


DISC PROGRAMS

To loâd this tille simply follow these sleps:

1 Reset th€ computer see the casseûe
loading section on how to do this.

2 Place the disc in the drive with rhe label
on the top side and the label towards

3 Tvpe RUN "DlSC" followed by pressing
rhe ENTER key.

4 The disc light will come on and the
progrâm will be read from the disc
When loaded the progrâm will present
you with a lisl of choices. Choose the
numb€r You want bY Pressing the
corresponding keY followed bv the
ENTER key.

Nole that some progrâms Ioad and save dâta
files. The program \ivill show you a list of
files on the disc before each loâd or save.
Make sure that i.f you are loading â file, you
spell th€ filename correctly. ând if you are
saving a file thal a {ile with the name you
have chosen does not exist already when
saving a file don't forget that you cân only
sâve tiles on â disc which has th? write
protect hole blocked. lf you are unsure of
what to do re{er to the disc user's guide
which contains morc inlormation about the
us€ of discs.



. Teaches co-ordinales and compass
directions.

. lmploves estimating and âccurarcy.

. Helps develop deductive reasoning.

SPECIAL FÊATURES

. Three levels ol complexity, allowing
children 1o develop skills at an early
age, or to enioy continuing practice.

. Measures individuâl skills- minihum
distance,limê. number ot moves, stc.

. Separâte programs to develop the
understanding of co-ordinates and
compass directions.

. Full BES MONITOR retaining intor-
mâtion of previous llve users.
Featuies not only development of
route taken but also detailed anavsis
ot individuâl pertormance.

. Complete with fully explanatory
booklet.

. Widely used in schools.

Best suited for children aged 7 to 13
years.
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MAP RALLY
Somewhere on a grid are three hidden
checkpoints. The navigalor can only
give the rough direclion in which they
lie. The car is moved across the grid by
giving instructions astowhere it needs
to 90 to. When the checkpoinl is tound,
the player must check in. A player can
race against the clock or tlvo carc can
race against each other. Children soon
become used to using co-ordinatesand
compass directions to control the cars.

The Program records the time and
number of moves taken. After the rally,
the children can watch the cars drive
around eêch route têken showing how
well each car did-
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INTRODUC]lON
the main objectives of the two MAP
RALLY programs are to help children
understand compass directions, esti-
mation of distances by reference to co-
ordinates and the use of map co-
ordinates. This is âchieved in a moti-
vational and enloyable way by the
simulation of a car rally, where hidden
checkpoints have to be located with the
help of advice from a navigator.

Two programs are used, one to cover
the understanding ot compass direc-
tions, the other co-ordinates. ln both
cases there can be â sjngle player, tlvo
plêyers or teams. Three levels of diffi-
culty are catered for, allowing â steady
improvement through practice to the
understanding of the topics covered.
To add fudher interest, â time limitcân
be used, whereby penalty points are
incurred by players taking over the
permitted time to complete a move.

ln "Moving by directions" no under
standing of compass direction is needed
for a child to use the program effec-
tively. The child has to follow the
"navigator advice" e.g. Nonh and
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Êast, and enler the approp.iate direc-
tions, i.e. atthe prompt line in response
to the request "Enter direction 1N/S)"
you might enter N (for Nonh), and at
"Enter direction (E/W)" E (for East).

Thus the child has to enter the same
letter as the nâvigator advice. Learning
then takes place âs the car moves in the
directions of N and E. ln addition the
miniature compass rose is repe6ted
throughout the program, ând on the
matrix screens, to reinforce the leârn-
ing process.

ln common with most BES programs,
use of the ESCâpe key takes you back
to the main set of program options.
Simply press ESCape twice to revert
to the main menu.

The programs are designed lor use
with children in the age range 7 to 13
years. However, this can only be a broad
guide, as the capabilities ol individuâl
children will extend this range both
above and below the given age range.

LOADING
It is best to press CTRL and SHIFT and
whilst holding them down, press the
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ESCape key. This resets the computer
before loading. The cassette should
then be placed in the Datacorder with
the label upwards.

The cassette contaans two Map Bally
programs. To load 'lvlap Rally - Moving
by Directions', make sure the tape is
wound back to the beginning. Simply
press CTRL and the small ENTER key,
followed by pressing the PLAY key on
the Datacorder and then pressing any
other key. Loading oTthe program takes
aboul four minutes.

For 'Map Rally - Moving by Co-
ordinales', again hold down CTRL and
press and then release the small ENTER
key. Now use the FF (fast forward)
button on the recorder to wind the tape
on to approximately a third of its lerEth.
and then press PLAY. lf 'found MR2'
appears, then it is necessary to let the
lape run on until the end of the file, or
to use the FF button. lf'found MRC'or
'found MRC2'appears it is necessaryto
rewind the tape and repeat until the
tape is positioned in front of the'IVRC'
file. After this, simply press CTRL and
the small ENTER key, followed by
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pressing the PLAY key on the Data-
corder and then pressing any other key.
Loading of the program again takes
about four minutes in all.

Having completed loading, the pro-
gram displays the title and copyright
screen tor a few seconds. No entries
are necessary and the program will
automatically move on to the main
menu screen.

THÊ MAIN PROGRAMS
{A) MOVING BY DIRECTIONS
1. St.rt
Having chosen a time limit (see option
3) if required, there follows the option
ofthree stages oT diificulty:

(1) Fairly easy
(2) Moderate
(3) Fairly difiicult

Choice of the appropriate option sets
the size of the matrix. Thus option (1)
leads to a matrix of 6 x 6 squa.es (km),
option {2) 12 x 12 squares (km), and
option (3) to 18 x 18 squares (km).

The appropriate choice of l or 2
players (or in the latter case there can
be teams) is then made ênd ENTER
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pressed followed by the name of the
players.

The matrix is then displayed, and the
navigator's advice for the blue car is
given. This is shown as d;rections are
normally given, i.e. North/South fol-
lowed by East/West. The appropriate
entry in the order of the convention of
maP references is then made on the
prompt line, followed, OI course, by
ENTER. The child then has to gauge the
appropriate distance in 'kilometres' to
move to find the check point. The aim is
to achieve this with the minimum
number of moves and in the minimum
distance and of course without in-
curring penalties through overrunning
the time limitl lf there are two players
then the red car driver follows with the
appropriate enlries. The three check
points are located at random tor each
'rêlly', and with two plâyers/teams are,
of course, at different locâtions (no
follow-my-leader option!i. The finish is ât
the extreme North East corner of the
matrix. Note that if two cars occupythe
same point then it is displayed as one
wh ite car ratherthan a blueand a redcar.
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On reaching the check point. the child
is rewarded by a cheerfultune âôd then
requested to "check in" by pressing
the key C. Stages 2 and 3 then follow,
with the random check-in points
needing to be located. Finally the finish
is reached - which ought to be made in
one move only - and the course
completed.

At any time during entry of the
direction/distance instructions the
DELEïE key can be used to cancelthe
entries provided this is done before
ENTER is pressed for the last entry.
Thus if an error is made, press DELETE
and re-enter.

On completion of the rally by the
player(s) pressing <SPACE:- leads to a
screen showing the location of the
check points, and the route taken by
the blue player is then shown as itwas
developed. This screen is particLtlarly
instructive for children as they can see
at a glance any illogical moves, and
thus can learn readily from his mis-
takes. Pressing < SPACE > leêds to the
appropriate matrix forthe red car iltvvo
players have been uslng the program.
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The following screen givesa synopsis
of the results of the "rally" for each
player with the following informâtion:

Name(sl of playe(s)
Time tâken in minutes ênd seconds
The number of moves
Ihe route taken in km
The number of penalty km
The total distance
The minimum number oI km neces-

sary to reach the 3 check Points
and the finish

The extra distance travelled beyond
the direct roule.

lfthere were two players then â winners
table is displayed:

Who took the shortesttime
Who took the least ôumber oI moves
Who travelled the shonest distance

Ouite often there is no clear winner on
all counts thus motivating both
players.

2. Look up Monitor Resuhs
All interactive BES programs contâin a
pertormance recording system or
MONITOR. Using this, teachers, parents
or the child can see how well the child
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is performing a task. Only theô can a
child's ability and educational needs
be identilied.

Each time a new name isenteredafter
staning the program from the main
menu, a new monitor record is created.
The facility will hold the record of the
last six children (after number six,
number seven will be recorded over
number one, eight over tlvo, etc.).

The Nilap Rally MONITOR gathers in-
formation which includes a map ofthe
route taken, intormation about their
route, the number of times they
attempted to move ofl the grid and
moves against the navigator's advice.

Careful analysis of the informâtion
stored in these records can provide a
valuable guide to the needs and suc-
cesses of each child.

3. Set Time Limit
To add ên additional challenge and
meintain interest as the user becomes
more skilled, a time limit can be set for
each move. The time can be set at be-
tween 1 and 60 seconds, oralternatively
0 entered to set no time limit. the time
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entered is the time allowed for each
move before penalties are incurred. At
early stages a time limit of around 10to
20 seconds is recommended.

{B) DRIVING BY CO ORDINATES
The second program on the tape differs
from the first in the way the child steers
the car around the matrix- ln this pro'
gram the car is moved to a point
specified by co-ordinates. The con-
vention adopted is that for map
references, i.e. Easting first then
North ing.

For example, if the cars are at the
intersection ofthe linesfrom east 1 and
north I then its current location is
E1.N1. lf you wanted to movethen look
up the co-ordinates of the destination
and enter them, e.g. E2,N3. The East
co-ordinate is entered first, followed
by ENTER, with the North co-ordinâte
second, again followed by ENTER. ln
the usual convention of map referen-
ces, the co-ordinates are separated by
a comma, which appears automatically
with the first press of ENTER. As with
directions, the DELETE key can be used
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at any time to change an entry belore
the second ENTER is made.

It should be noted that transposing
from the navigator's advice to co-
ordinates in this case is much more
difficult and tests the child's under-
standing of the directions. ln all other
respects this program functaons as
'Moving by Directions'.

OTHER BES PROGRAMS
Map Ra ly is one oI a series of Microcompuler
programs produced by Bourne Edu€tional Soltwô re
Lrd wrrh the arm ol mak ng leârnin9 both easy ând
enjoyable The programs are aimed al bolh home
and school !se, and âre designed ro enab e children
otrheappropriâre âge rangetooperarerhem rædily
throùgh common use of such items âs ESCAPE to
rerur. to a menu ol progrâm opt ons, sPAcE ro
moveon 10 a nelrscreen and soon.

Acommon lealurewùh mosr AES prôgrâmsisrhe
BES IVIONITOF system, wh ch a lows lhe teæher,
parentorch ld aæess lo rhe spec lic enùies m3de, e
allowing idenlilcalion oI specilic achievements or
prob em areas Th s does not preclude rhe use in
âppropriaie programs of a more simp e and visible
scorôgsystem,whichisdesignedroardmolivarion.
8ES programs are designed lo be largely seli
explanarory, and fo low simrlâr sryles child.e.
rapldly familiêrse lhehselves wilh new prog6ms,
andcan lsethem ii required with rhe mi.imum ol
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Other BES proqrams include:

The program helps children lel lhe t ne a.d set a
clock An.aclve scorin! with a mân and a âdder
keep chiLdrens' inte.e$. Choice ol rw€lve prog@ssve
$ages of difflcu lty, logelher wlh lhe lsùalan6ctrve
sound, colou. ând monûoring laciltles (Age 4 9

Companion program cover ng minules to the ho!.
halfând quarler ho!rs ândthe 24-hoù.clock Sôme
attrâcriveleaturesâsTmemanonewiihprÔgÉseve
sÎâges oi difiicuhy,logether wilh âÛacl ve sund,
colour ând moniloring fâc lities. (Âge range rL10

A program to help chlldren leârn their numbeE and
counr without need ot reâdilg skLlrs a radive
graphics and scor ng make this a iâvoùrite with 3 tô

Thè proqram 1o leach chid.en to match smalland
capùâllerîers both on the sc.een â.dthe kevbôârd.
They love lrylng to stop lhe crocodile eaang the
fishes Fearures anractive lse of sound and olour
as wel as easy denlificâtiôn of prob eô leners tor
iunhe. practice. lA9è 3-6years).

Two programs ro slimulâle childreô to 1eadr lhe
romourer' aboul qeoQtaphv EncoJrages the use o'
âllâsê\ ànd rele.ence boo\s h.los eral srudies
and nùoduces lhe Jse ol tre compulêr lo sro'e
informâtiôn. Dâta can be readilvsaved and reloaded
ât any lime. (Age 7-15 years).
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This program helps children lorm their Èrte6 and
numbe.s corecrly a nd encou.â9esthem to prætisè
w.iring. A movinq pencilpoini shows cleany wherê
ro srad each ligure. Traclors. ânrâ.rive coloùr ônd
sound allhelp ro keeptheir lnrerest (age 3-5 yeâ6).

Anim.l/Vegerablê/Miner.l
This program provides hou6 off!n and enioyment
âs the computer tries ro g uess the obiect ê ch ld has
rhought of. Thè compurer's lailu re to guesscorecdy
encourageschildrèn ro hèlp the computer lo lell thê
dilterence b€tw€en the various obiecrs. IhepDgram
stimulates discussion and lhe lse ot relereme
books. Su ùable for a ll ages 7 years a nd ! pwards.

This version of rhe lrâdiironâl "Bangmôn" spelling
gâme has been descr bed âs"...lh€ Rolls Royce ol
rhem all"! Fealu.es over 250words plus theâbility
roenleryourownwords eitherindividusllyorasa
group (ideâ1 1o. thal weekly spelling ist!) lôproves
spelling at all âqes ol 5 yeârs and !pwards

THIS BOOKLET
BÊS programs always include explan-
atory booklets of this type to satisfy
several objectives. Firstly, to identify
the objectives of the program, and to
give guidance as to some possible uses
oT the program based on experiences
during the extensive in-classroom and
in-house testing period. Secondly, they
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are designed to give an understanding
of the sequences encountered in the
programs, since in many situations the
time of access to the micro is at a

premium. Thirdly, the booklet will
assist in using the substantial content
of BES programs to the full, through
relerence to it belore, durinq ând after
use oÏ the program on the micro.

ln the event of any problems with the
use oT this program, or ideas as to
improvements which could be incor'
porated, Please do not hesistate to
contact BES at the address on the back

Plèâse .ote: lM no. varial ons n sDeÔticêl on mav
occur due lo characleristics ot d llerent micro'
comDUlers a.d ope râting syslems.
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"Effective samulation of a Car Rally . . '
"irap Fally is ân enjoyable set of programs
suitable for children aged between seven and
thirteen. There are lull instructions which
guide the user simply but effectively."

Educationa/ Computing

Bourne House, The Hundred,
Romsey, Hampshire, SO5 8BY

Tel Romsey (0794) 523301

rsaN 0 7452 0217 I


