


for 6 to 8s

EDUCATIONAL software for six to eight year olds is something of
a mixed offering. Some children have had very little computer
experience before starting school while others are quite sophisti-
câted users. Although it is impossible to please all the users all the
time, this package of eight programs has something for €Yeryone
and will not only d€v€lop educâtional aspects like number and
mathematical concepts, reading and language skills, spâtiâl âbility
and logical thinking but also develop the kind of keyboard and
computer skills the children will need at junior level and beyond.

Some basic rules are good sense such as care with discs and not
touching power controls. Additionally. sticky fingers after lunch or
break should be discouraged even if it is impossible to keep chil-
dren's fingers off the monitor screen. At home, bahning food and
drink from around the computel is a good idea orange juice does
not improve the keyboard.

Wherever possible the programs are designed to allow various
levels of difficultl,. As the child becomes more competent the
exercise automatically advances to the next level, or goes down a

level if the player is having dilficulty. The level starts at the lowest
but can also be set by parents by following the instructions in the
keys section on the following page.

Although sound is an important part of the games. increasing
the child's enjoyment and helping distinguish between right and
wrong answers, not everyone wants iÎ at full volume all the time.
This is particularly true in the classroom where the tantalising
sounds from the micro can disrupt all the other work in the room.
Follow the instructions in the keys section to adjust the sound to
suit the occasion.

Finally, as with all learning, children vary as to how quicklv the\
grasp the different skills involved in using computer educational
games. Some may be satisfied with sticking to a single program
again and again while others flit from one to another, hardly



finishing a complete game before starting another.
Fortunately the micro is as patient with repetition as it is with

interrupted tasks. There is no absolute right or wrong wily to use
the programs. simply be guided by the child's own enjoyment and
let Fun School do the teaching.

THE KEYS
The controls aie givcn in the program descriptions that follow but,
in any program. pressing Escape twice and replying N to the
Anothcr go.' prompt will relurn y')u t,) lhe menu Ltn the di\c
rerrion or rËlurn you lrr Busic to allou rou lo RUN another
program on tape. At the prompt there are also some hiddcn
options for teachers and parcnts:
O On programs where difficultl levcls can be selcctcd. vou can

press Control+D and enter vour choice. This will be the new
delrrult lrrr all thu prog.rirms.

O On programs where your own selection of words can be
entered. you can press Control+W and enter them.

O Sound can be turned off by pressing Control+Q or on with
Control +S,

O Joysticks mav be sclccted hv pressing Fire ancl kevboard
selected with the spacebar - Fire then replôces thc spacebar.

On thc CPC scries. Z, X, I and \ are oftcn uscd li)r lcft. right.
up and dorvn mo\cntcnt. In these instructi(tns. antuhere where
ârrow keJs arc nlentioncd \ou ma] usc eithcr thctc popular kcvs
in placc ol the ar[o$ culsor kels or io\slick.

Note: On the CPC,16,I and CPC66.I there is no Return kev.
Whenevcr Return appears in thcse instructions it refcrs to thc
large Enter kev near the main keyboard. If vou inadvertantl\
break out o[ a program. vou can resumc bv entering CONT.

Loading instructions arc on thc disc or tape label and. in the



case of discs. you will be presented with a menu. Use thc arrow
keys to scroll through the options and Return or thc spâcebar to
select. or press the appropriate numbcr ke-v-. Either the numcric
keypad or the numbers on the top row may bc usetl for numeric
input.

THE PROGRAMS

Press lhe spacebâr lo stop lhc tr in rl lhe \tirti"n $ilh ir mrrlch-
ing colour. A numberol nr\\engers uill gcl ()n the tririn irtt(l lhÉ
child is given an addition sum to find out how manv people are
then on the train. Answers are entercd usins thc number keys ûnd
Return. When the sum has bccn answeted correctlv. some passen-
gers get ofî and the child is then givcn an subtraction sum to find
how many people are lcft on the train. 'l'he train then changes
colour and chugs off.

There are three difliculty lcvels. Levcl I has ansrvers - thc
number of people on the train - up to 10 with a maximum ol five
getting on or off at anv time. In level 2 thc highest answet is l9
with numbers up lo nine being the biggest that u'ill be added or
taken from the number in the train. Lcvel 3 has numbers up to c)9

with 35 being the largest thât will be added or sublracted.
In Levels 2 and 3 the numbers of passcngers getting on and off is

not related to the actual sum but in Level I thcv can bc uscd its an
aid bv the child.

Four shops and a frog's shopping list are displaled. As each item
on the list is highlighted thc child must guide thc frog using thc



arrow k€ys into the correct shop and then press the spâcebar to
buy the item. The next item on thc list is then highlighted

This program not only encourages coordination skills but also
pracli\es rcrdinP. lnd eomprehentir rn.

Guide the frog - using the arrow keys - along the stePping
stone:i lrom the start in the lop left of the screen down to the
bottom right. When the frog meets one of the robot guards they
will ask a mathematical question.'Io pass bv. the child has 10 give
the right answer using number keys and Return.

there are four difficulty levels in this game and they range.from
simple additiorr/subtraction to more testing calculalions which also
include multiçrlication and division.

While children should be encouraged to trv to answer the ques-
tions without help. youngcr children or more able ones at higher
levcls might find pencil and paper handy to work out the sums.
There is no time prcssure so children can work at their own pace,

Help the frog find the buried treasure. Enter your guess by
typing in the lett€r oi thc row your square is in and the number of
the column. You will be tokl if vour guess is cold. warm, hot or
verv hot. Use thc clucs to movc closct to the hidden treasure.

The thrce levels are a simple map with previous moves shown, a
simple map without the moves and a more difficult map. again
without prcvious moves highlighted.

This program could also be used as a starting point to a piece of



creativc \\'riting: lhinking about rvhlt the trelsure island is like.
uhr the llcasurc is hi.ldcn. uhv frog u ants to fincl it antl \\'hirl sor'l
of tleusure l lrou uould like.

-fhis ganre crrcourrge\ cooltlinlrtion and lo{ical thilkinr.:.
'fhe ainr is 1() boLtl]cc the ball so lhat il hits the irpple . 'l hc ball is

thro\\ n lronl thc hand - at the bottollr of the scrccn which cirn bc
mored left or right $ith the collcsponcling àrro$ ke!s ln(l tillc(l
uith thc up or clorvn oncs.

lhc birll is thr()\\n \\ilh llle spâccbar irrrtl il lhen rnrrre: lilrrrirrrl
lrntl is rlcllcclcd in ir c()n\i\lcnl slrr hr the uirllr lrntl ohstirclcs.

Unlirrtunlt(l\. lhc eirsicsl uirr ior eltilrlrer: l,' l,,llrrrr llrr pirth
and to work out where the ball uill go is li)r thcm to trlcc it or'r thc
screen uith a linger. You can trv cncourlging them to wolk it out
visualll. bui it is incvitîblc that the scrccn uill cncl up well lin-
gcred.

There arc foul levels ol dillicultv u'hich can be sclcctcd as usual
lnd un cxtrr hrrrtl lilih lercl lr'r rÉorc doinr uell (,n th( l()urtll.

A sct of shapes has to be packecl into irn crnpt\ rectanglc. -l'hc

lrog is guitlcd on to thc selccted shape using thc arrow keys ancl
the shape is picketl up bv plessing thc spaccbar. 'l'hc shapc carr
now be guidcd to the desired placc in the reclangle u'ith thc arrow
keys ancl dropped bv pressing thc spacebar again.

There arc three levels of difliculty in"olvine nrorc complicatcd
shapes and positioning. In lcvcl three onc shilpe nrav need lotatine
in ordcr to fit. Press Return to rotate thc shlpe 1,ou ure holriing.



Help the caterpillar to eat thc applc by finding the hidden rvord.
Use thc lett€r keys to typc in vour guess. If you arc right thc lctter
is put in its correct position or positions in the word and the
catcrpillar movcs closcr to the apple. finally caling it when the
urrrd is guessed.

Gucsscs are clisplaycd âcross the bottom of thc scrcen. nal thc
number ol dots displayecl starting with l0 on thc first lcvcl. ninc
on the sccond. cight otl thc thilcl ancl sc\cn on the fourth sho\\s
hoç mttnt tl()rc \\ !-()n{ {ucsscs nlir\ ttc ttrlttle. lf Iou clon t gttcss
thc \\ord bclirre all thc d()ts lravc bccn corcrctl the ilpple dis-
appeals lncl the calcrpillilr {ocs lrrrngrr.

'l hcrc arc threc built-in scts of words or you may cntcr lour
o\\n level .1. l-hc uortls arc ns lollous:
Lctcl l: Anintls cat. doq. shccp. goat. horse, cow. bird. frog.
fish and duck.
Lavcl 2. Fuxl potato. bacon. apple, orange. beans. jelly. cheesc.
brcûd. buttcr and carrot.
Levcl -l: Clothes dress. jackct. jumpcr. anorak. sandal. shirt.
trouscrs. socks. blousc antl scarf

Children should be encouraged to notice thal somc lcttcrs arc
morc comùlon than olhcrs and also to develop strrtegies to solve
words more easill. Thc vowcls a. c. i. o or u - are used in all the
u'ords ancl this should be pointed out if thc child docsn't noticc.

Multiplication tables are not the most popular part of the cur-
riculum but here s a program th t adds lun to exercising these
important skills. Rathcr than stressing the rote lcarning of tables.



the program aims al the underlying underslanding of mulliples.
The child has to guide the frog across the pond by stepping only

on those lilypads with multiples of the key number displayed on
screen. The frog is guided wilh the arrow keys.

There may be more than one route across the pond and there is

no penalty for choosing a longer or shorter route, or for back-
tracking if there is no way through at any poinl. Only non-
multiples are counted as wrong answers, and after three incorrect
responses the child is shown the correct path.

Levels selectable for this game are:
Level ,l: Multiples of 2 and l0
l-evel 2: Multiples o1 3 and 5
Level 3: Multiples of 4 and 6.
Level .l: Multiples o1 7. 8 and 9
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