control keys.

Activity 1 ~ Notable Numbers® Assigning rumbers to notes '
Activity 2 - Durable Numbers: Assigning numbers to duration .
Activity 3 - Play,-Rest & Proceed: Play, rests, and v ‘e,

- subprocedufes-and procedures

To save time, you mdy want to make Enapsparencies of the information
sheets on loading Logo and how to make' music with Logo. This
information may also be written on chart paper, oaktag or on the
chalkboard. . T .

Hands-Or Activities: The next fourJacéivities requfre pufting information
together, using subprocedures and applying skills to more challenging
. compositions. These activities are:

- ue 120



:

-

- Play it again, Sam! and Fillings!! .
Octaves and a Flattened t ;
Sharpened F by the 1ight of the macn

- Beat - the - Oven!

Activity

1

4
5
6
7.

Fol]bwnup and enrichment activi@?es are marked fEXTRA". .

)

N f
M .
- -
V] © ¥ &
. -
* g
<
-
3 - .
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. \ .
[
= -
-
- - , T
I '
»
- = -
. &
- ¥ “ 1
’ - X
* *
‘ -
- R . B
-
L
- - 4
A
%
° Y31
1 * - N i A
N -
) -, . >
. .
» @ .

Q

.




NOTES AND THEIR CORRESPONDING NUMBERS

- Treble Clef _ ' . * Bass Clef .
F-25 N ' BT
E-24 . t _ A5
S D-22 . o 63
» c-20(high C) ' Fel
R T
. N SV
615"
F-13 ’ '
| _ E-12 - .
: D-10 - o o
c-8
v ki ‘ (ValgggAgil’O:;)tes) i
Jmmmwo _ JMmmmm3r
J Quarter Note 40 : J Dotted Quarter Note 60 |
.S Half hote a0 _ 3, votted Half Note 120
y) qhole yoie 160 B - o ‘ | g
; RESTS . | -
. " Eighth Rest - 20
SRS . ’ AZ Quarter Rest 40 .

N e Half Rest- 8y
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LOGO MUSIC ACTIVITY 1
Notable Numbets

Assigning Numbers to Notes

We will review notes on the treble clef and assign numbers to those
notes. Refer to the information sheet as you do this. -

-
1. Using Logo, let's practice nrogramming a familiar song, Iwinkle,

Twinkle Little Star. Refer to the notechart and place the correct
number above the corresponding note.- Line lxhqsnbeen~dong\ig; youl

8 -8 15 15 17 17 15

c C G .6 A A .G -

F - F E E D D c

G 6 F F E E”" D
6 G F Foo 'E‘ E D

C c & G - A A G

F F .E E- D D ¢

-
Y

2. Which iinessére similar to each other?

.Line 1 and line
Line 2 and line _ . -
Line 3.and line . . .

3. Now, practice assigningtnumberb to Mary Had a Little Lamb.

.E D- C D “E E E

D E G .G ’ ]

E D € D _E E E -
b D E D c

E

4. Did you find any lines repeated? If so, which ones?

115
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5. MWe now add a high-C. Note the number corresponding to high-C. This
is the tune, Three Blind Mice. ‘

E D C E D c

G F F E ] F F E N

/" . ) i /\..\ -
G hi-C hi-C B A B~ hi=C *G G

S i . _ N
) G hi-C hi-C hi-C B A B hi-C G G
G G hi-C hi-C " B A 8 hi-C G - 6 &
F E D ¢ ‘
'é. 'Now, you will be given numbers. Can you write the correspond1ng

letters to the tune of Row, Row, Row Your Boat? |
8 8 8 10 12

12 10 12 13 15 A
20 20 20. - 18 15 15. "1.12 12 12 8 ~8 8
15 13 12 10 8

7. Save this sheet. It will facilitate doing future lessons!

8. EXTRA. Ask.your teacher or music sped1a115t for some songs to program
12 Logo. Take the music and convert it to numbers as you have done in
- this lesson.

- 116




LOGO MUSIC ACTIVITY 2

Durable Numbers

We will go inte the value of notes, whlch 15 called timing, or DURATION.

1. Refer to the chart on notes and write the DURATION in the BRACKETS
provided to the right of each set of notes of Twinkle, Twinkle Little
Star. . Line one has been done for you. Note the quarter rest at the

end of each line. . ‘ )

J !JJ o o o T[40 20 20 40 %0 40.40 40]

,,J.«.!.u.lzc; ]
 ddddddaEr 1]
- JJJJJJJ&[' ] /

o ol dddE ] |

JJJ.JJ'JJE[ ]

2. HWrite the DURATION to Row, Row, Row Your Boat. Note that we have |
-dotted quarter notes, €ighth notes and dotted half notes. l

dodJrd N j/'
o

S dSd 0 )

i ribee 0 o
' § o J cJ o c:J [ : T /

3. write durations in the brackets for Fre're-Jacques. ’ /

JJJJ'JJJJ[ - _w
. 100
n 3|
[ - 1
17 : ]/! '/




5.

For Three Blind Mice, dotted quarter notes
quarter notes have a count of 60, Also
a "tie" so the total count is 60+40 or 100, We encounter "<

1s eighth rest, with a count of 20.
Also 4 has half the count of J'

cdoJd
.o
o

(

| N
L

L.(

L 4

*

L

o
| - . 7
- }JI{FI(F’" 0
3133 :’rﬁ‘}:‘r%
d. m.! dd o7

EXTRA. Gather other“sénﬁs and write the duration to their/potes.{

-

126

h

i

o I

[
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[

[

60 -

re "involved.
means that the notes are

" which

Line 1 has been done for you!

60

100

Y,

Dotted

20
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L0OGO MUSIC ACTIVITY 3
Play, Rest and Proceed’

»~

Here, we put together our notes, duration and add the command PLAY.
When you type in the command PLAY with the notes and duration in brackets
as shown below, the computer will play that tune for you. :

If you do not have brackets e and e you may need to use Shift N
for '[' and Shift M for ']'.

Rests are denoted by R. For this activity a11 quarter noteS‘and
quarter rests are used, so the value of R is also 40.
1. For Twinkle, Twinkle Little Star, note how the séng is put .
together...Note that the letter R is used to denote a rest. Note
that the rests.may have different values too.

PLAY [8 8 156 1517 17 15 R] [40 40 40° 40 40 40 40 40]
PLAY [13 13 12 12 10 10 8 R] [40 40 40 40 40 40 40 40]
PLAY (15 15 13 13 12 12 10 R] E40 40 40 40 40 40 40 40]
PLAY [15 15 13 13 12 12 10° R] -[40 40 40 40 40 40 40 40
PLAY-{8 8 15 15 17 17 15 RE [40 40 40 40 40 40 40 40]

PLAY [13 13 12 12 10 10‘8 Rj [40 40 -40 40 40 40 40 40] -

Subprocedures. We will break the song into smaller parts (T1, T2

® and T3) and then combinie all of them and call it TWINKLE. It is
wise to check out each 1ine and correct mistakes in them rather -
than write a whole- procedure only to'find errors and then have to

correct them.

Control-C (CTRL-C) defines the subprocedure. Note: CTRL-C means
hold down the CONfROL KEY while you press the letter C.

2. Note that since 1ines 1 and 5 are the same, as are_Tines 2°& 6,
Tines 3 & 4, we will not haye to write all of them out. Instead
we_can define lines into smaller sub-procedures and give them any

na¥e that we wish. We will do that now.

We get into the EDIT mode by using the word "T0" followed by the .
name of the sub-procedure that we wish to use. Let's call it T2
(for Twinkle.l) or.whatever you wish, . v -

S T0T S ‘
PLAY[8 8 15 15 17 17 15 R] [40 40-40 40 40 40 40 40]

! - ~

to END
~ (CTRL=C) " - S p

“In the next activity, you will enter the above program.and the
computer will read "T1 defined," which means it is in memory.
119 -

-~
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Now, it is your turn to define T2 (or the second and 6th lines).

0 T2 N .

. (CTRL - €)

Do the same for T3 or Tines 3 and-4.

I S SRS B ]

T

4 -

PLAYD Sl 1.
END '

.
J
;
{
s 0

PROCEDURE :

Now, we will put the Six lines of’our song together and ca11 the
whole procedure, TWINKLE.' To do’ this, we defind the procedure in
the same way that we did the subprocedures.

TO TWINKLE

T2 S
3 o
13
Tl
T2
END
CTRL - C SR h

. 128 -

120 .



\_  LOGO MUSIC ACTIVITY 4
N\F\\\ Play It Again, SAM!

\\

At last, we get to the computer! Now we type in our programs.

i, Refer to the prev1ous lesson, TWINKLE. Type in the subprocedures T1,
T2 and 13; type in the procedure TWINKLE. Remember to use the correct
format using 'To', 'Play', Brackets, 'END'-and preSsing~CTRL-C.’

. Also insert blank chart. -

-

2. You may need certain control keys in editing your programs. It will
be helpful to fill in the chart provided so that you won't have to
keep referring to your manual.

| 3.j To hear any one line, type in T1, T2 or T3, CTRL-P 1ets you rep]ay -
the same tune again without having to type in the title again,

g, AExtra: ChangE"the‘dﬁratibn to any line to slbw down or jazz up your
song.

T CONTROL KEYS

FUNCTION Terrapin LOGO Apple LOGO Other'

Makes all the
EDIT changes.
Exits Logo, CTRL - C

\\

Editor. ~Adds - e

procedure to . : . .
memO Y‘y . . N

Deletes ‘charac-

ter under the

cursor. Moves CTRL - D

text one space

to the left. . © R

Stops’ what the ,
conputer is CTRL - G ~ .
doing. ) L - .

" Erasés what is .

- under and to

" the right of the  CTRL - K , ’
cursor, ' ) | .

121. , e
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INFORMATION “SHEET FOR TERRAPIN L0GO

PROCEDURES FOR INITIALIZING.A STORAGE DISK ‘

Insért Utilities disk.

Turn on computer.

After red disk drive tight goes off, remove the Ut111t1es
disk. n

Insert a blank disk:

Type INIT HELLO,

Press RETURN. '

After the red 1ight goes off, you have a storage disk to use:

NO D WA
-

T4

~ PROCEDURES FOR LOADING LOGOtMUSIC.

Insert -Language Disk.

Turn on computer.

After’ red disk drive 1ight goes off, remove Language D1sk
Insert UtiTities Disk. ‘

Type READ "MUSIC.

Type SETUP and press RETURN.

After red Tight goes off, remove disk.

Insert your own storage d1sk to save your program.

.

»

RN U W N
« .

NOTES: ‘ L

L)

1. If your computer does not have '[' and ']' you will need to use Shift
N and Shift M, respectively.

2. Depending on the Tength of each song, you may want to use
subprocedures for be easier ed1t1ng in case of errors.,

3. PO (Print Out) prints olt your program. POTS (Print Qut Titles)
prints: out all t1t1es of programs which have -been saved.

’

4. Other Commands: - ' o

SAVE - To save a.file, make sure your initialized desk is in the .
dr1ve Type SAVE "TNINKLE or whatever title you choose

CATALOG - Any files saved in Logo language will appear by 4 -
‘\‘\\,,/’ their names, followed by .L0OGO. For instance . 4
TWINKLE.LOGO. ] Ve

READ -~ To load a ﬁ41e you have saved. Type READ "TNINKLE or, whatever
file yoa choose. .

-

122
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' LOGO MUSIC ACTIVITY 5

i

Minuses, Octaves and a Flag}ened B
rd "{/
> . ~ (f’j
I
fi
i

. This aétivity‘exp1ores the use of a widé? range of notes, namely four
octaves to the tune "Fre're Jacques'. Using the song, write out the
p}ogram using notes ﬁrom>fhe Bass clef and éxpanging_{; through & octﬁves.ﬂ
Minus after numbers are involved below. @5te that Bb;is~involved. The
-corresponding numbers for"Bb are: 6-, 6,%&8 and 30. ‘

/ T . - .~ 29
_ / O % =
-/ S0 i . 2%
(¢ Oy . (T
N [ Sz den 15
J- § 7 - o~ 12
o 3 i = <y .
) - - "[
5}“ o 7 S :
L ! &N 122 ot
ﬂ o _’,'3 ;‘o- - -
= o—% -
i- 3-
\ i . o ‘
] Fre're Jacques e
- | - { . ) .
‘ L v . -
1l & @1 |. |l & ™ \
: - ‘ ' e I
R \J ' - i ) . \
N :

g vV !?] /LIL j;

How, program “Fre'se Jacques” Hére:.
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i
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LOGO MUSIC ACTIVITY 6
A Sharpened F and Rest by the Light of the Moon

y

This lesson uses F# and a quarter rest. Program this song, Au Clair
De La Lune. The corresponding numbers for F# are: 2-, 2, 14 and 26. Use
. any of the four octaves and rearrange the.music.

.

Dy
A

"~ Program this song here:

0. . , : ' .
PLAY [, . 7 1 L. , ]
: o :
END ‘
(CTRL - C) 3 _—
/ 132
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L0GO MUSIC ACTIVITY 7 - S :
Beat. the Oven - \ I

Your greatest challenge puts together everything you have learned to
Beethoven's Fifth-Symphony. -

b Note‘h means natural. So Bb with# rieans plain B. Nhenever you see
B 'h you will assign the numbers 7-4-7, 19 or 31. .

Ties: o\_‘cj will be a whole note plus a half note for a duration of
160480 or 240! ‘ .

AT
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- . BEETHOVEN'S FIFTH SYMPHONY

1\ : :
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' . BEETHOVEN'S FIFTH SYMPHONY
! ‘ {Continued)




BEETHOVEN;S FIFTH SYMPHONY -
(Contiqued)




(Continued)
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DELETING AND INSERTING

5’=// " Grades: 4-5 -

- Performance Expeétations: Recbgpizes computer ihstructians

. ’ .2 Reads instructions, kéyboard, output
.1.3 Uses control keys/commands

1.1.1
1.1.2
1.1.3
1.1,5 Experiments as a user
1.1.6
1.4.2

1
'

Responds to error messages
Operates with words/symbols

Prerequisite(s): Familfarity with keyboard. . S
' . Knowledge of how to load a word processing program.
. Familiar with function keys: ’

a. cursor/arrow keys < ’
b. shift key : -
¢i control key

' Equipment: Microcomputer;yith at least one drive -

¢
<

. Materiai(s): Word processing program, initialized or %ormatteq disk

4 .

.7« Classroom Mahagement: 2-3 students per computer

<

N .
Time for Activity: One class period

Teacher Preparition: Be familiar with one elementary word processing
program. Post enlarged picture of keyboard on wall or bulletin board
nearby. Prepare paragraph for use in step 2 of -Hands-On section,

Pre-Comgyter:

1. Digcuss the difference between using a word processing
program and a typewriter. Be sure students understands that the
computer does not function as a word processor until the word
processing program is loaded, y ' o

-

2. Briefly describe the-functions of the peripherals to be used; e.g.,
the cassette tape recorder:and disk drive, .

3. éeview.“start up" and loading procedures,

« N .
183 . - -
"

fRc 141 -




4, Review menu options and/or modes.

Hands-On:
14 . . .
1. . Have students practice turning on the equipment and
Joading the word processing program several times until they feel
:comfortable with the procedures. , .

2. Have-a short paragraph ready for students type or have students
load/retrieve a paragraph with errors from the disk to practice:

a. The "strike-over" method for correcting
b. Deleting letter(s) or word(s)
c. Inserting letter(s) or word(s)

(NOTE: Please refer to your word processing program reference manuals for
loading ang shutting off procedures, and deleting and inserting
functions.) - T .




N . ' .
SCREEN DISPLAY, TAB PROCEDURES, AND CENTERING

Graded? - 4-6 - . -
. B ) ‘

.. Recognizes computér instructions

. Reads instructions, keyboard, output

. Uses control keys/commands

Experiments as a user

. Responds to -error messdages

. Operates with words/symbols

Perfbrmance Expectations:

I pid Yok fad fd ford
]
Nmfﬂ‘wmw

t
P

Prerequisite(s): Xnowledge of how:to load a word processing program.
‘ Familfarity with function keys:

a. -Cursor/Arrow keys o
. b, Shift key v

c. Delete keys

d,. Insert keys.

Equipment: Microcomputer with disk drive

- -

Materials: Word processing progranm, 1nitia}1zed or formatted disk

! -

Classroom Management: 2-3 students per computer -

s -

Time for Activity:. One class period

Teacher Preparation: Familiarity with wdrd processing progkam. Prepare a
“saniple paragraph for students to copy.- Prepare transparencies showing
Menu Screens such as "Screen Display" and Open Dotument Options”

e

. Pre-cbmputgr:

' . ,.,.’ v q'~
1. Review procedures in entering text or writing mode.
« 2. Explain screen displays pertinent to your particular word processi%g_

program (e.g., menu, status Tine, tab indents, margins). Use prepared
transparencies. - : : ‘

3. Discuss concept of scrolling and wrapping.“

t

+

135«
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Hands-~On:
1. Have students load word processing program and type in
prepared paragraph. Be sure students understand the concept of
wrapping by having students practice moving the cursér continuously to
the right so that they can see that when the cursor reaches the end of
a Tine, it automatically moves to the beginning of the line below and
continues. Moving the cursor to the Teft of the screen will reverse
- the process. ! - & .
2. To further practice insertlng and deleting, have students make any
correctxons necessary in their text, X
3. Have students insert a t1t1e Tine above the prepared paragraph and use’
the proper control keys to center the title.
4, Below their sample paragraph; haVe the students type ‘two columns with
three words in each column, using the tab procedure. -
Example: keyboard cursor, -
' - computer memory
monitor screen \
(NOTE: Please refer to reference manuals for tabbing proceduree.)’
. \\\ - ‘
N\
AN
\ ' ¢ .
- \ .
. 4 . -
\ /
~
v i ~
7
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Grades:= 4-6 L .. ws
——————a . [
i

Performance Expectations:
- - , wctions, keyboard, outpu
Uses contrgl ‘keys/commands
Experiments.as a user * . . :
Responds to ‘error messages: - _ BN
Rationalizes\tnformation processing T
Identifies applications : :
Values efficient information processing

»
»

- 5
N

I

-

CAY o) ==b ot s frd b b
*

AR PO = b ek b et
*

»

Prerequisites: -Know%pqge of how to load word processing proggam.

. Famildarity with function keys,. tabs, indents.
Ability to set and clear tabs. - .
- Ability to delete and insert. -

-

Equipment: Microcomputer with disk drive, printer o

3

Materials: Hofd processing program, initialized or foimatted disk, printing
- paper \ . e ‘

o

Classroom Management: 2-3 students per computer
/ - .

Time forVActivity: One class period - ' ' _ -

Teacher Preparation: Have printer ready. Prepare printed samples of text
showing-different margins to allow children to visualize effect of

changing margin ‘séttings. -

Hands-On: Given an assignment, the student(s) should learn to:

a. name their text )
b. set left and right margins and other formatting commands

c. .type and save text

-

" 1. Review the formatting commands for setting and clearing‘tabs.’

2, Introduce procedures for setting left and rightsmargins. Let students
see samples of piinted text showing different margin settings,
Ericourage students to use their mathematical skills and calculate how
many spaces are available both horizontally and vertically on the
paper they will be using. .See if students can determine their margin

settings before printing tex§é7 "




(NOTE:
on

Have children se1ect one of these ideas as an assignment:

a. Thank you Ietter ‘ B

b. Friendly letter I

¢. Creative story ° -
. d. -Sports story : Vo

Be éune that stu&ents give their text a file namé,

Introduce procedure for saving text. Have students follow procedure
and save their text. ' : . ; ' )

£

See reference manuals of your‘word process1ng pregram for 1nstructions
setting margins and saving/storing commands.)

- >
¢ . -




RETRIEVING, EDITING, AND PRINTING TEXT
; T )

L3 o L -~

Grades: 5-6

¥

Uses control keys/commands
Experiments as a user
Responds to error messages

Performance Expectations: % % g

1.1.6 - \
%.%.% Rationalizes information processing \

3.3.1 |
3.3.2

Identifies applications ) .
Values efficient information processing
" Understands pros/cons of -routine tasks

£s

Prerequisite: Ability to type and store text under a file name’

- {
Equipment: Microcomputer with disk drive, printer-

t

" Materials: Word processing program, initialized or formatted disk, printing
paper . .

Classroom Management: ¥2-3 students per computer SR .

—

Time for Activity: One-fourth of class period for instructions. ’The resf of
the period should be given to students to camplete and/or print their

text, |

‘
- 4 -

Teacher Preparation: Have piinter ready for printing’

Pre-Computer: Discuss kinds of printers available and the type_your school
is using. * L _ , .

Demonstrate:
X

a. How to use printer; commands. for stopping and restarting-
printing . - .

b. Procedures to gain access to printer

c. - Procedures to follow should breakdown occur

-

~
L

Hands~On:

1. Introduce procedﬁre for retrieving text from disks. Omce ,
text is retrieved, allow students time to edit, proofread, continue,

or complete text. .

B »
139

147



Froav o . T

2. Introduce procedure for printing text.‘ Have students fo }ow ‘ \
procedures and pr1nt text or print under adu]t superv1s jon. ~ -

//’ . : b I . ' t
‘ P & #

Follow-up: Students should be encouraged to keep an 1ndiv1du@1 folder .
With notes friom each session or lessoa, hand-outs, and pr1nted . A
copies ofﬂthe1r work B , ", . "

'I - “ - ’/( ' l , " g ‘ o ‘;)

(NOTE See your reference manua]s for retr1eving f11es and pr1nt1ng .,

commands.) > Ce , AW

} SRR ) N
)




MARGIN CHANGES: AND LINE SPACING , . * .

© -

- Grades: 5-6 ;‘ ri ’ ” ‘

.1.3 Uses control keys/commands
.1.5. Experiments as a user ™
.1.6. Responds to error messades . .

Performance Expectations: 1.1

1.1

1.1

3.2.1. Identifies applications .
" 3.3

3.3.

4,2

.3:1, Values. efficient information processing ) 4
2. Understands pro/cons of routine tasks Lo
.1, Describes how computers assist people i

Prerequisite: Knowledge of procedyres for setting right and 1eft margins ]
o? text C - N )

\

L4 * -

Eguipment: Microcomputer withldisﬁ drive, printer .
5

_Materials: Word process1ng program, 1n1t1a11zed or formatted disk,
pr1nt1ng paper 3
Ctassroom Management: 2-3 students per computer '
Time for Activity: Sne class period , : - T .~m-:f \\;;L‘
Teacher Preparation: Have printer ready for pr1nt1ng Have prepared N

sample(s) showing various margin settings for varied effect.

~ \'(“., : .
Pre-Computer: Discuss with' students the reasons for changing margins
within thewr text for particular effects. Students may wish to have

different margin settings within their-text; e.g., one set of marg1ns for
. a poem and another set of margins for the descr1pt1on of the poem.~

¢

Demonstrate commands for changing the. marg1n sett1ngs and other formatting '
commands. = . ] L

Hands-On: Have students retrieve-text from files. .

Review commands for changing margin settings and have students )
- chande the margins of paragraphs in their document. . .

-

-~

-
. L4

. »
.
- - " .

v <
4
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Ve

~
® k]

(2 ‘ 5;-— ) ] W - ’ o - ,
Have students use formatting commands such as page length, th>
-~ ntmber of printed 1ines per page, and double spacing.

Have students print their text so that they may see the effects of these
s “changes. . ) :

(MOTE: See reference manuals for formatting and pbinting cemmands . )




BLOCK MOVES AND OTHER FEATURES - -
Grade: 6 --

Uses .control keys/coumands

Performance Expectations: 3
: .g Experiments as a user -
I

Responds to- errgF¥ messages

Rationalizes information processing

1 Identifies applications -

1 Values eff1c1ent 1nformat10n processing .
.2 Understands proS/cons of ‘routine tasks

1 Describes how computers assist people

Prereguisites: Ability to type and store text. .
Ability to retrieve file from directory. S
- AbilHty to set left and right margins.

Equipment: Microcomputer with disk drive, printer

LN
-

Materials: Word processing program, initializéﬁ or formatted disk, printing
paper '

P .

Classroom Managgment: 1-2 students per computer

Time for Activity: One class period - _ - ' <:'

Teacher prepération: Have printer ready for printing

Pre-Computer:

1. Demonstrafé,alfernative procedures for inserting and deleting words . " E

and sentences H£§¥°”” word processing,program allow these.

2. Demonstrate procedures used in your word processing program for
transferr1ng blocks of text. .

3. Demonstrate procedures for saving changes or;revisioﬁs. , K

L.

Hand§-0n: '_ < '

1. Have students retrieve file from disk.

2. Have students practice inserting and deleting words and sentences in

several p]aces within their text.
. . 143 i \ . \




s

.3. Have students practice transferring one or two pé?agraphs or sentences
to different locations within their document.

4. Have students proofread their text and save changes onto their disks.

5.  Allow students to print out their text af;ér the changes and revisions
are made.

7
~

e
_ . S

(NOTE: See reference manuals fqr other block commands.)

<




IDEAS FOR WORD PROCESSING APPLICATIONS

Friendly Letters .

Letters tp Parents
Thank-you Letters

. .,{-
Creative Writing -

‘ﬁeport Nriting

Class Newsletter
School Newspaper
'PTA Flyers i ' ;-

~
L]

N .
W W N N B W N e
3 TN + * . 3

Open House Invitations

10. Research Papers . - ; .

il. Language Arts Assignmeqé?

e
L]
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INTRODUCTION. TO BASIC

Grades: 4-6 -

\ _
Performance Expectations: 1.1.1 Recognizes' computer instructions
. ] 1.1.3 Uses basic control keys/commands .
1.4.1 '

.1 Recognizes programming languages -

o~

~ Curriculum Areas: - Computer Literacy

Prerequisites: None

Materiais: PEOPLE/COMPUTER LANGUAGE #1° . 5
’ PEOPLE/COMPUTER LANGUAGE #2 h .
. PEOPLE/COMPUTER LANGUAGE #3 o, : 3
N ) , /
Classrodm Management: Pre-Computer - Total Class (
) Hands-0n -~ Small Group - )
Time for Activity: Pre-Computer - One Class Period
' _ Hands-On - One-half Class Period
Pre-Computer: Translation of People Cangdage to Computer Language. ]
. I o '
Provide children with background of the many Tanguages in the world and )

how people communicate in different languages (e.g., English, Hawaiian,

Japanese, sign). Ask children if they Know any foreign words/phrases

and the English translation for each. Explain that people can

‘communicate effectively if they speak in a language that the

listener/receiver can understand. In the same manner, pecpie must

"speak" (input “to the computer in a language that it understands. One

language that the computer understands is called BASIC. Therefore, to |
"talk" to the computer or for the computer to understand directions, we L
must translate "people language” to "computer language": Distribute '
Worksheet #1 to the students. Explain the translation of each item.

Emphasize that words/Tetters must be enclosed by quotation marks.

Point out to students that there are some words or symbols that are
common to both people and computer languages. For example, the plus

{(+) and minus (=) signs are understood in both languages. However, the
multiplication sign 2x) in people language must be translated to an ~
asterisk (*) in BASIC. Also, the division signs ($,7") must be typed in
through the keyboard as a slash (/). . ‘
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Hands~0n:

1‘

Copy column 1 of Worksheet #2 on the board, chart paper or overhead
transparency. Column 1 is a list of terms in "people Tanguage".
Discuss the translation to computer language (column 2) which is
also what is typed on the keyboard. Demonstrate on the computer
how to translate the first 2 - 4 items (input). Show the students
what is shown on the monitor (output) “Compiete the rest of the
items in eolumn 2 with total class participation. Have students
type this into the computer and: complete column 3.

Distribute worksheet #3. Students must translate "peopleﬁlanguége",
into computer language. .

a. Column 1 contains statements written in peop]e language.

b. 'In column 2, students must write the computer equivalent of
column 1. The student writes what should be typed on the
keyboard. To verify answers, the students may then go to the
computer and type in their written responses:

c. In column 3, the students write what is shown on the screen as
output

\1,58
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Worksheet 1 °

N "PEOPLE/COMPUTER LANGUAGE #1 o g

People Language Computer Languége

WRITE | o IO

WORBS,.LetterS

numbers -

column spaces ' : S T




- B' £

rd ‘ N
Worksheet 1
Answer. Sheet
o PEDPLE/CdMEUTER,LANGUAGE’#1
Peopie Languagé \g . \‘\ Computer Language-
; > -
— r.
+ - + ‘
X *
ot !
- -
WRITE " PRINT
WORDS, Letters - " "
nﬁmbers

numbers .

column spaces
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.- People Language '

PEOPLE/COMPUTER LANGUAGE #2

1
!

Coﬁbuter Language

Workstht 2

~

@cﬂN .

OO OEy
pee ocooedes U

- L L L
%_acc_ ceovo- |

o U [

o
O

What a person says

- What is typed through -

keyboard

_What is shown on the

monitor after entering

- information (pressing

return)

“Write the name of
your school .

Write your middie
name

Write your phone
number

Write your age =




. People Lénguage

- -

PEOPLE/COMPUTER LANGUAGE #2

-

Computer Languagé

. Norkgheet 2 -
Answef Sheet

oo Ik oo 2 e M o T |
0 oo ocos oo o]
ooonQ SHOH
ool °<x’

What a person says

What is typed through
keyboard

A

: Nﬁat is shown on the

"m0 itor after gntering

- ; 1pf tion (pressﬁng
¥ o “retdrn)
\\I K Qu' - * y
. L S
25 + 10 .aniswer: PRINT 25+ 10 | ~ - answer: 35
15 - 10 answer: PRINT 15 - 10 answer: 5
3 -~ = — L S
6 x4 answer: PRINT 6 * J answer: 24
,1§\§‘3 answer: PRINT 15/3 . ~answer: § .-
“ \ 4
N - 'Q " ‘
6 }30\\ answer: PRINT 30/6 v answer:’ 5
R L , . I - .
Write the name of answer: PRINT 0 ! answer:
your school (insert correct cﬁooT
name) ¢ | (.~ schooT narme
Write your middle answer: PRINT " - "1 answer:
name
- Write your phone answers PRINT ___ __ _ ) answer:
number
Write your age . answer:  PRINT _ answer: _ -
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/
/
!
i

|
|

0o

People Language

|
[
t

Computer Lanéuage

-

10 + 10

\

\

T 25 - 15

5 x5

10

.y
N

Write your name

Hello

Goodbye
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BASIC COMMANDS AND STATEMENTS .

Grades: 5-6

Récognizes computer inatructions

Performance Expectations: 1.1.1
o . . 1.1.3 Uses basic control keys/commands E
- 1.1,5 Experiments as a user e
1.2.3 Sequences process steps : xy
1.4.1 Recognizes programming languages - Lo

e ) »
Curriculum Areas: COmputesrgiteraQy' .« - '

. ’ .
Prerequisites: none . ’ : . . p
A .

Materials: Worksheet-#1 BASIC.COMMANDS AND STATEMENTS
i Worksheet #2 FLASH! :

Worksheet #3 FLASH AND INVERSE

Worksheet #4 FLASH AND BEEP )

‘e ) g\ . ] * ! - ' -
+ Classroom Management: Pre-Computer ~ Total Class = , ,
i Hands-0n. - Smalllﬁroups L ~—

- | B

Time for Activity: Pre-Computer - One Class Period
‘ "~ Hands-On - One-half Qlass Period
- 1 ’ - : .

Pre- Computer*

1. Dis uss and explain the.Worksheet #1. T
Exptain the-difference between commands and statements. _ .
Commands ‘are direct instructions to the computer. Statements are

indirect instructions to the computer, usually contained within a

program. )
2. Discuss and exp1a1n the requwrements for writing a simplie BASIC program.
(See. Norksheet #1.) + . & ) )

8
3. Disclss with the total class how to write a program that wou]d print
. the word "FIRE" i\ flashing letters and make it beep. (A samplé
sequence s shown on Worksheet #2.)

-

N~

Hands-On: Have the children work in small groups on worksheets 3 and 4.
ow them to experiment‘with the commands and to develop their own

_solutian.s £ ‘ ;
- -~ ‘ K ‘ 1 62“! | . | - . .
o , 156 ‘ .-
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- N .
{ s . . - . S
N , . . . »
A - . .

. U CHORKSHEET #1 .

—
\
N

" BASIC COMMANDS Am §TATEMENIS o

*

‘ COMMAND OR STATEMENT-- tel]s the computer to do somethdng

£
o4

NEW -  grases programs in the computer s memory -« , e
~ RUN < tells the computer to make the program "go" - T e L
. HOME - - clears screen {but not. memoi "
LIST - tells the computer to list the program on the screen |
GOTQ) - - goes to-the specified iine numbeyr . L
PRINT - .prints a value or what is typed between the quotat1on marks T
N PRINT - ° s ’ s . N . '?‘

CHR$(7)- teMs the computer to beep (on the Apple Ile}
INVERSE - prints dark-letters on bright.background . . T
FLASH -  tells*the computer. to make the letters blink . _ IR

NORMAL -+ tells the—computer to change the sCreen _back to normal,
*-REM - remark; reminder of what the program is all abouu ) /ﬁ
END - . end of. the program~ finished g - ) /i

REQUIREMENTS FOR WRITING A SIMPLE PROGRAM

1. Line Numbers (usually in increments of 10)
X 2.. Rem statement -
3. End statement ' -

(SampJe)
10 REM o
20 HOME s -
) 30 - ’ )
. ) w40 - /’I .

- 50 END ,
' - RUN S N




WORKSHEET #2

FLASH!

Write a program that will print the word "FIRE" 1n flashing letter and make
the computer beep, : .

Sample Prognam for -Apple Ile:

10
20
30

40
50

60
. 70

REM FLASH AND BEEP
HOME . ,
FLASH : ;
PRINT CHRS$ (7)

PRINT, "FIRE"

NORMAL

END . c
RUN-—— - O

Note: To stop the program on the Apple Ile, press CTRL- C. Check manual for
other microcomputers. -

.




L * WORKSHEET 3
,. :

FLASH AND INVERSE ' .

HANDS-ON AET}VITY

Write a program that will fiash your first name and print your last name in

inverse., .\
4
\ For the Teacher Only -
. \ . (possibie angwer)
) 10 REM AN Flash’and Inverse
20 _ \\\ - HOME |
30 - . >\ FLASH 2
40 - \ °  PRINT "First name"
50 ' . N INVERSE
, 60 - . PRINT "Last nane’ - -
70 . , ) :NQBMAL

80 - : END




FLASH. AND BEEP

HANDS~-ON ACTIVITY

screen and also make it flash and beep?

WORKSHEET 4

(-4

1. How would you make the world "HELP* appear three times across the

. For the Teaéher Only -

.(possible answer)

10 REM Flash-and beep
20 HOME . °
30 ~ FLASH
—— 40 - PRINT CHR$(7) ~ ~ — — = ¢
) 50 PRINT YHELP,HELP,
. ) -HELP" or
PRINT THELP", “HELP"
WHELP" '
B . 60 NORMAL
70 END

2. ‘What else can you do to make this program pifferent?




FLOWCHARTING 1 -
-Grade: 5-6

Performa. . s Expectation(s): ‘2.1.2 Creates program#from flowchart ] ' ;

Cirriculum Area(s): Computer Literacy,.Mathehatics , ' -

A

Prerequisite(s): Has had some experience with programm1ng and the logical
development of program steps.

!

Materialgs): Blackboard, student copies of Treasure, page 162, ruler,
penci

Classroom Management: Total class

>

) Time for Act1v1ty 0ne~ha1f class perzod

P

Teacher Preparation: Make copies of Treasure page 162.

ﬁrA:Computer° Give the folldwing information/instructions to the students:
l
1. Draw the following flowchart symbols around the steps 1eadmg to the

TREASURE page : » ) -
¢

(:::::::::::i::) . to mark the beginning and end.

to mark an action step.

to mark a step where information
is entered (INPUT) or results are
returned (OUTPUT)I

J

to mark a step that requires a
decision” to be made.

*



TREASURE
Y &7

3
(]

" T START
Get the treasure map.
'Follow the map te the haunted hills

Look for the rock marked with "X".

l

Trip over a huge, slimy iog.

|

Look up and discover a clearing shrewn
with rocks marked with X's,

!

hoose a rock

Is this the

’ g " rock under | '
No(—-—-—which 3 e ' Yes———-.’Get the
, . TREASURE ’ TREASURE:

is hidden?

THE END.




FLOKCHARTING }1

Grade: 5-6

A

Performance Expectation(s): 2.1.2 Creates program from flowchart

Curriculum Area(s): Computer, Mathematics

Prerequisite(s):] Knows §ome flowchart symbois and has had some experience
writing simpje programs in BASIC using 1ine numbers.

-

ﬁaterial{s}: Blackboard/paper, inifialized disk to run BASIC program.

Classroom Management: Total class

Time for Activity: One-half class period

. Teacher Preparétion:y Write_and run program on computer.

-

~ Translate P Flowchart Write
~equation . o program




Pre-computer: This activity involves translating an equation into a flowchart
and writing a simple program in BASIC. Give the following instructions to
the students: - . '

¢

1. A LET statement assigns a value (e.g., 4) to a variable (e.g., A).
is called a variable and 4 is the value assrgned to it. Complete
the flowchart and the program steps.

START-

Assign 4 to T LET A=4
variable A - -
" )
e LET B= _____ -
D ———
- P 1 i =
. PRINT‘ﬁhe E i:-"RINT A"+ 3B "+" 30 "="sA+B+C
equation
END

2. Write the program using line numbers.

3. Predict the outcome and RUN the program on the combuter.

4, Write a short program Wsing another number op/rat1on (subtraction,
mult1p11cat1on or division).

164
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FLOWCHARTS TO ALGORITHMS

Grade: 5-6 : .

Performance Expectation(s): 2.1;2 Creates program from flowchart

Curriculum Area(s): Computer Literacy, Mathematics

Prereauisitegs!: Some experience in BASIC programming using 1ine numbers,
and LET statements. . ' ) . .

Material(s): Blackhpard/paper

"Time for Activity: One-half class period -

Teacher Preparation: Provide additional problems fdr developing algorithms
<~ from flowcharts, I S Co

Pre-Computer: Walk through the following activify with'the\sfudents to
dévelop an algorithm (a step-by-step procedure from a_flowchart):

1. Translate the f}oﬁchari information into an algorithm:

" Franslate " Develop
floychart algorithm

165
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<

filssign 43 Explain what 1s'meant
to variable wHen a numnber (43) is
assigned to a variable.

- : A —

L " -
" Rssign 58 . . What is ‘the éecond“"*
to variable ) step?

|
' Print sum What kind of arithmetic
operation (addition,
“ subtraction,

multiplication, or
the problem which
involves a sum? How
can it be written so
that the computer

will solve it for you?

?

“

Use the information above to write' a short program using LET and PRINT

i::g?ments. How1woqu you usé the'variables so that the.output might

]

4

.

THE SUM OF 43 AND 58 IS 101,
or

43 + 58 = 101 i ' .

. 186

S 172
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ALGORITHMS TO. PROGRAMMING

¥

—

Grades: 5-6. ‘ -

Performance Expectations: 2.1.3 Deveiops.a]gorithﬁ for problem solving

Curriculum Areas: Compiuter Literé&y, Mathematics

Prerequisites: Some experience in BASIC programming using line numbars, PRINT
and LET statements . \ . .

-

.Materials: Blackboard/paper, initialized disk to test/RUN program
— - , : y

Classroom Management: Total class

T

Time for Activity: One-half glass périod N

\ \

Teacher Preparation: 'Additional word problems to translate into algorithms
and computer.programs - )

Pre-Computer: ‘This activity involves the translation of a given word problem
" into algorithm and the writing of a program to solve the problem. Use the

following questions with the students:

67 . .




2.

How many square feet are there

Get math
problem

! in a rug 12 feet by 12 faet?

-

. Give the numbers‘a
-pame and decide what

Translate
probleny
into
algorithm

arithmetic operation
(addition, subtraction,
multiplication, on
division) will sdlve the

problen.

4 -

!

N
~

; Translate l
- algorithm—into - ——
computer program i

~.

Use one LET statement and 3
_program liness T -

20 ' .

30

= !

Get solution
to problem

e

The sentence, “THE ARER OF THE
RUG IS 144 SGQUARE FEET."
should be displayed on the
:ﬁneen when the program is

: | .’
- .
P
N - L

Write an equation for solving the following problem and write a short

program in BASIC..
shoutd be displayed as the answer on the screen when tﬁe pr ogram is

RUN.

(Your answer should rep1ace the ___.)

The sentence, "THE TRAIN TRIP TOOK HOURS,"

Traveling at the rate of 49 miles per hour a 0z
train covered a distance of 294 miles, How —

many hours did the trip take?

J




3. Write a program in BASIC to solve the following problem. The sentence
that is displayed on the Screen should read: THE .DISCOUNTED PRICE IS

+ A shirt that regulariy sold for $25 was on
. sale for 1/5 (or.20%) off its original
price. What was the discounted price of
the shirt?

. 169

175




PRQGRAMMING WORD PROBLEMS I

' Gradé: 6 - - ‘f\

[4

Pe}formapce Expectations: 2.1.2 tﬁreatgs program from flowchart
- A e .

Curriculum Areas: Computer Literacy, Mathematics -
g . L i ‘.

L]

‘ . ‘ . C N 4
Prerequisitgs:, Some pré?ramming in. BASIC using_yET and PRINT statemerfts

#

Materials: /Biackboard/papé;

Classroom Management: Total class

.,

Time for Activity: 70n§-ha1f class period

]
Teacher. Preparation: None

Pre-Computer: This act1v1ty involves writing a program in BASIC using

‘Flowchart. information.




-

rd -
>

1. Write a prograﬁ for the following problem using LET and PRINT
statements to so]ve the problen' -

If a-person who earns $175 a week, saves
~ 15% of his sa]ary, how much can he ‘save
in bne year's time?

s

L4

Assign 175
to variable WW
(weekly wage)

(1

| I

Rssign_product
of WW % .15 to
variable WS

{weekly savings)

QSSiQn Proqﬁct of
WS x 52 to V8
(yearly savings)

J

o i ot et s e

]

B

Print how

much wasg
saved in

a year,




PROGRAMMING WORD PROBLEMS II

-

~

-

Grade: 6

e — .
© ¥

Performance Expectations: 2.1.2 Creates program from flowchart

Curriculum Areas: Computer Literacy, Mathematics |
l

Prerequisites: Some programming experience in BASIC Lsing“LET and PRINT
statements. ‘

Materials: Blackboard/paper

Classroom Management: Total class

Time for Activity: One-half class period

Teacher Preparation: None

Pre-Computer: Use the flowchart on the foliowing page to wa.k through the
foiiowing activity with the students. Have students write a program in

BASIC based on the information in the flowchart:

»

- S . ( ‘ .1'753 |

| ‘ 172




\

"BTART ) .
Variable Y (year) . -
is "initialized" .
at 3, its start
ing value

H
- —

: '
i Farmner Jones had
b 5 hens

~ ) ) o Ry \
- 'Qe planned to
.a__u_.pmipurchase S méii

| ’ - |
k : - T
‘ .
- - El

every year

'

until .
no he had a
- ] flock of 65

ves IF ¢65 THEN GOTO —___

d /
reached

% his goal in
yaars.

i = s s rar
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COMPARISON OF LANGUAGES .

Grades: 5-6

Performance Expectation{s): 1.4.1 Recognizes programming languages

-

-

Curriculum Area(s)f Computer Litefacy 5

Prerequisite(s): Experience with Logo and BASIC commands and programming.

Materialgszt Blackboard/paper, chart paper, initialized disk and
Logo disk. .

Classroom Manégement: Total class
) _ -

e

Time> for. Activity: One-half to one class period

¢

Teacher Preparation: Ideatify areas ¢f similarity and differences between
Logo and BASIC. :

/
Hands-On: Give the following instructions to the students:

1. Hrite two progfams (one in BASIC and the other in Logo) so that this
figure or a facsimile can be produced on the screen: '

-

.

] ' \\ e
) 2. RUN and test the programs. i

¥

3. Computer programs (a set of instructions given to the computer to
direct its operations) enable users to communicate with computers. In
what ways are BASIC and Logo similar? In whet ways are they’
different?— ‘

hY3

: ‘174
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_ PROBLEM SOLVING IN
BASIC LANGUAGE
. . S \
Grades: 5-6 - - i
| o
Recognjzes computer instructions
Reads instructions, keyboard, and output

" Performance Expectations:’ 1
' 2
.5 Experiﬁénts as a user
2
3
1

Operates with words/symbols
Sequences process steps -
Reeognizes-programming’}qnguages

-

*
*

Curriculum Area:. Computer Literacy

Prerequisite: Some experience with BASIC programming
Materials: Worksheets, pages 176 to 181.

Classroom Management: Whole class for Pre-Computer Activities; Pairs or
individuais for Hands-On Activities. :

Time %or Activity: One class peribd per activity.

Teacher Preparation: Review the appropriate BASIC commands before each
Tesson (GOTO, FOR-NEXT, READ-DATA)

Pre-Computer Activities: Complete the worksheets. Discuss if necessany.
Predict the outcome of each program in the space provided.

-

Computer Activities: Verify the answers (predicted outcomes) by running .
_programs on the computer. ' '

Fo]low~up/Enriéhmént:

1. Find similar problems to try at the computer.
2. Have students create problems For each other to solve.

Comments or Suggestion;:

175




\ f - GOTO, COMMAS AND SEMI;COLONS

GOTO means "Go to" another statement in the program. GOTO enables you to
"jump around" in a program. The computer can jump "up" or "down". Here
are examples. (See if you can predict the answer at your seat before using

the computer to find the output. )

1. wr1te your prediction on this sheet, fo]lowed by the answer which you
find on the computer. .

' ’ PREDICTED QUTCOME COMPUTER QUTPUT

10 PRINT "JUMP DOWN"
20  GOTO 60

30  PRINT "DOWN AGAIN"
40 PRINT "THE END"

50  GOTO 80
60  PRINT "JUMP .UP"
70 GOTO 30
80  END -

2. Guess what will be printed out.

© 10  GOTO 100.
.20 PRINT "IS" ’
"30  GOTO '80
40 PRINT "ALOHA STATE"
50, GOTO 110
« 60 PRINT "HAWAII"
70  GOTO 20
80  PRINT "THE"
90  GOTO 40
160 GOTO 60
110 END '

3. Here's a neat one!

10 PRINT "ALOHA"

20  GOTO 50
30. RINT "HELLO" 5
40  GOTO 70
50  PRINT "HOWZIT®
60  GOTO 30
70  PRINT "SAYONARA"
80 END
182 o

176

T e




4

4. Here are three similar-looking programs, A, B, and C. Predict what the
outcorie will be and jot the answer down before you try these on the
¢ computer, i

3

" PREDICTED OUTCOME “COMPUTEk QUTPUT

A. 10 PRINT "ALOHA® ; : ,
20 - G0TO 10 N i
30 END

B. 10 PRINT "ALOHA"; = . S : o,
20 GOTO 10 <. . -
.30 END S
C. 10 PRINT "ALOHA", ‘ C .
20 GOTO 10 ‘ , -
30 END . : - S

-

SUMMARY O{EZV,AAJ B, AND C. FILL IN THE APPROPRIATE BLOCKS

Item What hqppens on the screen

A) No punctuation Prjnté "ALOHA" in one column

B) Semi-colon

C) Comma

5. Try writing a program which will fill the screen with yoﬁr name,
) ;




LOOPING ARQUND
(For-Next Loops)

K]

FOR and NEXT statements tell exactly how manj loops to make. Each time you
see a FOR, there should be a NEXT in the program.

Make a prediciion as to what the output of each program will be before you
try it on the computer. :

1. Prograv A : PROGRAM OUTCOME ~ COMPUTER QUTPUT

10 PRINT "LOOP"

20 For J=1 to 3

30 PRINT “AROUND"

40 PRINT "AND AROUND"
50 NEXT 4

‘ 4 . .
2. Program B: Tpe output. Write a program that gives you this output:

SWING
up B ) , -
AND DOUN ’
up
AND DOWN -
- \\‘\ .
Change your program B ty produce these results: ‘
: N ,
SWING ' N
UP AND DOWN . \
_ UP AND DOWN \

(93

\ ’

\
3

. . \
4, For-Next loops are helpful in con@rol]ing the number of times something
‘ is repeated. Here is an example.\\ .

CONTROL.  INITIALN  ENDING

MARIABLE  VALUE ~ \ VALUE INCREMENT
10 - FOR J. =1 to \10 Step 2
20 PRINT 4 : ‘
30 NEXT d ] RN \
40 END : N\
. C N\ "
This will be the output: - N
. \
3 Lo
-5
7 L4
9
184

178 -




o~

5. Let's practice determining the values of K in each of the FOR

statements: .
A ‘ CONTROL
STATEMENT VARIABLES VALUES OF K
FOR K = 4 to 9 | K : 4, 5, 6,7, 8,9
FOR K = 1 to 25 STEP 5 K 3 1, 5, 10, 15, 20, 25
FORK=5toQSTEF -1} kK 5, 4,3, 2,1, 0
FOR K= -2 to 2. K A =2, -1, 0,1, 2 '
FIR K = -3 to 3 . " : -~
FOR K = 0 to 20 STEP 2} - (
6. In the fbllowing table, fil11 in the appropriaté“missing blanks. .
, CONTROL -~ - -
STATEMENT | VARIABLES VALUES OF THE VARIABLES
FORM=1t04 M - {
X 2,4, 6, 8; 10, 12, 14, 18
T 100, 90, 80, 70, 60, 50
FOR A = 50 to 0 STEP -5} A o
- L. 30, 40, 50, 60, 70, 80
, B -6, -5, -4, -3, -2, -1
FOR P = 30 to 40 STEP'2 ' '
FORR = -3 to 3 )
4,3,2,1,0 -
7. Write,a program which will have this.output:
10 ' ,
9
8
: @
5

8. Write a program which will have this output:
0 12 3 4 5

9, Write a program which will have this output:
10 20 30 40 50

\

179
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READ/DATA STATEMENTS.

To store information you may use a DATA statement. In a program you must L.
have a READ statement to go with,the DATA statement. The DATA statement -
can be at the beginning, middle or end of the program.

Predict the outcomes of each program and write them in the space prov1ded
Then try the program on the computer and write the output in the
appropriate space to the r1ght. ’

. PREDICTED QUTCOME  COMPUTER OUTPUT L

L+
1. Program A -

10 READ N :
20 IF N =5 THEN END
30 PRINT N

40 GOTO 10

50 DATA O, 2, 4, 5
60 END

Note: The computer reads*
0, 2, 4, and 5 but ends -

before 1t prints 5. 5 is

called the "dummy" data.

2, Program B ) i - ‘ 3

Thic program reads two
pieces of information
- (A and B) at one time..

10 READ A,B
20 IF A=10 THEN END
30 LET C=A+B . .
40 PRINT. C - o
50 GOTO 10 -
60 PRINT B
70" GOTO 10
80 DATA 9, 20, 8, 14, 9,
3, 10, 10
90 END

3. Program C

This program reads a pair
of numbers, and prints out
an eguation showing their
sum. It repeats the process
three times. Figure

out the answers. ‘ -

10 DATA 9, 8, 10, 7, 11, 6

20 FOR X = 1 to 3 186
30 READ A, B -

40 PRINT A' "+ By "="3 A4B 180
50 NEXT X




* PREDICTED OUTCOME  COMPUTER QUTPUT
4. Program D - ' ‘

This program reads three
nunbers at one time and
prints their sum,” How
many sum$ are printed?

10 FORX=1to 4 . ‘ : L
20 READ A, B, C . ~
30 PRINTA+.B +C g )

- 40 NEXT X ‘ . .
50 DATA 5, 4, 3 : A : _ A
60 DATA 10, 9, 8 , - \ ;

70 DATA 100, 200, 300 ‘

5. Write a program whose outcome

is:
1+42+3=6 '
‘f’
> /
N é .
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EXPLORATORY COMPUTER LITERACY SOFTWARE LIST

4

Title

Grade(s) Hardware

Use

Cost Pablishgr

Arithmetic Skills
Astheometry Vol. 1
Bank Street Writer, Speller

‘Bumble Games

Classification
Cut & Paste

Delta Drawing

EZ Lodo

Early Games Music
Easy Graph

"Elem. Vol. 1 Math

Elem.- Vol. 4 Math/Sci.

Elem. Vol 2, 3, 6 Social St.

Experiencing Procedures
Facemaker

Flight Simulator
Friendly Filer
Gertrude's Puzzles
Gertrude's Secrets

" Homeword
- Juggles' Rainbow

Kidwriter:

King's Rule

Know Your Apple
KoalaPad Touch Tablet

" Logo Programs

Logo Programs
Loops
MasterType
Memory:
Microzine
Modeling
Moptown Hotel

- Moptown Parade

Newberry Winner Series

1st Step in Prob Solv

~

et D P pued 43 OO

APP
APP
APP,
APP
APP,
APP
APP,
APP
APP,
APP
APP
APP
APP
APP,
APP,
JIBM
APP
APP
APP
APP
APP,
APP,
APP,
APP
APP,
K-12 IBM
K-12 APP
6-9 APP,
" APP,
K-6 APP,
4-8 APP
4-9 "APP,
4-12 APP
K-5 APP
3-7 APP

nre

AR AR
IR
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]
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Al

IBM
IBM
IBM
IBM

IBM
IBM

IBM
IBM, C64
C64, TRS

I8M
IBM
IBM
IBM

IBM.

Drill & Practice
Graphics

Word Processing
Problem Solv. Game -
Problem Solving

Word Processing -

Pre-Programming,Graphics .

Pre-Programming
Tutorial, Practice
Graphing “3

Drill, Games:

Drill, Simulations
Simulations ’
Pre-Programming
Pre-Programming, Games™
Simulation

Data Base

Problem Solving, Game
Problem Solving, Game
Word Processing
Learning Game

Word Processing
Problem Solving
Keyboard Familiarity
Graphics _
Programming
Programming

BASIC Programming
Keyboarding

Problem Solving

Disk Magazine

Problem Solving
Problem Solving
Logic Games-

-Rdg Ext, Drill, Games

P,
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$80-$150
$ 36.00
$ 39.95
$210.00
$149.00
$ 36,00
$ 39.95
$ 39.95
$25-$250

IO O
(=N &) ¥ o)
[

EWS .
MEC
SCH
TLC
MEC
ELA
SSC
MEC
CSI
GRO
MEC
MEC
MEC
MEC
SSC
MCP
GRO
“TLC
TLC
soL
TLC
SSC -
MEC
MSE
KOA
1BM
APP
MEC
K12
SUN
SCH
MEC
TLC
TLC
SUN

190




'y Title Grade(s) iHardﬁare - Use ‘ ~ - Cost/ Publisher -

. - f H //
v . ! ‘ ’ / L
-Oh, Deer! ~ 5-9 APP Simulation $ 44.00 MEC
PCcrayon 7-12 . IBM Graphics - -$.45.00 PCS
PFS:FILE . - 7-12 APP, IBM, TRS  Data Manager : $140.00  SPC
: ~  PFS:GRAPH 7-12 .  APP, IBM, TRS  Graph Generator _ . $125,00 SPC
' PFS:REPORT 7-12 APP, “IBM, TRS - Report Generator $125.00 SPC
- Problem Solving in Math 3-6 APP Problem Solving $215.,00 BER :
ProbTem Solving Strategies 49 APP Problem Solving , $-48.00 TLC
Processing Words ' 6-9 APP, “IBM _Word Processing $36.00  MEC
d Questtion 3-12 IBM L _Game Shell . $45.00 . © ASC ¢
‘ Robot! Probe 3-12 TRS -\ "Problem Solving $49.00  SUN
o .. Rocky's Boots . 3-12 APP Logic . $49.95 TLC :
joo Snooper Troops Series 4-12 APP, IBM Game - T $44,95 SS¢ - * .
J Sticky Bear ABC K-1 .APP, IBM ~  Letter Recognition $ 39.95  XER '
Story Machine K~-4 APP, IBM Keyboard Familiarity $ 34.95  SSC
— Story Tree- 4-12 APP, IBM Language Arts - $ 59.95  SCH
R * Survival Math 6-12 APP, IBM, TRS Simulation $ 49.00 SUN ~
) Superscripsit 4-12 TRS -Word Processing - $199.00 RAD
Teasers by Tobbs 4-12 APP, IBM . Problem Solving, Games . . $ 49.00 SUN
.~ The Factory . bo.3-12 APP Problem Solving $ 49.000  SUN
The Friendly Computer v K=3 App Keyboard Familiarity $ 48.00 MEC
The Glass Computer 6-9 APP, IBM BASIC Programming . $ 36.00 MEC
- The Incredible Laboratery 3-12 APP Problem Solving $ 49.00 SUN
; . The Pond \3-12 APP, IBM Problem Solving ' $49.00  SUN
The Print Shop | ~12 ~ ~ APP ' Graphics $49.95 BRO
Thinking Skills 247 - TRS Problem Solving $ 49,00 .SUN
WordProof 4-12 -IBM Word Processing - $60.00 IBM
Word Spinner I 1-6 APP, IBM, C64 Word Came. : $ 34.95 ° TLC
i bt ~
/ 182




CODE

* APP
ASC
BER
BRO
cSI
ELA
EWS
GRO

, IBM
LOA
K12

PUBLISHER.

APPLE COMPANY
ALPHA  PORATION

" BERTAMAX (EISI)

BRODERBgND SOFTWARE
COUNTER
ELECTRONIC: ARTS

EDU-WARE SERVICES, INC. '

GROLIER ELEC. PUBL.
IBM CORP,

OINT SOFTWARE

. PUBLISHER CODES -

KOALA TECHNOLOGY CORP.

K-12 MICROMEDIA

MCP YMICROSOFT CONSUMER PROD.

MEC
MSE
PCS
RAD
SCH
SOL
. SPC’
SSC
SUN
TLC
XER

M

MECC .

MUSE -SOFTWARE

PC -SOFTWARE
RADIO SHACK
SCHOLASTIC, INC.

SIERRA-ON-LINE, INC.

SOFTWARE PUBLISH. CORP.

SPINNAKER SOFTWARE

SUNBURST COMMgNICATIONS :
OMPANY
XEROX EDUCATION PUBL. f;>

THE LEARNING

—
.

ADBRESS

-

”
-

10260 BANDLEY DR.

-«

12 NEW ENGLAND EXEC PK

3647 STONEWAY NORTH
1938 FOURTH STREET

2755 CAMPUS DR.

. 4005 W. 65TH ST. #218

22035 BURBANK BLV. 223

95 MADISON ‘AVE.- #407

P.0. BOX 1328

3100 PATRICK HENRY DR.

172 BROADWAY

10700 NORTHRUP WAY
2520 BROADWAY DR.
347 NO. CHARLES ST.
4155 CLEVELAND AVE.

1400 ONE TANDY CENTER

904. SYLVAN AVE. .

SIERRA ON-LINE BLDG.

1901 LANDINGS DR.
215 ‘FIRST STREET

39 WASHINGTON AVE.

437G APLINE RD.
245 LONG HILL RD.

%

CITY,STATE

-

CUPERTINO, CA

BURLINGTON, MA

SEATTLE, WA
SAN RAFAEL, CA
EDINA, MN
SAN MATEO, CA
WOODLAND HILLS, CA
NEW YORK, NY

BOCA RATON, FL
SANTA GLARA, CA *
WOODCLIFF LAKE, N
BELLEVUE, WA

ST. PAUL, MN
BALTIMORE, ,MD

SAN DIEGO, CA

FORT WORTH, TX

ENGLEWOOD CLFS, NJ
COARSEGOLD, CA
MOUNTAIN VIEW, CA
CAMBRIDGE, MA
PLEASANTVILLE, NJ
PORTOLA VALLEY, CA
MICDLETOWN, CT

7IP

95014
07803
98103
94901,
55435 -
94403;.
91368 -
10016

33432

95052
07675 .
98004
55113
21201
92103
76102
07632
93614 -
94943

. 02142

14850
94025
06457

~




* RECOMMENDED: PERIODICALS
\ X

Educat1ona}’?erlod1cals

ACM SIGCUE Bulletins Associatlon for Comput1ng Machineny, P. 0. Box 12015,
Church Street Station, NY 10249 ?

AEDS Journal and AEDS Monitor; Association for Educatxona] Data Systems; 1201
- Sixteenth st., NN Washington, DC 20036

C1assroom Computer Learning, Classroom Computer News 5615 West Carmel Road,
Cicero, IL 60650 _ -

Educatzonal Technolqu, 140 Sy]van avenue, Engelwood Ciiffs, NJ 07632

Electronlc Learning; Scholastic, Inc., 901 Sylvan Avenue, Englewood Cliffs,
NJ 07632

' Microcomputers in Educat1on, QUEUE, 5 ‘Chapel Hill Drive, Fairfield, .CT 06432

Recreational Comg_ting, P.0. Box E 1263 E1 Camino Real, Menlo Park, CA

94025
The Computing,Teacher, Internati nal Counci] for. Computers in Education,
. gezggtment Computer and Infor jon Science, Unlverszty of Oregon, Eugene, OR

«

—

" Teaching and Computers;, P.0. Box 644, -Lyndhurst, NJ 07071~

"Perlodlcals 3 S
A+ (App]e), Ziff Dhvis Pub]xsh1ng, One Park Avenue, New- York, NY 10016
BYTE; 70 Main Street, Peterborough NH 03458 > : _ 7
ﬁkutn'~ Small systems Servaces, Inc., Greensboro, NC 27403 '

Creati@e Computing, Elizabeth Styles ed., P.0. Box 789-M, Morristown, NJ
_07960 ) / P

- *

‘BQechro; 80 Pine Street, Peterborough, NH 03458,
Family Computing; Scholastic, inc., 730 Broadway, New York, NY 10003

InfoWorld; SBC'tytton Avenue,.Palo Alto, CA 194301 '

Nibble (Apple); P.0. Box 325, Lincoln, WA 01773 -

PC World (1BM); Subscription Department P.0. Box 6700, Bergenfield NJ 07621
Personal Computing; P.0, Box 1408, Riverton, NJ- 08077

0 v o ! -
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<

.

Pqpalar Comput1ng, Byte Publicat1ons, Inc., P 0. Box 307 Fart1nsv111e, NS

Soft51de, P 0., Box 68, Milford, NH 03055 e

08836 . 2

Softtalk (for IBM, App]e), 7250 Laurel Canyon Blvd., North Hollywood CA
16

L r

urce WOrld SSource Te:ecomput1ng Corporation, 1516 Andersan Road McLean VA
22102




COMPUTER BOOKS FOR STUDENTS o MR

N . - . o

v, " } s v -

Computer Basics. Hal Helliman. Prgntice«ﬁall., 1983,

Comghtef Linda O‘Brien Watts 1978. ;

1981
Computers for Kids, Atar1 Editwon 'gally tarsen. Creative Computing Pres§.

-

Com uters for des, TRS-8O Edition Sally Larsen. hreative'Computing Press.
1980, .

Comguters for K1ds, Vic-20 Edition. Sa?iy Larsen. Creative Computing Press.
. 198 . ] )

'%gmputers in Our Noer,‘deay and Tomorrow. Sandy & Martin Hintz. Watts.
-1983. - .

Creative Kid's Gyide to Home Computers. Fred D'Ignazio. Doubleday. 1981.

* "Data Processing. . Melvin Berger. Watts. 1983.
) 7 .- L
Electronic Games.: Fred D'Ignazio. Natts 1982,

L4

I11ustrated Computer Science Dictionarz for Young People. DoMald D. Spencer.
ameiqt. . - - ) .

L)

~ Invent Your Own Computer Games, Fred D‘Ignézig. Watts. 1983.. ' .

Kids and the. Apple. Datamost. ~Restor{. 1982. .
Kids and the Atari. Prent1ce-Hall 1983, ' -

Kid; and the Vic. Prent1ce~Ha11. 1983,

Medsner's Introduction to_the Computer. Fred D'Ignazio. Messrer. 1983,

Programming in BASIC. Chrisfopher Lampton. Watts. 1983.

Programming the IBM Persona] Computer BASIC. Neill Graham. Holt. 1983.

rogramming the IBM Personal 'omputer Fortran 77. Robert A. Rouse. Holt.

‘ J
Progﬁamﬁing the IBM Personal Computer: ULSD Pgscal., Seymour Polilack, Holt.

'Robotics: Past, Present, and FUture. David C. Knight. Morrbw. 1983.
e SN —

-
. I
‘ %

1'9%

. ' .« %
« %
- x Y .’
’ . &

Computers for Kids, Apple II plus. Sally Larsen. Creative Computing Press. .




For

A\

\ : : < .
- Schplaspic Computing. Jack L. Roberts, Scholastic Inc. 1984.

Small COMputers: ExploringﬁTheir Thechno]ogy ggd Future. Fred D'Ignazio.

‘Hatts. 1981,

Star wavsgg & A About'Conputers. Fred D'Ignazio. Random House; 1983.

’

Using the Compufer. Neil Ardiey. °Watts. 1983. ]

working Robots. 'Fred D'Ignazio. E]sev1ér/Nelson. 1982,

Your Career in Computer-Related 0ccupat10ns. Witliam Ko]]er.

Your IBM Personal Computer- Use, Applwcatwons, and BASIC Davwd E. Cortesi.
Holt. 1983. . ) ’ . .




R TEAGHER REFERENCES'

Professional Reading - ) \‘

| . . —
Computer Consciousness: Surviving the Automated 80's, Domini H. Covvey.
Addison-Wesley.’ 1980. .

Computer Literacy: Issues and Directions for 1985. Robert SeideT, Ronald

Anderson; and Beverly Hunter. Academic Press. 1982, P
+ Computers in the Classroom. Hehry S. Kepner, Jr., ed. Goodson. -
Add?sonAWESley. 1982, ~ ’ N,
gomputers, Teaching and Learn1ng, Jerry t. Willis-et al. i1 thim Press,
983. - . . . .
Computers Today.- Donald Hs- Sanders. McGraw-Hill. 1983, + . .
gourseware in the Classroom. Ann Lathrop and Bobby Goodson. ‘Addison Wesley.
- 983; R ‘ /' B hd
Microcomputers: A Parent's Guide. Kenneth P. Goldberg and Robert D.
Sherwood. John Wiley & Sons, Iﬁc. 1983, - | /

Mindstorms: Children, Computers and Powerful Ideas. Seymour Papert. Basic
Books. 1980.° . .

My Students Use Computers. Beverly Hunter. Reston. 1983.

¥
-
L

. ¢ A ] -~
Practical Guide to Computers in Ediucation. Peter Coburn et'a]. Addison-
HbsIey. 1982, L , ] . . -

Schoo] Administrator's Introduction to Instructiona] Use of Computers. David
Moursund. International Council, for Computers An Education. 1980.

Teacher's Guide ‘to Computers. in the Elementary’ School. Dav;a‘Mouréund.
. TInternational Eounc*l for Computers in Eaﬁcatgon. 1980. - \

The Mind Tool: Computers and the1r Impact on Snciety, 2nd, ed1t13n. . Neill

q Graham. West Publishing Company. 1980. Y
_ Using A Microcomputer inethe Classroom. Gary G. Bitter andJRuth A. Camuse.
- .Reston. 1984, V4 )
S N\
" Programming Languages . ( \ Ea

' ' e/ : T
BASIC Discoveries. “Linda Malone and Merry Johnson. Creative Publications.

1981. . Lo . ,

L N

_ERIC . o | 1?\98/.

7 " -




{

-

Computer, Literacy: A Hands-On Approach. Arthur Luehrmann and Herbert
Peckham., McGraw-Hill, 1933. - . ’

Kids and the (Apple, IBM, or Commodore). Edward H. Carlson. Datamost. 1982.

Léarning-with Logo. Dave Watt. —B%TE/McGraw-Hiil. 1982.

Logo Cards: Activities for ngo; Scott Foresman & Company: 1983, ;

.\ L £
Logo ‘Discoveries. Margaret L. Moore. Creative Publicatious. 1984,

»

_Logo Reference Flip Chari.% Scott Foresman & Coﬁpany.‘ 1983; 5

A

i Spot1ight on,Compﬁteﬁljtgracyl Ellen chhméﬁ. Random House. 1982.

Teaching BASIC Bit by Bit. Batya Frieaman‘and Twila SJesnickg' MCEP, Lawrence
HalT of Science, University of Califernia, Berkley, -CA. 1980.

'~ -

The Turtle's Sourcebook. Donna Bearden et al. Restofl. 1983. .
] AR 6'/ A
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RESOURCES ON quPUTER EDUCATION AVAILABLE AT THE TECHNICAL ASSIS?ANCE CENTER

LY

2

© Filmstrips
e \ f ) ) ’ ' -
001.64\\:\.k APPLE COMPUTER-BASIC g A PO
A ~Prentice Hall, 1984 Co. < . . oo
* 4°fs, 4 tassettes, guide;, Grades 7-12 ) )
. Designed' to fam111ar1ze\prospect1ge ‘users of the Abple par-
t - sonal computer with the' Apple keyboard and other essential
: hardware, to istroduce them to writing simple programs in t
Basic, and.to demonstrate the use of dxskettes and cassette
tapes as storage ‘media.. , )

_ 658.054 ‘CAREERS IN COMPUTER SCIENCE AND SERV CE . .
c Center.for Humanities, 1982 . v T =
4 fs, 4 assettes, gu1de, Grades 7- 12 ‘
Identifigs the main categories of computer-related caveers and
describes specific jobs and opportunities for advanéement in

- o,

: o " each ared. . . ‘ A .
001.54 © COMPUTER | AWARENESS , ‘ .
c SVE, 1981 | . ’
. - & fs, 4 cassettes, guide; Grades 4-6 . y
: Expla1ns the design and use of computers. Clear, simple: ’
information acquaints the novice with- computers and how they v
e X work . . ‘-
o o SRS <1 :
001.64 .. COMPUTER BASICS . L
C Adrian Vance, 1981 2
n - 6 fs, 6 cassettes, gu1de, Grades 7-12 L S
—— Designed to be useéd by anyone new to computers and computing. - :

The program presents clear, easy-to-understand 1nformation
about computers. i ‘

06119 ) ‘COMPUTER LITERACY:, THE FIRST STEP . -, 1
c + Educaticnal Dimensions, -1981 - °
— . 4 fs, 4 cassettes, guide; Grades 6-12. °

Student are 1ntroduced to basic computer concepts and are
exposed to the wide variety of computers and computer ski11s

that are part of the computer revolutiof. X i K ,
001.542 COMPUTER-PROGRAMMING' INTRODUCTION TO PROGRAMMING
c - ‘Prentice Hall, 1982

5fs, 5 cassettes, guide; Grades 9-12
The basic ideas, the logical reason1ng, and the major .
* programming techniques invoived in the process of writing a - N
¥ « program are -examined in detail, but without recourse to any -
- particular programning language Thus the groundwork is laid

u
for sbccessful program wr1t1ng in any of several languages




. ‘Ff1mstrig - Continued g g =
B e . . ..
. 001.64 - COMPUTER HARDWARE: WHAT IT IS AND HON IT NORKS . .
C . 2 Center for Humanities, 1982 ,
N 4 fs, 4 cassettes, guide; Grades -7-12 :
s Ident1.1es the phys1ca1 components -of .2 compyter system and’

{

describes the functions of each. Explains how computer hard- .;

,

ware is des1gned to receive information, process it;. and
transmit the results. s e

001.642 5 COMPUTER SOFTWARE: WHAT IT IS AND HOW IT WORKS oo
C . Center, Humanities, 1982 - . \
4 fs, &%cassettes, gu1de, Grades 7=12 ,

-

001.64 ) COMPUTERS IN OUR’SOCIETY v

.- This program examines the different 1eve1s of computer
language and differentiates three types of software. It also
describes, with exampies in*Basic, the function ‘of" grogram
}nstruct1ons in un]eash1ng the power of-a computer.

¥
v . ’

C —. Encyc1opaed1a Britannica, 1982 ’

3 ettes, guide; Grades 7-12 :

es students to the wide variety of compaters and shows
. exafiples of the roles of compdters Jin our society. Emphasis
, 't oughbut"the series is on 1mpact effect, influente, gnd
. , relevance 'of the limitless number of ways "that computers touch
ur da11y 11vesy ’/’ - f . N

001 5 MPUTERS:. HHAT‘THEY ARE ALL ABOUT

c/ ) \ganuary Productions, 1983~ ’

’ fs, 5 cassettes guide; Grades 6 12 df ‘
This series acqua1nts students®with the operation and use of
computers, gives them an understand1ng of computer termanploqy
and introduces sk111s Teading tp computer literacyl Emphasis

A is glaced upon the m1crocomputer and the Bdsic 1anguageq
001:64 ,GETTING TO KNOW THE MICROS- ( . . . .
‘ * Prentice Hall, 1983 . -

?01.631 * INTRODUCTION TO DATA PROCESSING, -~ ' N )

. ' 5fs, 5 cassettes, guide; Grades 7-12 - ‘ ' L
Introduces the f1ve major computers and 111ustrates the
varlous bus1ness educational, and fhome app11cat1ons for each.

Educational AV, 1981
4 fs, 4§ cassettes guide; Grades 6-9 -
Prov1des a s1mp1e, clear introduction to computErs what they

can-do_and how they do it. oL
001,64 . TRS-80 BASIC - e , %
LT Prentice #all, 1984 . ~ . ¢ . . .

-4 fs, 4 cassettes, guide; Grades 7- 12 :

Introduces students to the TRS-80's keybovard and to-writing

simple programs in Basit. Demonstrates the use of d1skettes
> and cassette’tapes’ as. storage med1a.

- N~
. <
. >
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e
. ; . .
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. .

- e . RV,

Ry

-




16mm Films . ) o o
S \

. e 7705 "; v AND WHAT OF‘THE FUTURE? .
' Films Incorporated“—}98r& .
. 40 min.; J-H . )
Will .the -recent developme

~in electronic microcircuitry
result in a better or wgfse life for the average person? Wil
. people Yose jobs once #hdught secure? - Will the technology be
) \ used to replace peopie on monotonous or dangerous jobs? Visits
’ to.the Washington D.C. Metro {subway), a Da11as supermarket, .
» and. a Scottish hosp1ta1 illustrate the benef1ts and prob]emsu
n ‘ R o
. 7124 - THE COMPUTER\AND YOU - AN INIRODUCTION ’
AU ‘ .. ¢ Handgl Film C porat1on, 1983

have no prior kn ge in th1s field. The computer terms .
“Come to life by watching a student developing a program. about

L .16 m1n,, E-d
. . A primer for comp eg operations designed for aud1ences who
Ny ‘\ _ o
A the states ih the USA and the provinces of Canada. T ) t

. 67Q2 © COMPUTER COLOR GENERATIONS - . Lo
' United States Department of Energy, 1972 ) | S
_ ' 29 min.; J-H C e . w7
. . Discusses new techniques in computer technology whfth vir- .
tually eliminate the ex®ra cost of color in computer displays.
Includes research on thermonuclear problems, lasers, engi~ ) St
o neering and. three d1mens1ona1 problems. .
6703 COMPUTER FLUID DYNAMICS : ~ - .
United States. Department of Energy, 1959 e : NS
4 min.; J~H.C o
7 ' Demonstrates the power of today s giant electronic computers -
for solving problems that previously were impractical to . .
undertake. Presents a wide range of Jluid flow problems, ' TS
‘shows several examples of fluid flow caTcu]at1ons, and descri- '
bes how computer ca];u]at1ons a(e\accomp11shed’ s

© ',

7682 COMPUTERS AND- THE FUTU . -
* Time-Life Media, 1982& . N
30 min.; J-H < - '
° Combining. documentary techn1ques with v1gnettes, the f11m L
. . explores our grow1ng relationship with communicattons tech- A
" nologies such as interactive computers, cable television and
video discs. The program explores the effect of this new .
media form on the way.we live,. work and play. Futurologist
Peter Schwartz is host. . w3
6318 COMPUTERS AND YOU ° Q;\ _
* Journal Films, Incorporated 1972 :
15 min.; E-J

Introduces cowputers--what they are, their operational func-
tions, and what they can do. Shows general purpose computers.
and special purpose computers. Examines the advantages of
computerc and points out how'they can best serve various
needs. 2 .

197 ‘ o

~ 202

+




16mm Films -~ .Continued
- « - ‘i

- 7798 _COMPUTERS: - THE FRIENDLY INVASION -
« Walt Disney Educational Media Company, 1982
- 2) min.; EsH o
o " Computer graphics and scenes from the Disney feature “Tron"
L . illustrate some computer applications in an entertaining film
- . that iatroduces students to a future resource. They are
introduced to how computers work, the many tasks they can per-

form, and the-opportunities they offer in science andgthe arts.

.

7668 - COMPUTERS: * "TOOLS FOR PEOPLE S
) . Churchill Films, 1983 - . S
N . * .22 min.y E-H T ' ' . .
T Shows ‘how computers are used in many ways: for file manage- - ¥

ment; control of other machines; support of creative work; and
- for mathematical tasks including modeling. Demonstrates how
applications are developed through research, flowcharting,

! - programming and debugging. Emphasizes the human respon-
sibility for computer performance and the E&xcitement of people A
creating their own too?s.\ y ]
T 7473 - . THE MIND MACHINES, RARTS f‘& IT - ‘ , ?

s« Time-Life Media, 1979 b ' - o
. 57 min.y H C ' Do ‘ :
) The controversyfisurrounding artificial intelligence is exa-
mined. -Computer fundamentals are explained and compared to
human intelligence. Limitations of computers to memory and
calculations functions are used to argue the nature of human
intelligence waich includes judgement, common sense, etc.

i e .

PR 7707 - NOW THE+CHIPS."ARE DOWN, PARTS iI & II : .
- ‘Films Incorporated, 1981 =

50 min.; J-H.CAT , .o

Microprocessors smatler than aipostage stamp have the power of

room-sized .cémputers of a generation ago. .We hear a machine

that ¢an read aloud, see a driverless tractor and a warehouse

that needs no.staff among the samples of the wonders created

by cheap computer power. We alsp Tearn how micro-computers

PO are\gfde, anid hear predictions of future changé?. " T

76858 - TIC:- INDEX TO ENERGY g .

United States Department of Energy, 1977 .
6 min.; H C A . )
- Describe~ the ehg;cal Informatin Center (TIC) of“the ,

g

. Dcpartment of Energy-at Oak Ridge; Tennessee. The com- .
. puterized facility gathers, zbstracts and catalogues technical
reports. and published scientific_papers from sources around
the world. This material is evaluated-and part of it becomes
»” a permanent part of the data bank of techﬁ?cal\ggg scientific
energy infermation. . ) S~
. . .

| s y : .
T




Videotapes ‘ - - _ } e | ‘

0890-1 - COMPUTER COLOR GENERATIONS
ERDA, 1972 ) . s
23 mins., Color; J-H C ' ’
Discusses new techniques in computer technology whicr vir-
tually eliminate the extra cost of color in computer displays.
Includes research on thermonuclear problems, laser, engi-
neering and three dimensional problems.

0911-1 COMPUTER FLUID DYNAMICS ‘ . oY //
ERDA; 1969 » ~ ’ /
) N mins., Color; J-H C /
- -~ Demonstrates the power of today's g1ant electronic computers for
., -solving problems that previously were impractical to under-
ya take. Presents a wide range of fluid flow calculations and
_ _. -describes how computer calculations are accomp]ished.
0815A{/

COMPUTER FRIEND

WPBT Public. Telev1s1on 1976

30 mins., Color (Que Paqa, USA?); HA

Carmen fills out an application for a computer program that
matches up people of similar interests and fam11y packgrounds.
o Span1sh/Eng]1sh program,

1282-1 ° COMPUTERS
, - - Hawai'j Public Televisicn, 1980
60 mins., Color (Dialog); HC A
Presents & group of computer experts whp discusses the use of
computers, their advantages and possible disadvantages. The
question is--what is the future of computers, will they com-
pete with people forjobs? "NOT FOR CATV USE. - /

1278-4 COMPUTERS (SHORT'VERSION) ' . ‘ ;o
. Hawai'i Public Telev.sion, 1980
10 mins., Color (Dialog); HC A
Edited version of "Computers" without the panel d1scuss1on.
Shows. only the mini~-documentary of the topic up for
_ di'scussion. . , f

R129-1 COMPUTERS AND THE FUTURE
d Time Life Vlzgo, 1982

30 mins., Color; J-H A ’ )
Combining do mentary techniques with V1gnettes, the film y
explores ouq growing relationship with communications tech- ’
. nologies such as interactive computers, cable television and
' ‘ video discs. The program explores the effect of these new
media forms on the way we live, work and play. Futurologist.
Peter Schwartz is host. LOAN ONLY.- NOT FOR CATV USE. NOT
AVAILABEE TO PUBLIC LIBRARIES.

1664-2 DATA PROCESSING

Kapi'oTani Community College, 1983 .
12 mins., Color (A.Career in Focus); J-H /
In the business world; computers play a maJnr role in data
processing, accounting, -and record keeping.. T.i$ program

describes the duties and work of computer operators, computer
programmers, data entry clerks and control clerks. KCC offers

a two-year course in computer education.

199 13’h4 : ST



Videogages

R199-1

- R197-1

R196-1

R195-1

R198-1

BEYOND - THE PROGRAM

Great Plains Natdenal, 1980 .

20 mins., Color (Bu51ness COWpuﬁg;a¥..Cut Down to Size); A
Outlinas elements ofj;ata reliability and accéracy and

-

stresses the need for\safeguards. LOAN ONLY. NOT FOR CATV
USE. NOT AVAILABLE T PUBLIC LIBRARIES. .. g
COMMUNICATING WITH YOUR COMPUTER

Great Plains National, 1980 J . 7

27 mins., Color (Bus1ness ‘Computing...Cut Down to Size); A
Introduces and compares elements of programming languages. .
LOAN ONLY. NOT FOR CATV USE. NOT AVAILABLE TO PUBLIC
LIBRARIES. 4

FITTING OUT - , : .
Great Plains National, 1980 °

15 mins., Color (Bu51ness ‘Computing...Cut Down to Size); A - —

Offers guidelines on determining the capabilities of computer
systems (size, storage, maintenance). LOAN 0NL¥//’N6T FOR
CATV USE. NOT AVAILABLE T0 PUBLIG‘LIBRARIES

‘MEASURING up---

Great Plains Nat1ona1 1980- .
15 mins., Color (Bu51ness Comput1ng...Cut Down to Size); A

Details applications and types of small computers and the1r

integration into a business. LOAN ONLY. NOT FOR CATV USE.
NOT AVAILAQLE.TO PUBLIC LIBRARIES. .

UNDERSTANDING SOFTWARE . - :
Great Plains National, 1980 ' ’
16 mins., Color (Bus1ness Computing...Cut Down to Size); A

Discusses types, applications .and the choosing of software.

LOAN ONLY. NOT FOR CATY USE. NOT AVAILABLE TO PUBLIC LIBRARIES.




COMPUTER KEYBOARDS AND CHARTS : _
4 _ _ y
- T 2 R ue/’
Apple IIe Keyboard _ - , 37w 11
Apple Ile Keyboard - ‘ 8lp" x 13* |
Atari Kéyboard . A M : . ’3_311‘ X;].O“ .-
Atari Keyboard ) 8lp" x 11t
~ Comiodore 64 Keyboard \ 31 x 13" o
~Commodore 64 Keyboard ) 18" x 14" B
IBM-PC Keyboard : 10 x 38" o
IBM-PC Kegboard . 8lp* x 11* -
.~ Radio Shack "TRS-80 Mode] 4 Keyboard (with key pad) 38" x 12%
~ TRS-80 Color Computer 1 & 2 Keyboard (without key paHT - 14Y x 18" T
‘ IBM Selectrlc Typewriter Keyboard . . 29L2"‘x'11“' ‘
Special Keys: Apple Ile Chart . _ i 1 23)pm x 140
' Speciai Keys: IBM-PC Chart . ,' R - 4'* 14" x ZBLQf’
Computer Finger Chart . f‘ 8lp" x 13"
* Care and Handling of Diskette Chart ‘ / 18" x 12" ﬂgfﬁ
. ] -
_Computer Etiquette Chart / 18" x 12"
nar . B /-
Computer System Components and Functions Chart } 18" x 12
.. *- \ B . / . .
\ \ / T
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