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6 / Increase Your Learning Power

We say occasional/y. Why? A kid seldom comes through the door at
home saying, “Wow! I really learned something neat about long division
today.” The content, the stuff that kids ostensibly go to school to learn, is
no t a kid’s usual topic of conversation. If forced to discuss the content of a
school day, the child usually reverts to talking about grades. Talk of grades
substitutes for a re‐creation of the learning experience. There is little won‑
derment of learning when a kid talks about school.

Alas, home is where homework mus t be done. Even the name of
the activity undermines the process of learning. It is called work and no t dis‑
covery or learning or any of the other names it might becalled. Therefore,
the extension of school into the home becomes negatively reinforced.
Homework is something undesired but endured by the kid, and enforced by
the parent because someone says it mus t bedone. Frequently, homework is
used aspunishment.

We are no t saying there are no t good schools, motivated and creative
teachers, and parents who foster joyful learning. We are saying that today’s
“education” is too mechanical, that it stresses the acquisition of facts at the
expense of skills, techniques, thinking and creativity. Parents, teachers and
kids rightly harbor a vague discontent with schools asthey are; this discon‑
tent is expressed in anumber of ways. The more vocal of these people seek
remedies in phrases like “back to basics,” which ignore how much the world
is changing. Much of what was basic in the late nineteenth century is useless
in the highstechnology times of ou r late twentieth century.

Where is school (or learning, or education) headed that prompts us to
talk about “buying” a school for the home?

FUTURESCHOOL?

Some people seek to remediate or enhance what takes place in school
by hiring tutors, by moving the kids to private schools, by finding and buy‑
ing learning aids, and, if there is time, by working with the child directly.

These people are the “enhancers.” They strive to enhance what they
already find within the schools. They may no t be dissatisfied with all that
the school offers, perhaps only apart. We see the “enhancers” asthe first to
bring school into the home, with the help of microtechnology.

Does a school in the home mean that schools aswe know them, out ‑
side the home, will eventually disappear? No. But the old-fashioned schools
will have to adapt, to change. Perhaps schools of the future will be mostly
social: where kids get ou t of the house, meet other kids, do things with their
bodies, and explore friendships and relationships.
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1)

2)

3)

4)

5)

TIM’S L IST OF PITFALLS

Everythingtakes time. Bepatient. Don’t let the little an‑
noyances sidetrack you or frustrate your intentions. Com‑
puters can stop working. Maybe the one you planned to use
got dropped or jostled in getting to the site. If possible, keep
a spare handy for those moments of frustration.
Don’t give up quickly. The tenth person or organization
you call may bethe one to say “yes.” The “no’s” from the
first nine are difficult to bear. You know your project is val‑
uable and worthwhile. Why can’t they see it? The world is
full of people who wan t to assist and contribute to kids.
Keep calling and asking until you find them.
Al l TV sets are n o t created equal. When a computer is
attached to aTV, you often have to fiddle with the fine tun ‑
ing to get the computer’s colors and text to appear properly.
In some cases, the TV may even need repair before the
computer works well. This situation often arises when some‑
one donates anold TV to your project. Find a local TV re ‑
pairperson, tell her or him about your project, and let her or
him help you decide which gifts are worth fixing up, and
which should be passed on to the TV graveyard.
Be willing to put in time when other people’s time is
free. That is, ahealthy ComputerKid project isunlikely to
work on a nine-to‐five schedule. Kids are only available in
the afternoons and early evenings during school months. A
lot of youth organizations are only open in the afternoons,
or they have scheduled activities and you must conform to
their schedules. Also, beware of the temptation to put in
more time than you have budgeted for each task or activity.
The tendency is to do too much because the project is excit‑
ing and rewarding. Find others to work with you who can
share the tasks involved. Find a bright and enthusiastic kid
who knows more about computers than you do. Ask him or
her for help. You’ll both benefit.
Begin s-l-o-w-l-y and begin small. Let your initial experi‑
ences tell you what to do next. Do no t start by trying to or ‑
ganize a huge computer event involving hundreds of kids,
dozens of teachers, and dozens of computers. Work with a
few kids at first. Later, asyou discover what is involved, ex ‑









20 / Buyer's Guide

record for solving a Rubik’s Cube@ is held by a ten-year‐old‐a twelve‑
year‐old placed second.

SELECTING THE COMPUTER
With all the good computers on the market today, it can be diflicult

for novices, or even professionals, to select the “best” computer for a task.
Each computer has its own strengths and weaknesses. People try to juggle
all the different features to come up with the best choice, to get the most
hardware for the buck. Although that is no t necessarily the best approach to
take, it is easy to get buried by the technical and advertising media blitz.

Relax! Don’t let all that stuff intimidate you. You are quite capable of
making agood choice. To start with, you bought (we hope) this book. Even
if you didn’t buy it, you are reading it‐clearly the sign of a superior intel‑
lect and good judgment. Now, let us put that good judgment to use.

Remember, the computer you select should be:
0 durable
0 have lots of available programs
0 have several different ways of receiving instructions
Price, maintenance, expandability (you can add to it), and ease of use

should be considered, but only after the first three requirements are me t .
These are the guidelines we would recommend as you shop for a

“school” for your home. There are several home computers that might fit
these guidelines, and the one you choose might involve other factors such as
how much you wan t to spend, what your local computer store offers, and so
on. We used these guidelines and finally chose the ATAR I Computer. The
ATAR I System meets all of the primary, and most of the secondary, re‑
quirements for acomputer used for education in the home. As you read the
rest of this chapter, keep in mind the primary and secondary requirements
we’ve placed on the computer.

If you already have a computer other than ATARI, you can still use
the information in this chapter asa general guide in the selection of addi‑
tional hardware and programs.

WHICH KEYBOARD?
Two types of keyboards are available for the ATAR I Computer. The

ATAR I 400 has a membrane keyboard made of Mylar,@l the same mate‑

1Mylar@ is a trademark of the Dow Chemical Co.
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HARDWARE
Joysticks and Paddles

If you buy anew ATAR I 400 or 800 Computer, you also receive aset
of joysticks or paddles with the computer. They plug into the front of the
computer and enable you to control a program in the computer.

A paddle is a little box about the size of a bar of soap with a rotating
knob on it. With apaddle, you can move anobject on the TV screen either
from left to right or up and down, but n o t both ways at once. The name
“paddle” comes from the early days of video games (remember Pongm?)
when a paddle was used to move a line on the screen in order to hit a
bouncing “ball,” in the same way you use a tennis racket to hit a tennis ball.
So why don’t they call them rackets? Beats us!

A joystick is like a control stick in an airplane. When you move the
joystick to the right, the video object moves right; move it forward and the
object moves up the screen. The big advantage of the joystick is that it
allows you to move up (or down) and diagonally across the screen at the
same time.

By turning aknob or pushing ona“stick,” you tell the program to do
something. Depending on the program, you may be telling it to move an
object on the screen, answer a question or make a choice from a list of
things. Joysticks and paddles are great when you need fast responses in
game playing or in problem-solving when time is critical. Paddles are fairly
easy to use, but it takes a little time and practice to become skillful with a
joystick. Bepatient and dono t expect instant expertise the first time you use
one.

There are several types of joysticks and paddles available to you. The
kind you choose will depend on the types of programs you run, and the zest
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wait up to a month for your order, you can save up to 25 percent or more,
which can beasignificant savings.

Here are some tips for trouble-free mail order buying.

0 Make sure you know exactly what you are ordering. There is
nothingworse than opening your package only to say, “But I
thought I ordered an . . .”

0 Try to find mail‐order houses that have toll-free 800 num ‑
bers. When you call you should ask
1) Current price, including shipping costs and taxes, if any.
2) When you can expect delivery.
3) What warranties come with the equipment and who is

offering a warranty. Make sure the product is backed up
by Atari, Inc. If Whizbang Company offers its own war‑
ranty, then only Whizbang Company can repair the
product.

4) What the te rms of payment are. Some companies will
ship C.O.D. for a small additional charge. If you are
happy with the answers you receive, you may want to
place your order over the phone. This can reduce the
number of days spent waiting for your order to get to
you.

0 Use common sense in finding a price. If a deal sounds too
good to be true, then it probably is.

0 Keep acomplete record of your order. If aproblem arises in
your transaction, photocopies of your order and check or
money order are valuable pieces of documentation.

If you have a problem, get in touch with the company immediately
and give them a chance to remedy the situation. If you do no t get satisfac‑
tion, contact the Direct Mail Marketing Association, the Better Business
Bureau, the Postal Inspector-At‐Large, or the Federal Trade Commission.
A good tactic is to drop a letter to the company informing them of the
agencies you have contacted.

Discount Houses
If you know exactly what you want, a discount house may be the ideal

place for you to buy your equipment. Since these places buy equipment in
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by the many other activities heor she needs for healthy physical and mental
growth. As an option, computer learning can offer even very young chil‑
dren exciting new ways to gain concepts and build cognitive skills.

PRESCHOOL SKILLS
There are important cognitive or “mental” skills your child needs in

order to be ready for kindergarten. Before a child can learn to read or do
simple mathematics, he or she must have developed a firm foundation of
prereading, premath, and problem‐solving or logic skills. Just asyour baby
had to crawl before taking those first steps, so too must he or she learn to
“play” with the shapes that make up letters and numbers before recogniz‑
ing the alphabet or numerals.

The computer can help your child with prereading and premath skills
by encouragingexperimentation with shapes, colors, letters and numbers. A
child who has had experience with symbols will later more easily understand
that when you put C, A, and T together, it spells CAT. By allowing your
child to explore the letters and numbers of the computer keyboard, you are
giving him or her practice in discriminating, or picking out, all the symbols
that heor she will bemanipulating for the nex t few busy years in learning to
read or do simple math. A child asyoung as three-years old can pick ou t
specific letters on the keyboard, and will be adamant about locating them
without help. As one little boy said, “Don’t tell me! I know it’s here some‑
where!”

Prereading Skills
One of the first things your child mus t have to be ready for reading is

a good grasp of spatial concepts: “above” and “below,” “left” and “right.”
Children need to always orient themselves to the left-hand side of the paper
or chalkboard to begin reading and writing. They must also be able to dis‑
tinguish “upper” from “lower” or “above” from “below.” When the kin‑
dergarten or first grade teacher tells children, “Start at the upper, left
corner of your paper. Put your pencil above the line,” young students can
be easily confused by all these abstract directions. The activity of drawing
shapes or printing letters and numbers may seem simple, but the “di‑
rection” words the teacher uses are not .

The computer can help children gain these abstract concepts and learn'
to follow directions, with interactive games designed to bevisually interest‑
ing and cognitively stimulating. A program such asThe Learning Com‑

Mpany’s Juggles’ RainbowT , teaches children relational concepts of “left/
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Children mus t also beable to observe symbols in increasing detail, and
look for similarities and differences. In order to recognize the difference be‑
tween the shape ofa “2,” a “3,” and a “5,” children must be familiar with
the lines and curves that make up these shapes. Programs such asKinder‑
Comp, that give children practice in recognizing “same” and “different”
patterns, are good for developing visual discrimination.

Give children practice recognizing
“same" and “different".

Once children begin writing numbers on their own, they often reverse
the direction of the numerals. For example, a “ 7 " will come ou t “ .” This
is very common, and shows that children attend to the shape of a letter or
number before they notice the direction it faces. Lots of visual experience
with number symbols will help children recognize correct shape and di‑
rection. In aprogram such asMy FirstAlphabet, where the numbers appear
in bold graphics on the screen, it may help to trace the number with your
child‘s finger and encourage her to do this on her own.

Preschoolers need to be able to understand “quantity” and relate
amount to a specific numeral; a child who can count to ten may no t yet un ‑
derstand that “ 6 ” stands for six distinct objects. My First Alphabet encour‑
ages children to coun t the number of smiling clowns, and helps kids make
the connection between amount and number. In this game, children mus t
pick the number of clowns with a smile from among an array of nine
clowns‐some smiling, some frowning. Children use observation and dis‑
crimination skills aswell! When kids correctly coun t the number of smiling
clowns on the screen, they are developing one‐to‐one correspondence; they
are learning to match every object with a number.
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children. Choose software that allows your child to move at his or her own
speed, play a game many times over, or move on to a new task indepen‑
dently. When purchasing software, try to find aretailer who allows you and
your child to preview a demonstration disk.

The computer should always be a choice, one of many activities that
balances your child’s growth. It is no t a replacement for parent contact or
involvement! Your child may beable to play independently at the computer
after you supervise her or him in getting started. You may also enjoy play‑
ing along with your child, taking turns and sharing in the excitement of the
computer. Gordon Davidson, an attorney in the San Francisco Bay Area,
sometimes uses the computer with his four‐year-old daughter, Laurie, asa
“special time” for 15 to 20 minutes before bed. They enjoy one another’s
company, and computer learning becomes a very personal, playful activity.











50 / Learning Basics With the Computer: Grades 1-3

Some software will be closed-ended‐demanding a single correc t re‑
sponse‐while other software will beopen‐ended‐accepting amultitude of
responses. Either type of software is valuable and worthwhile, depending
upon the educational goal in mind for that particular software.

The ATAR I LOGO LanguageYMis perhaps the most open-ended soft‑
ware you can buy for your child. A computer language is no t a game or a
specific program. Instead, a language is a vehicle by which your child can
program the computer to perform numerous functions. ATAR I LOGO is
only one of several computer languages your child could learn, but LOGO
was designed specifically for children. ATAR I LOGO stresses problem‑
solving, discovery, experimentation, and self-directed learning.

One feature of ATAR I LOGO is something called “turtle graphics.”
To make graphics, ATAR I LOGO changes the cursor into the “turtle,” a
small triangle on the screen that responds to commands. With just a few
commands (FORWARD, BACK, RIGHT, and LEFT), the child can pro‑
gram the turtle to draw shapes. For example: FORWARD 50, R IGHT
90, FORWARD 50, R IGHT 90, FORWARD 50, R IGHT 90,
FORWARD 50, creates a square. FORWARD and BACK move the tu r ‑
tle a certain number of “steps” (50). R IGHT and LEFT change the di‑
rection of the turtle. R IGHT 90 would command the turtle to make a 90 0
tu rn to the right.

The turtle is capable of drawing a simple shape or a complex design
depending upon the child’s instructions for number of steps and angle de‑
grees. Once the child makes an initial picture, heor she can build on it and
create something new. For example, she can start with a square and add a
rectangle and circles to make a truck. Through such experimentation, chil‑
dren often discover directly and concretely the meaning of such abstract
geometrical concepts as “angle” and “degree,” and they are forced to re ‑
formulate problems into logical, step-by‐step procedures.

Turtle graphics definitely provides immediate feedback for the child’s
efforts asthe child sees the turtle following the commands. He or she can
choose to use colors for the background or for the picture and if the picture
is no t what the child intended, the screen can be cleared and the child can
t ry again.

Delta Drawingby Spinnaker Software is another open-ended program
for children. It enables them to create colorful drawings while learning
about computer programming. The screen is used for graphics and for tex t .
A child draws pictures in the graphics mode or writes programs in text and
can switch back and forth between the two modes. Programs can be saved
on adisk; both drawings and programs can be printed if you have aprinter.
Paint©, another open-ended program, encourages creativity and experimen‑
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which the response for a wrong answer is more gratifying
than the response for a correct answer!

5) Does the program have enough variety to maintain the
child’s interest? Is it open-ended to span a range of skills?
Software that is primarily for drill and practice on a specific
skill (i.e., memorizing addition facts) is valuable. However,
it should be intended for short periods of time. To get the
mos t mileage o u t of the software you buy, choose programs
that include a range of skills. Software that is no t challeng‑
ing can quickly become boring. Many children will choose
LOGO instead of games, because of its variety and inter‑
active possibilities.

CONCLUSION

The computer can provide your child with active learning opportuni‑
ties. Because you wan t your child’s experience with the computer to be ef‑
fective and rewarding, software mus t be carefully selected to mee t your
child’s needs, capabilities, and interests. Please keep in mind that children‘s
environments and learning styles vary greatly and that a simple grade level
is only anestimation. Your child is an individual,maturing at his or her own
rate. Computers can provide the appropriate stimulation for intellectual p 0 ‑
tency that is challenging, n o t frustrating, to your child.

The best way to make awise software selection is to first “know your
child” and explore your child’s educational purposes for the software in
terms of your school’s curriculum, and computer program aswell. Next,
preview software that suggests it may provide the educational goals you are
seeking. If you desire drill and practice in spelling or mathematical opera‑
tions, then you may select programs similar to Let's Spell or Big;Mat/z At‑
tack. If you wish your child to exercise higher-level thinking skills, you may
select the language ATAR I LOGO with turtle graphics, or a language arts
word‐processing system similar to BANK STREET WRITER.

Just asa classroom teacher strives for a balanced questioning strategy
to elicit convergent aswell asdivergent thinking, you will probably choose
to have acollection of software that also encourages your child to respond to
the computer with avariety of cognitive levels. To encourage your child to
reach his or her intellectual potential, include both low-level (requiring a
single response) and high‐level programs in your software collection.
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LEARNING IS CHILD’S PLAY ON
THE COMPUTER

Computers can add a new dimension to the learning experiences of
children. The software available today covers a wide range of skills includ‑
ing music, typing, math, spelling, logic, and problem-solving. Every time a
child sits down to use a computer, or merely watches someone else using it,
many basic skills are learned, reinforced, or discovered. In addition to the
subject ma t t e r of the software, boys and girls are learning typing skills,
small muscle coordination, reading, and how to interact with a computer.

I was amazed to watch two girls in the third and fifth grades play State:
and Calaita/r‘m (Atari, Inc.). In this game a map of the United States comes
upon the screen and the outline of one state is highlighted in flashing color.
The user gets points by correctly identifying the state. If the state is incor‑
rect, the correc t name comes on the screen; the user then gets another
chance to score points by correctly naming the capital. Neither girl really
knew the capitals of many of the states, and neither could identify a state
when its outline was highlighted on amap of the United States.

After a few frustrating tries, the younger girl left the computer. The
older girl got apiece of paper and diligently began writing down the capital
of each state. The fifth grader was doing exactly what the game’s author
had intended. She wanted to score points, and eventually did so, but in the
meantime had the valuable experience of carrying ou t some kind of note‑
taking procedure, writing down all of the states and their capitals, and then
typing them in when requested by the computer. The second time around,
she got every capital right, and was quite proud of herself. The younger girl
subsequently returned; they never tired of playing the game or getting
100% scores by referring to the list the older girl had made. Later these
girls enjoyed impressing their friends with all of the capitals they knew.

A game with the identical format, European State: and Capitals, is
also available from Atari, Inc. A criticism of these games is that some of the
smaller states and countries are difficult to identify on the map. Nonethe‑
less, this software would certainly be appropriate for elementary schoolchil‑
dren.

By providing their children with resource materials, parents can in‑
crease the educational value of software. Paper, pencil and a dictionary are
logical items to have near the computer. For the two geography-oriented
games mentioned above, parents can encourage a child to sketch a map or
provide an atlas asa reference book.
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8)

9)

10)

11)

to get shorter until the firecracker exploded. Everyone
(adults included) wanted to see the graphics of the explo‑
sion so no one tried to get a cor rec t answer. A wrong an‑
swer should no t be accompanied by an exciting graphics
display or loudnoise, lettingeveryone around know the an‑
swer was incorrect.
Consider whether the software can be used by more than
one person at a time. There is need for software that can
be used by only one person, aswell as for software that
permits multiple users.
In addition to considering the age and ability of your child,
parents should also take into account the sex of the child.
Recent studies suggest that girls and boys prefer different
types of programs. Boys enjoy a format where they can be
more aggressive. Girls seem to prefer word- and music‑
oriented programs.
Parents might wan t to consider the nature of the reward
given for correct responses in a program. Usually it is the
accumulation of points or treasures; sometimes this is ac‑
companied by graphics displays. Occasionally there will be
rather violent graphics that might be objectionable.
Ask to have the software demonstrated in the store.

Some specific guidelines for educational software are:

1)

2)

3)

4)

Consider the reading level of the program. If it is slightly
diflicult for achild, heor she may “grow” into it. If it is far
too difficult, heor she will never use it.
If a child needs remedial help, some software that is excel‑
lent for drill, may be inadequate for basic understanding.
Usually achild who requires additional help will need acom‑
bination of drill and instruction. The computer may be the
best option to use for drill, but another medium might be
better for instruction.
Check with your child’s teacher about the software used in
school. You may wan t to use some of the same software at
home.
Make sure the finger dexterity required for aprogram is no t
too difficult for your child. If rapid typing of words is re ‑





























84 / Adventuring on the Home Computer

the fantasy adventure subculture share a language and lore, and they are
bright people, with minds for detail. They have good memories, colorful
imaginations, and long attention spans.

OPEN ENDED
ADVENTURE '

COMPUTER ADVENTURES
Simplified versions of fantasy role playing games have been adapted

for the home computer, and are available on different computers. Although
there are many adventure games, published by several companies, in this
chapter we will deal with the games produced by Automated Simulations
(and distributed by Epyx) in Sunnyvale, California, mostly for the ATAR I
and Apple Home Computers. These games are: Temple of [fps/mi”: Date‑
storzes of Ryrzm, Mar/06’s Tower": Rescueat Rzgge/"Z The Curse of Ram, Upper
Rear/1e: 0f Apsfiaz'm,‘ He/flire W arrz'orm, The Keys to Acheronm, Danger in
Drz'lzdzktim, King Arthur’s Heir“ , Escapefrom Vulcan’5 Isle“, and others.
The first four of these adventure games are reviewed and analyzed in this
chapter.

THE NATURE OF AN
ADVENTURE

Almost all of the unstructured adventure games have several charac‑
teristics in common. They are as follows:

1) The adventure is based on a legend or story line.
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2) As player, you have a character with a given set of attrib‑
utes.

3) Your character travels in anunknown environment, often a
kind of labyrinth.

4) Your character carries weapons and other equipment.
5) Your character encounters monsters and other adversaries.
6) Your character acquires magical objects with special powers.
7) Your character searches for treasure and attempts to re‑

trieve it.

Before the adventure begins, the computer gives your character randomly
generated values for specific attributes. (In some cases, you can choose the
values of the attributes.) These attributes, given in values ranging from
three to 18, affect how well or poorly your character can accomplish certain
feats. The attributes are: a) strength (physical); b) constitution (health and
endurance); c) dexterity (reflexes, coordination, and eyesight); d) intelli‑
gence (ability to reason logically and express verbally); e) intuition (aware‑
ness and spatial perception), and f) ego (mental toughness and willpower).

In the documentation that accompanies game programs, the legend or
story line of the adventure is told. The story usually takes place hundreds of
years ago in anunknown, faraway land and isastruggle of good against evil.
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Perhaps some villainous creature has stolen some treasure, and the story
ends with the treasure still unfound. Your character will search for the lost
treasure.

PLAYING AN ADVENTURE
When your character begins the adventure, he (in the computer ver‑

sions of adventure games, the hero is always male) carries certain resources:
gold or silver pieces, weapons, one or two magic objects, and possibly a
healing substance. The character ventures into an essentially unknown en‑
vironment, the details of which exist only in the imagination of the player.
As the character explores the environment, heencounters monsters and has
to fight them to continue the adventure; the Character can flee, but the
mons te r will still be there when he returns. The character also searches for
hidden treasure and tries to escape with all of it. As player, you choose the
actions your character takes during the adventure. Through your character,
you can search for secret doors, magic weapons and special objects; you can
fight monsters in a variety of ways; you can heal yourself if wounded, or you
can recuperate if fatigued. You can grab treasure when you find it.

There are usually three or four different levels of play in the adven‑
ture. Levels increase in diHiculty‐‐‐in the number and kind of monsters en‑
countered, in the kinds of feats your character has to accomplish, and in the
rewards you can collect. In some games, if your character is killed he can be
resurrected by someone else coming across the body, but you must pay a
price for this resurrection. When your successful adventurer leaves the
game, hewill have acquired experience and wealth that he can carry into the
nex t game.

Temp le o f Apshai

Apshai was an insect god with knowledge acquired from dark and sor‑
cerous practices. His hive of giant insects once inhabited a cavern by the
sea, and exacted a tribute from the villagers of nearby Geb. Apshai’s insects
accumulated these treasures and constructed the Temple of Apshai inside
the giant cavern. The temple was eventually left ruined, but the treasure is
said to remain. Legend has it that people in search of the treasure have dis‑
appeared in the caverns of the Temple of Apshai. This is where you, the
player, come in.

In this game, the Innkeeper (the computer) determines your charac‑
ter’s attributes and gives him some silver pieces. Your character can then
purchase certain weapons and items to take along. In the adventure, your
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work. In playing this game, a child gains practice in holding several details
and conditions in mind while pursuing some specific goals. Also, the rooms
connect to one another, soaclever player can draw maps, either mentally or
on paper, of the entire temple.

Datestones of Ryn
Ryn is a proud duchy that houses its ceremonial regalia in a tower.

Ryn’s most valued treasure, the datestones of the ducal calendar, were sto‑
len by Rex the Reaver, a powerful robber barron, and his band of cutthroat
thieves. The thieves fled to some nearby foothills and hid in adark, danger‑
ous cavern. Your character mus t search the cavern to retrieve the date‑
stones and kill Rex the Reaver.

Datextonex of Ryn is a much shorter adventure than Temple of zips/mi,
containing only about 30 rooms to explore rather than 200 or so. Its playing
time is about 20 minutes. The main adversaries in Ryn are thieves, though
there are also wolves, bats and rats. The specific goal is to recover the
datestones, and an ex t ra goal is to find and kill Rex the Reaver (Rex is
worth more points than the datestones.)

What is Learned
Datestonex of Ryn is very much like Apt/mi except that it is a much

smaller game, has a specific goal and a definite time limit. The character
travels from room to r o om in the labyrinth, searching for treasure and
fighting foes. Again, some strategic thinking is required. It helps to develop
the ability to remember details, such as which monsters were in which
rooms. Map-making is one possible educational activity, since the rooms
connect.

Morloc’s Tower
Morloc is amad wizard whose towe r sits on ahill overlooking the vil‑

lage of Hagedorn. Legend has it that he was crazed by one of his own fire‑
balls. In his madness, Morloc is gradually destroying Hagedorn by burning
its buildings, one by one, with fireballs. No one has yet been able to stop
him, and soon Hagedorn will be nothing but ashes. Your character’s pri‑
mary task is to find Morloc and kill him. Secondarily, your character can
collect some of the magical treasure of the tower as he goes through the ad‑
venture.
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M o r l o c } Tower is a short game like Datestones of Ryn, though it is
much more complex. Morloc’s Tower is different from Apr/mi and Ryn in
that it is actually a puzzle. Solving it leads to Morloc himself, and the last
piece of the puzzle ishow to slay Morloc (difficult, since he’s awizard). The
tower is six stories high, with a total of 30 rooms to explore. The structure
of the tower remains constant, so it can be mapped exactly. Mapping it is
important to locating Morloc. Most of the magical treasure your character
encounters has certain functions that help him in the quest; he needs these
functions to succeed. You mus t deduce their functions from hints in the
story and throughout the game, and your character mus t use these items
properly. The appearance of monsters and traps and secret doors is incon‑
sistent, soyour character mus t beconstantly on his guard. (Actually, the in‑
consistency can befrustrating.) When your character does find Morloc, the
wizard might just vanish.

What is Learned

Solving the puzzle of Morloc's Tower requires that the players search
ou t hints, and use logic to deduce how the pieces of the puzzle fit together.
To succeed the player mus t develop a good short‐term memory to hold a
large number of details, and mus t be focused in his attention. It helps, too, if
the player actively uses visual imagination to envision how the tower is con‑
structed and how the magical items would function. One more benefit of
the game is that a player learns to think analytically in order to solve the
problem the puzzle presents.

Rescue at Rigel

Rescue at Rzge/ is also a fairly short adventure (like Datestones of Ryn
and Mar/06’ ; Tower), but it is different from all three of the games described
sofar in that it is set in the space age rather than in antiquity. The game is
based on science fiction instead of legend or myth. Magic is replaced by
technology; sword and shield are now blaster, powergun and force fields.

In Rescueat Rzgel, t en research scientists are being held captive by the
alien race, the Tollah, on an asteroid base which orbits the planet Rigel.
The captives are treated like laboratory subjects, inspected and probed, at
the will of the Tollah. The character in this adventure mus t search through
the 60‐room complex to find the prisoners; each is held captive in adifferent
room. He mus t rescue the ten scientists by transporting them back to the
spaceship, then get himself ou t of the Tollah base alive.
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The Adams adventures are intended for one player, age 12 and up,
though kids often share the playing. The games are written entirely in tex t
on the computer screen. The newest versions have graphics. Game 1, Ad‑
ventureland”: is the easiest to play. Succeeding games in the series are pro‑
gressively more difficult. Later games in the series have more complex
situations, a greater number of objects to manage, and require more strate‑
gic and divergent thinking in order to succeed.

At the beginning of each adventure, a set of simple instructions gives
you the general rules of the game. At any time during the game, you can
QUIT playing, SAVE the game, ask for your SCORE of acquired treasure,
TAKE items in the environment, and INVENTORY your possessions.
You can ask for HELP if you get stuck. The HELP command gives you
additional clues or instructions. As the adventure begins, you are in a fan‑
tasy environment, described on the screen. You are told what items are visi‑
ble and which directions you can choose to move ahead. Then you must tell
the computer what to do.

Adventureland
When you load the first game of the Adams’ series, Adventureland,

you see the following message. Pay attention, these comments are the only
directions you get.

This program wil l allow you to have anADVENTURE without ever
leavingyour armchair! You’llfindyourselfin a strange new world You’l l
beable to examine,get andotherwisemanipulate the objectsyoufindthere.
You7/also beable to travelfrom location to location!
I ’ l l beyourpuppet in this ADVENTURE. You command mewith 2
word, ENGLISHsentences. I dohave over a 120wordvocabulary, soIf
a worddoesn’t work, try another.
Some words I usually know are: HELP, QUIT, SCORE, INVEN‑
TORY, SAVE GAME. Now hit return.
When you press the RETURN key, you see this:
I ’m in aforest. Visible items:
Trees
Some exits are: North South East West
A voice BOOOOMS out:
Welcome to Adventure number: 1
“ADVENTURELAND , ” I n this Adventure, you’re t ofind *TREA‑
SURES"‘ andstore them away. To see how wellyou’re doing say:
“SCORE”
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treasure chest, and a parrot. The chatty parrot gives you clues about where
to find things and what to do. Eventually, you find a cave with lumber and
tools and you build your ship. The pirate, lured by the r u m you carried from
the flat in London, sails with you to Treasure Island. You find lots of trea‑
sure, but you must figure o u t how to get home again with all the treasure,
without the pirate, and still alive.

What is Learned

Pirate’sAdventurer" requires some of the same kind of logical thinking
asAdventure/arm: but it also needs abit more creative thinking. It is tempt‑
ing to bypass the crackers, for example, but if you approach the adventure

“playfully and with your mind in the lore of piracy, you know there must bea
parrot somewhere who will appreciate those crackers (and whose coopera‑
tion and information you might win with the crackers). Also, you have to be
inventive enough to think about looking behind the bookcase, even without
clues for doing so, or you will never get on with the adventure.

In this adventure, asin the others aswell, you’re involved with story‑
telling. Pirate stories have long been favorites among kids (and adults, too),
and this story adds modern elements (the flat in London, sneakers), and
mystery (secret passageway and magic word), to the story. You must be re ‑
sourceful when using the objects you have acquired and in gathering materi‑
als to build your ship.

DISCUSSION
In the Adams’ adventure games, you exercise problem‐solving skills.

The games are “thinking games” that present puzzles of logic to besolved
in the course of the adventure. You must be analytical and you can’t let any
detail pass. For example, when you are bitten by chiggers in the swamp of
Adventure/and, you m u s t figure o u t what to do to keep from dying from the
chigger bite before you complete the adventure. It helps, too, if your think‑
ing is divergent; that is, if you are able to put things together in ways that
seem unlikely, but ultimately are successful.

Playing an adventure game demands patience and persistence, or the
game can become afrustrating experience. There are places where no clue
seems evident to the n e x t action, and you are going in circles without
progressing in the adventure. At these points, it helps to be creative aswell
aspatient.

There is an order and a logic to the games. You need the right tool or
the right cure, at the right time, and you m u s t know how to apply it. You
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different levels of difficulty, making it challenging for every member of the
family. Estimation and measuring using a ruler or liquid measure, are also
areas of math where the computer will be of assistance to everyone.

The computer is most helpful in simulating scientific experiments. Not
many of uscan (or would want to) take our families into anuclear reactor to
learn how it functions. Yet this can be done safely on a home computer.
Many other types of experiments can be done with a simulation program,
right in your living room, without requiring expensive equipment or agreat
deal of time.

“I had a mcl fdown in t h e r‘eatd‘or‘ c o r e last
night, b u t it was OK. I Just turned 0-9? The computefi"

One simulation, Oregon Trail (Computer Using Educators Softswap),
allow you to re‐create a pioneer trip from Missouri to Oregon over the Ore‑
gon Trail in 1849. Decisions are made about spending money, hunting, and
what to do about marauding Indians and other trials the early settlers faced.
A more modern simulation involves being trapped on top of Mount Saint
Helens (Volcano, C.U.E., Softswap Library). Decisions mus t be made to
get safely back to civilization; again, your family can make all necessary de‑
ClS lonS.

There are literally hundreds of educational, entertainment and busi‑
ness programs available.
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We decided to go one step further, so you will also see the Buy a
Schoolfor Your Home authors’ “Hal l of Fame” programs. These are games
that both appealed to the playtesters, and me t our criteria for programs that
deserve to be in a school in your home. (In case you are wondering, we
looked at ease of instruction, game content and technical quality. Some of
the things we asked were: did the program allow the player to teach himself
or herself; was it tolerant of mistakes; was there variety and different levels
of play; was it artistically pleasing; did it give appropriate feedback; could
the learning becarried over to other areas; and was there ahigh degree of
interaction, rather than merely passive instruction? On top of that we tried
to decide if the program had that elusive quality we called “F UN,” which
would hook the user into playing it again and again.)

There are a few programs that appealed to ou r playtesters and were
given 3 WOW ! rating, but are no t Ha l lof Fame programs. This in no way
takes away from the programs’ merits; they just did no t happen to mee t o u r
criteria.

In a very short time, software will offer much more in the way of con‑
tent, graphics and user-challenge. The home computer field is still in its in‑
fancy, but we believe it will n o t be long before software begins to mee t its
exciting potential.

THINGS MOTHER NEVER
TOLD YOU

Most of ou r adult playtesters were new to computers. They volun‑
teered to assist us both to help their children or students, and asa way to
learn more about these newfangled machines themselves.

What these newcomers taught us was that there are three or four
points software publishers often fail to mention‐things people without
prior computer experience would have no way of knowing. Since these
items of information were socommonly lacking in documentation, we de‑
cided to list them here, rather than repeating them again and again in the
reviews.

1) A BASIC cartridge is often required. Programs are written
in different computer “languages.” The computer recog‑
nizes, and will take directions, in many forms‐or lan‑
guages. If a program happens to be written in something
called BASIC (and perhaps half these programs are) then a
BASIC cartridge is needed before the program will run.
These cartridges usually come with the ATARI Computer.
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Good

Average

Poor

The Pits

Unknown
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Block Buster
by APX

Grade Level and Type

Recreational Preschool | : ]
Educational Elementary

Requirements

Disk Cassette Cartridge El
BASIC Cartridge | : l Joystick | : ] Paddle El

How They Rated It

Ki 5 Adults
Instructions F C
Content F C
Technical Quality F B

Comments:
Block Buster is acube puzzle and problem solver. It can help solve the

mystery of the Rubik’s Cube by allowing the player to View all sides of the
cube at once, program sequences of moves that can be invoked with a single
command, and instantly reset the cube. Moves can also be timed and
counted. The game is suggested for one player, age nine and older.

The graphics are well done, and could possibly aid in spacial percep‑
tion. Block Buster has merit, but was abit too difficult, and thus frustrating,
for our nine‐ and ten-year‐old playtesters. We would recommend it for jun‑
ior high and older.
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Energy Czar
by Atari, Inc.

Grade Level and Type

Recreational Preschool E]
Educational Elementary

Requirements

Disk El Cassette Cartridge E]
BASIC Cartridge Joystick | : ] Paddle E]

How They Rated It

Ki 5 Adults
Instructions A D
Content A D
Technical Quality A C

Comments:
Although no t the latest game on the market,Energy Czar is one of the

most timely. As newly appointed “Energy Czar” of the United States, the
player mus t solve the energy crisis. To do this he or she must address the
problems of energy sources, inflation, etc. This is a serviceable model to
View complex consequences of actions.

The adults were unanimous in their feelings that the game was well
intentioned but too complicated. The kids did n o t seem to mind if they
missed all the details. Graphics are well done.



















































Math Facts ‑
Leve l " !
by T.H.E.S.|.S.

Grade Level and Type

Recreational 1 : ! Preschool | : ]
Educational Elementary

Requirements

Disk :1 Cassette Cartridge El
BASIC Cartridge Joystick E] Paddle | : |

How They Rated It

Ki 5 Adults
Instructions A C
Content B C
Technical Quality B C

Comments:

Mat/z Facts‐Level I I Iis a self-paced instructional program. Units in‑
clude addition (two and three columns, carrying) and subtraction with bor‑
rowing. Feedback is especially good in that the program is encouraging and
nonjudgmental. Players are first shown examples of how to solve the equa‑
tions.

This program has much merit, and just misses top marks all the way
around. Areas that could be improved: the program is annoyingly slow,
sometimes the numbers are hard to read. The “cosmic creature” who
stomps his foot waiting for your answer is cute at first, but can easily get on
your nerves. It might be an even more valuable exercise if students make
the decision themselves as to borrow or n o t borrow, carry or n o t carry.
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Presidents of
the U.S.
by APX

Grade Level and Type

Recreational | : | Preschool 1:
Educational Elementary

Requirements

Disk Cassette Cartridge I:
BASIC Cartridge Joystick I: Paddle El

How They Rated It

Ki 5 Adults
Instructions F B
Content F D
Technical Quality C D

Comments:
Most elementary schoolchildren (and a lot of parents) only have a

sketchy knowledge of o u r country’s presidents. This program teaches the
names of all the presidents and gives four clues, including the dates of oflice.
Students can choose to play multiple choice or fill-in-the‐blank. As with
m o s t of these games, the computer will accept only the cor rec t spelling of
the name. It is n o t necessary to go through all the names if you want to re ‑
start the program. Parents suggested better clues would help the program.
Children felt the computer could be put to better use than just memoriza‑
tion of presidential succession.



Protector II
by Synapse Software

Grade Level and Type

Recreational Preschool E]
Educational El Elementary

Requirements

Disk Cassette Cartridge
BASIC Cartridge E] Joystick Paddle [ : 1

How They Rated It
Ki s Adults

Instructions B C
Content A D
Technical Quality B C

Comments:
There is a Protector, but Protector II is the improved version. Accord‑

ing to o u r arcade‐type game aflicionados, there IS a difference. This one is
far superior. The object of the game is to transport 18 people from a city
under attack by the Fraxullan Slimehordes (most space games seem to have
imaginative character names) beyond Dragonmaw (the volcano of death) to
the City of New Hope, and then to the Verdann Fortress. Of course, there
are assorted hindrances and obstacles along the way. The kids enjoyed it,
especially the story line and graphics.
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Spelling Genie
by APX

Grade Level and Type

Recreational Preschool | : |
Educational Elementary

Requirements

Disk Cassette Cartridge I:
BASIC Cartridge Joystick El Paddle El

How They Rated It

Ki s Adults
Instructions C C
Content C B
Technical Quality C C

Comments:
You probably never realized the variety of ways spelling games could

be played until Spelling Genie came along. A player can learn from nine
word lists, or can type in his or her own words. (This option could even help
with foreign language vocabulary.) One or t w o players can play.

With Spelling Genie you can unscramble mixed up words, spell a word
that flashes on the screen for a mere instant, figure o u t aword with missing
vowels, or activate a whizzing target to spell words quickly. There is even a
“tournament option” in which you can play all the options without stopping
between games. (SEE Spellbound)
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Word Maker
by APX

Grade Level and Type

Recreational Preschool E]
Educational Elementary

Requirements

Disk Cassette Cartridge | : |
BASIC Cartridge Joystick Paddle [ : 1

How They Rated It

Ki s Adults
Instructions A C
Content A C
Technical Quality C B

Comments:
W0rdMaker offers friendly and educational spelling competition. Al‑

though aimed at grades first through third, one teacher said she could use it
“up to remedial high school level.” The game is easy to learn and can be
played by one or two players. Several children and parents were frustrated
by the difficulty in using the joystick. One teacher felt it didn’t exercise
verbal ability “nearly asmuch asit exercised the ability to manipulate the
joystick.” However, he w e n t on to say Wordmaker was useful in helping
kids to develop strategies, and “any time kids play with words and letters,
it’s a good thing.”

The authors suggest it would be a better game if the letters were
spread out, aspeed index put in, and the dictionary of reference shown. The
computer bought B O T asan acceptable word.
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NEVADA

SOUTHERN NEVADA
ATA R I COMPUTER
CLUB (SNACC)
Richard Rowland, Secretary
7408 Walnut Creek
Las Vegas, NV 89117
702 739‐7488 (W)
702 876‐9231 (H)
Don Messenger, President

NEW HAMPSHIRE

N E W HAMPSHIRE
ATA R I COMPUTER
CLUB
Paul Johnson, President
P.O. Box 5288
Manchester, NH 03108

NEW JERSEY

JERSEY ATA R I COM ‑
PUTER GROUP
Richard Kushner, President
58 Dewey Avenue
High Bridge, NJ 08829
201 582‐4794 (W)
201 638‐8732 (H)
201 377-4084 (BBS)

NEW YORK

ATA R I STAR USERS’
GROUP
Richard S. Abramson, Presi‑
dent
915 Oak Lane
North Woodmere,
NY 11581
212 486‐5870 (W)
212 791‐1156 (H)

CAPITAL DISTRICT
ATA R I COMPUTER
ENTHUSIASTS
Richard Paniccia, President
2279 Nelson Drive
Schenectady, NY 12309
518 382‐3330 (W)
518 346-5542 (H)

NORTH CAROLINA

ATARI COMPUTER
USERS’ SOCIETY OF
FAYETTEVILLE
Sam Carter, President
P O . Box 1117
Fayetteville, NC 28302
919 483‐2222 (W)
919 485-5180 (H)

PIEDMONT TRIAD
ATA R I USERS’ GROUP
Francine A. Strayhorn, Trea‑
surer
6104 Knight Road
Greensboro, NC 27410
919 294-6920 (H)



























APPENDIX E ‐Compu t e r
Networks

Here is abrief (by necessity) list of timesharing and/or data base com‑
panies and their telephone numbers:

Compuserve 800 848-8990
Dialog Information Service 800 528-6050
Dow Jones 800 257-5114
Knowledge Index 800 858-3796
Telenet 800 336‐0437
Timenet 800 336-0149
Westlaw 612 228-2500

Directory of Online Databases
Cuadra Associates
2001 Wilshire Blvd., Suite 305
Santa Monica, CA 90403

The above is a comprehensive directory of database services. The
over-1600 entries include money market services, toxicology, restaurant
guides, social services, barter services, consumer surveys, currency ex‑
change rates, and wine libraries, just asa sample.
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Appendix G

Public Domain Software
EDSEL
c/o Stanford Avenue School
2833 Illinois Avenue
South Gate, CA 90281

H O M E Computer Library
Dept. B
1469 Rosena Avenue
Madison, OH 44057

Libraries Unlimited, Inc.
P.O. Box 263
Littleton, CO 80160

Microcomputer Software Exchange
c/o Steven L. Snover
Department of Mathematics and Computer Science
University of Hartford
West Hartford, CT 06117

C.U.E. Softswap Library
San Mateo County Office of Education
333 Main Street
Redwood City, CA 94063

Young People’s Logo Association
1280 Hillsdale
Richardson, TX 75081
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