DOCUMENT RESUME

ED 299 022 PS 017 528

AUTHOR Buckleitner, Warren

TITLE 1988 Survey of Early Childhood Software.

INSTITUTION High/Scope Educational Research Foundation,
Ypsilanti, Mich.

REPORT NO ISBN-0-93-1114~-32-2

PUB DATE 88

NOTE 155p.

AVAILABLE FROM High/Scope Press, 600 North River Street, Ypsilanti,
MI 48198 ($20.00).

PUB TYPE Guides - Non-Classroom Use {(055) -- Computer Programs
\101) -- Book/Product Reviews (072)

EDRS PRICE MF0l1 Plus Postage. PC Not Available from EDRS.

DESCRIPTORS ¥XComputer Software; Computer Software Reviews;
Computer Uses in Education; Early Childhood
Education; XInstructional Material Evaluation;
¥Microcomputers; Selection; XYoung Children

ABSTRACT
This book reviews over 250 computer programs oriented

toward the three~ to six-~year age range. Each program has been

screened with checklists designed to rate such factors as ease of
use, content strength, instructional design, and developmental
appropriateness. The opening section contains an alphabetical list of
all the software titles covered, and an illustrated guide to
understanding the ratings given to each program. A "scan" page
summarizes general statistical information about the survey,
including how many programs are available for each kind of computer,
how many employ a joystick, and how many require a color monitor. The
second section consists of alphabetically arranged program
descriptions, which include a narrative description, numerical
ratings, and a sample screen picture for each program. Practical
information, such as retail price and the computer and equipment
needed to make the program work, is provided for each program. The
third section contains the seven-page form used to evaluate the
programs, and an explanation of how numerical ratings were
calculated. Appendices answer common questions about software

| producers, ccntent areas, number of titles in conceptual areas,

| programs for different computer brands, and the meaning of terms.

| (RH)

\

|

|

|

|

|

\

)

|

£3.333.333333333333333333333333333333333333333333333333333333.33333333333.33
* Reproductions supplied by EDRS are the best that can be made *

| % from the original document. *
; $3333333333333333333330¢33133333333333333333333333133333333333333333383¢%

O




1988 SURVEY OF EARLY CHILDHOOD SOFTWARE

ERIC o



1986 SURVEY OF EARLY
CHILDHOOD SOFTWAPZ

by
Warren Buckleitner

THE HIGH/SCOPE PRESS
A Division of the High/Scope Educational Researcn Foundation




Copynight € 1988 by the High Scope Educational Research Foundaton. 600 N River St Ypsianti, Mi 48198 4t rights
reservec No part of this work may be reproduced oi transmitted in any form or oy Gy rmeans, electronic or mechanical

including photocopying and recording or by any information storage or refr.. 42! system without permission in writing
from the publisher

Editor Marge Senninger
Cover Design Susan Skarsgard

The folloving names are used throughout the 1988 Survey of Early Chidhood Software and are registered trademarks of
the companies indicatea

Apple Computer Company Apople Il lle lic, IGS. Maciniosh Imagewriter Imagewriter i}
Atan. Inc Atan 400, 600 SE

Borg-Warner Educational Systems Ufonic voice system

Commaodore Business Machines PET.C64/128. Amiga Vic-20

Dunamis Coip PowerPad. WonderWorker

Internationai Business Machines, inc  IBM Personal Computer

Tandy, Inc Radio Shack TRS-80 Models

Street Etectronics Corp  Echoll 1+ Hib Cricket

Sunburst Communications, Inc - Muppe! Learniri Keys

Personal Touch Corp  Touch Window

ISBN0-93-1114-32-2

Prrted in the United States of Amerca

S,
Ne

ERIC

Aruitoxt provided by Eic:




Introduction 1

1 Using the Survey 3

Index of Software Titles 4
Guide to the Software Descriptions 10
Scan of Software Descriptions 14

2 Software Descriptions 15

3 Evaluation Process 113
Early Childhood Software Evaluation Insirument 114
Calculation of a Component Score 121
Appendix 1: Early Childhood Softwcre Producers 123
Appendix 2: Software Listing by Content Area 127

Appendix 3: Tally of Software Titles
by Conceptual Area 135

Appendix 4: Software Listing by Computer Brand 137
Appendix 5: Glossary 149

(o




INTRODUCTION

Welcome w the 1988 Surs ey of Early Childhood Soft sare! Now in its fourth year. the Surtey is the
result of our extensive and continuing study of « 'mputer programs for young children. 1ts designed to assist
parents. teachers, and carly childhood educators in finding developnientally appropriate softw are for children
aged three to si1x years.

This year's Survey . whicl. is available in esther book or disk~ form, reviews 286 programs. These are
primanly programs for the Apple. C64. IBM. and Atari computers. Each program 1s described and given
ratings based on 1ts (1) user friendliness. (2) educational value. and (3) instructiondi design. Arn overal! rating
i> given as well. Other components of the Survey include « list of names and addresses of softw are producers.,
d glossary . the rating forms used in evaltating the softwarz, and a vanety of listings of the software titles —
by content arca. by overall rating. and by computer brand.

A glance at the Survey shows there’s a wide range of softw are av ailable for young childrer — every-
thing from drill-and-practice activities to open-ended prozrams that stimulate creative artwork and language
— but a glance at the ratings show s how widely the quality of this softw are varies. Experts agree that soft-
ware that Is casy to use. strong in content. and designed with the special qualities of a young child in mind is
the hey to children’s enjoyment and learnirg at the computer. Not all that we've seen is appropriate by these
meadsures, but we are happy to report that there’s plenty of good software available for most popular com-
puter models and that since last year's Surve) . the softw are for young children has gotten better.

Why is High. Scope reviewing computer software? Since 1962, the High, Scope Educational Research
Foundation has been studying and supporting the development of young children. During the late 1970s. we
began to explore the use of computers with young children. and since that time. the High. Scope Foundation
has becn carefully integrating computer technology into the carly childhood curniculum at its demonstration
school in Ypsilanti. Michigan. The result is that today s visitor sees young children at our school using com-
puters 45 routinely as they use blocks and art materials. These years of experience have taught us that the suc-
cess of computer-based learning for young children depends on (1) the quality of the overall preschool or kin-
dergarten curriculum. (2) the quality of the computer software, ¢nd (3) the softw are’s match with the goals of
the curriculum. Publishing these software reviews is one way we can share our experience with others who
arc looking for quality in young children’s software .

High 'Scope. a nonprofit organization, receives no fees or monetary consideration from either pub-
lishers or distributors for reviewing their software Our work 15 supported by grants where possible and by
subscriber fees for our services and publications

For information about Key Notes (our monthly computer newsletter for early childhood educators ). or
about our training workshops (which include hands-on eaperience with the software in this Surve:, ). write to
the High/Scope Press. 600 North River Street. Ypsilanti. Michigan 48198, or phone (313) 485-2000.

*Disk form consists of AppleWorks files and requires an Apple He. I, or HGS computer (128K). a disk
drive:, and AppleWorks software ($20 00).
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USING THE SURVEY

This chapter contains (1) an alphabetical index of softv.are
titles. indicating the page numbers of the progr un descriptions
in Chapter 2:(2) a guide to interpreting the so*tware descriptions
in Chapter 2: and (3) a computer scan. or summary . of Survey
information.
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INDEX OF SOFTWARE TITLES

Title Company Date Page
ABsCenes Compu-Teach 1984 16
Adventures in Space Scandura Traming Systems 1983 16
Adventures of Dobot, The Educationai Activities 1986 16
Adventures of Jimmy Jumper ECS 1986 17
Alice in Wonderiand HRM Software 1985 17
Alien Counter & Faceflash Millaen Pubiishing Co 1982 17
Alpha Build Spinnaker Software Corp 1984 18
Alpha Teach Aquarius 1982 18
Alphzbet Arcade, The PDi Software 1983 18
Alphabet Circus DiM 1984 19
Alphabet Song and Count Edusoft 1983 19
Alphabet Sounds Data Command 1984 19
Aiphabet Zoo Spinnaker Software Corp 1983 20
Alphabetization Sequence Miliiken Publishing Co 1980 20
Alphabots D C Heath & Company 1985 20
Alphaget Alphaphonics 1982 21
Animal Hotel Learning Technologies Inc 1985 21
Animal Photo Fun DLM 1985 21
Arithmatic Compu-Teach 1983 22
Arithmatic Critters MECC 1986 22
Astro’s ABCs Alphaphonics 1984 22
Astro-Grover CBS Software 1984 23
Beginner Reader Scandura Tramning Systems 1983 23
Beginning Counting MicroEd Inc 1987 23
Beginning Reading Skilis MicioEd. Inc 1986 24
Best Electronic Word Book Ever! Mindscape. Inc 1985 24
Big Bird's Funhouse CBS Software 1684 24
Big Bird’s Special Delivery CBS Software 1984 25
Bike Hike lLearning Technologies inc 1985 25
Bird’s Eye View Hartley Courseware Inc 1987 25
Body Awareness Mindscape. Inc 1983 26
Bouncy Bee Learns Letters 1.0 IBM Educational Systems 1985 26
Bouncy Bee Learns Words 1.0 IBM Educationai Systems 1985 26
Bremen Town Musicians Troil Associates 1987 27
Build a Book About You Scarborough 1985 27
Bumble Games The Learning Company 1982 27
Castle Clobber Nindscape Inc 1985 26
Cat 'n Mouse MinaPlay 1984 28
Charlie Brown’s 1-2-3's Random House Sofiware 1985 28
Charlie Brown’'s ABC's Random House Sofiware 1984 29
Color Find ECS 1985 29
Color Me Mindscape. Inc 1986 29
Colors and Shapes Hartley Courseware Inc 1984 30
Come Play With Pockets World Book Inc 1984 30
Comparison Kitchen DLM 1985 30
Conseivation and Counting Hartley Courseware inc 1985 31
Copycats: ABC for Micro & Me! Educational Activities 1984 31
Cotton Taies MindPiay 1987 31
Counters Sunburst Communications Inc 1983 32
Counting MECC 1983 32




INDEX OF SOFTWART TITLES

Title

Company Date Pags
Counting Microkd Inc 1984 32
Counting Critters Mindscape. inc 1987 33
Counting Critters 1.0 MECC 1985 33
Counting Skills Aguanus People Matenals 1984 33
Country Combo M ro Power & Light 1982 34
Creature Creator Designware Inc 1983 34
Critter Count Aquarius 1982 34
Delta Drawing Spinnaker Software Corp 1983 35
Developing Language Skills Intellectual Software 1983 35
Dinosaurs Advanced ldeas. Inc 1084 35
Diskovery Adding Machine Inteitectua, Software 1984 36
Niskovery Take Away Zoo Inteilectual Sofiware 1984 36
Dr. Peet’s Talk/Writer Hartley Courseware. Inc 1986 36
Dr. Seuss Fix-Up . . . Puzzler CBS Software 1985 37
Ducks Ahoy CBS Software 1984 37
Early Childhood. .. Program Educational Activities 1983 37
Early Elementary| Compu-Tations 1982 38
Early Elen.entary li Compu-Tations 1981 38
Early Games Spr.agboard 1984 38
Larly Learning Friends Spinnaker Software Corp 1985 39
Early Math MicroEd. Inc 1987 39
Early Skilis Hartley Courseware. Inc 1986 39
Easy as ABC Springboard 1984 40
Electronic Crayon Series Polarware/Pengu n Scftware 1986 40
Ernie’s Big Splash CBS Software 1985 40
Ernie’s Magic Shapes CBS Software 192 41
Estimation Lawrence Hall of Science 190 41
Explore Your World: The Weather Groler Eiectronic Publishing, 1985 41
Exploratory Play PE AL Software 1985 42
Explore-a-Story: A Grezt Leap D C Heath & Company 1988 42
Extrateletactograph, The DIL International 1986 42
EZ Logo MECC 1985 43
Facemaker Spinnaker Software Corp 1982 43
Facemaker Golden Editiop Spinnaker Software Corp 1986 43
Fantastic Animals Firebird Licensees Inc 1985 44
F.rst Encounters Educational Activities 1983 44
First Letter Fun MECC 1985 44
First Letters and Words First Byte. Inc 1987 45
First Numbers: First Words Educationai Activities 1984 45
First Shapes First Byte !nc 1987 45
First Steps to Reading Grolier Electronic Puplishing 1985 46
Fish Scales DLM 1985 46
Floppy: Letters & Numerais Fioppy Enterprises 1983 46
Floppy: Match-ups in Mazes Fioppy Enterprises 1984 47
Floppy: Printing Practice Floppy Enterprses 1983 47
Floppy: Same and Different Floppy Enterprises 1983 47
Floppy: What Is Missing Floppy Enterprises 1483 48
Flying Carpet, The Learning Technologies Inc 1985 48
Fruit Tree/Gumball BeCi Software 1983 48
Fun From Ato Z MECC 1985 49

-7

-4




INDEX OF SOFTWARE TITLES

Title Company Date Page
Fun With Directions Mindscape, Inc 1984 49
Fun With Letters and Words Wescott Software 1987 49
Fun With Memory Wescott Software 1987 30
Fun With Numbers Wescott Software 1987 50
Gertrude’s Secrets The Learning Company 1982 50
Getting Ready to Read and Add Sunburst Communications, inc 1984 51
Grabbit Factory, Tha D C Heath & Company 1883 51
Grandma’s House Spmnnaker Software Corp 1982 51
Grover’s Animal Adventures CBS Software 1985 52
Grownup and Small Mindscape, inc 1987 52
Happy Birthday, Pockets World Book, Inc 1984 52
Hodge Podge Artworx 1982 53
How to Weigh an Elephant Learning Technologies inc 1985 53
I Can Count Troll Assoclates 187 53
| Love My Alphabet First Star Software 1984 54
Introduction to Counting EduWare 1981 54
I¥’s No Game Educational Activities 1986 54
Jack and the Beanstalk HRM Software 1985 55
Jar Game & Chaos, The Milliken Publishing Co 1982 55
Jr. Typer Aquarwus People Matenals 1985 55
Juggle’s Rainbow The Learning Company 1982 56
Keytalk P E AL Software 1987 56
Kid's Stuff Stone & Associates 1984 5o
Kids on Keys Spinnaker Software Corp 1983 57
Kidwriter Soinnaker Software Corp 1984 57
Kinder Koncepts MATH Midwest Software 1985 57
Rindercomp Spinnaker Software Corp i982 58
Kindercomp Golden Edition Spinnaker Software Corp 1986 58
Kindermath il Hougnton Mifflin 1988 58
Knowing Numbers Mindscape. Inc 1983 89
Koala Pad Graphics Exhibitor PTI/Koala Industries 1983 59
Language Aquarnus People Matenals 1984 59
Learning About Numbers C&C Software 1083 60
Learning Line, The D C Heath & Company 1983 60
Learning the Alphabet MicroEd, inc 1987 60
Learning With Fuzzywomp Sierra On-Line 1984 61
Learning With Leeper Sierra On-Line 1983 61
Let's Go Fishing Learning Technologies. Inc 1985 61
Letter Games Istand Software 1982 62
Letter Recognition Hartiey Courseware. Inc 1983 62
Letter-Go-Round CRBS Software 1984 62
Letters and First Words C&C Software 1984 63
Letters and Words Mindscape. Inc 1983 63
Lion's Workshop Learning Technologies. inc 1985 63
LOGO Power Mindscape. Inc 1686 64
Magic Crayon C&C Software 1983 64
Magic Slate Sunburst Communications. Inc 1984 54
Magic String, The Troll Associates 1985 65
Make a Match Springboard 1984 65
Many Ways to Say ! Love You Mindscape. Inc 1985 65




INDEX OF SOFTWARE TITLES

Title Company Date

Mary Marvel. . . Costume Bali DIL International 1986 66
Mary Marvel. .the Garden DiL !nternational 1986 66
Mask Parade Springboard 1984 66
Match-On-A-Mac Teach Yourself by Computer 1986 67
Math and Me Davidson and Associates 1987 67
Math Facts Level 1 THESIS 1980 67
Math Magic MindPlay 1984 68
Math Maze D C Heath & Company 1983 68
Math Rabbit The Learning Company 1986 68
Math Sequences Milliken Pubiishing Co 1985 69
Maze-o D C Heath & Company i985 69
Memory Buildir.g Biocks Sunburst Communications, inc 1986 69
Memory Master Stone & Associates 1985 70
Micro-LACS Laureate Learning Systems 1984 70
Milk Bottles Island Software 1982 70
Money Works MECC 1987 71
Monkey Math Artworx 1983 71
Moptown Parzade The Learning Company 1981 71
Muppet Word Book Sunburst Communications. Inc 1986 72
Muppets On Stage Sunburst Communications, Inc 1984 72
Muppetville Sunburst Communications, 'nc 1986 72
Music Lawrence Hall of Science 1984 73
Music Maestro Springboard 1984 73
Music Readiness Sterling Swift 1984 73
My ABC’s Paperback Software 1984 74
My Book BeCi Software 1984 74
My Letters, Numbers, and Words Sto~e & Associates 1983 74
My Words Hartley Courseware, Inc 1987 75
Not Too Messy, Not Too Meat D C Heath & Company 1988 75
Notable Phantom, The DesignWare 1884 75
Now You See It, Now You Don’t Sunburst Communications, Inc 1987 76
Number BeCi BeCi Software 1983 76
Number Farm DLM 1984 76
Nuinbess Lawrence Hall of Science 1984 77
Observation and Classification Hartiey Courseware, Inc 1985 77
Odd One Out Sunburst Communrications, Inc 1983 77
Ollie and Seymour Hartley Ccurseware Inc 1984 78
One Banana More Data Command 1984 78
Ordering/Seatiencing Aquarius People Materials 1984 78
Paint With Words MECC 1986 79
Pals Around Town CBS Software 1985 79
Path-Tactics MECC 1986 79
Patterns and Sequences Hartley Courseware, Inc 1984 80
Peanuts Maze Marathon Random House Software 1984 80
Peanuts Picture Puzzlers Random House Software 1984 80
Peter and the Wolf Music Spinnaker Software Corp 1985 €1
Peter Rabbit Reading Sptnnaker Software Corp 1985 81
Picture Dictionary D C Heath & Company 1985 81
Picture Perfect MindPlay 1984 82
Pictures, Letters, and Sounds Hartiey Courseware, Inc 1986 82




INDEX OF SOFTWARE TITLES

Title Company Date Page
Play Together Learn Tugether Gisher Electronic Publishing 1985 82
Pockets and Her New Sneakers World Beok ing 19€4 83
Pockets Goes on a Pichic World Book, Inc 1984 83
Pockets Goes ¢« vacation World 300k, I 1984 83
Pockets Goes 1o the Carnival World Book, Inc 1984 84
Pockets | eads the Parade World Book, inc 1984 84
Preschool Fun THESIS 198C &4
Preschool IQ Builder | #Di Software 1982 85
Preschool 1Q Builder Il PDI Software 1984 85
Primary Editor 1.0 IBM Educational Systems 1982 85
Pussin Boot Island Software 1982 86
Puzzle Master Sr.nngboara 1884 86
Rabbi Scanrer, The ECS 197 86
Race the Clock MindPlay 1€ 4+ 87
Rainbow Painter Springboard 1984 87
Reader Rabbit The Learning Company 1984 87
Reading Comprehension: Lev. 1 Heughton Mifflin 1988 88
Reading Helpers Houghton Mifflin 1986 &8
Reading Machine, The SouthWest EdPsych Services 1982 88
Reading Readiness £MC Publishing 1982 89
Reading Starters Houghton Mifflin 1986 89
Representationa; Play P E AL Soitware 1985 89
Rhyming to Read Grolier Electronic Publishing 1985 90
Rumpelstiltskin Troil Associates 1987 90
Same or Different Learnin) Technologies. Inc 1985 90
Shape & Color Rodeo OLM 1984 91
Shape Games BeCi Software 1983 91
Shapes & Patterns Mindscape, Inc 1984 91
Shutterbug’s Patterns Learning Technologtes. Inc 1985 92
Shutterbug’s Pictures Learning Technologies, Inc 198, 92
Simon Says Sunburst Communications. Inc 1987 92
Size and Logic Hartiey Courseware inc 1984 93
SocPix American Guidance Service 1985 93
Sound ldeas: Conscnants Houghton Miffiin 1986 93
Sound 'deas: Vowels Houghton Miffiin 1986 94
Sound ldeas: Word Attack Houghton Miffiin 1987 94
Sound Tracks MECC 1984 94
Space Chase EMC Publishing 1984 95
Space Waste Race < ~burst Communications, inc 1984 95
Spaceship Lost Educatioral Activities 1984 95
Spatial Relationships Aquarius 1982 96
Spellicopter Designware 1983 96
Spelling and Reading Primer EduWare 1982 96
Spelling Bee, The Troll Associates 1985 97
Starting Out: Set 1 NTS Software 1980 97
Stickers Springboard 1984 97
Stickybear AcC Weekly Reader Software 1982 98
Stickybear Math Weekly Reader Software 1984 98
Stickybear Numbers Weekly Reader Software 1982 98
Stickybear Opposites Weekly Reader Software 1983 99
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INDEX OF SOFTWARE TITLES

Title Ccmpany Date Page
Stickybear Printer Week.v Reader Software 1985 99
Stickybear Reading Weekly Reader Sofiware 1984 99
Stickybear Shapes Weekly Reader Software 1983 100
Stickybear Town Builder Weekly Reader Software 1984 100
Stickybear Typing Weekly Reader Software 1985 100
Story Machine Spinnaker Software Corp 1982 101
Surrounding Patterns Strawberry Hill Software 1985 101
Sweet Shop, The D C Heath & Company 1983 101
Talk About a Walk Intellectual Software 1984 102
Talking Nouns | Laureate Learning Systems 1987 102
Tatking Nouns |l Laureate Learning Systems 1987 102
Talking Teacher Firebird Licensees Inc 1985 103
Talking Textwriter Scholastic Software, inc 1986 103
Talking Verbs Laureate Learning Systems 1987 103
Teddy and iggy Sunburst Communications, Inc 1987 104
Teddy Bear-rels of Fun DLM 1987 104
Teddy Bears Counting Fun Micro-Learningware 1981 104
Teddy’s Playground Sunburst Cornmunications. irc 1985 105
Telling Time Orange-Cherry Media 1984 105
Tiger’s Tales: A Reading Adventure Sunburst Communications. inc 1986 105
Time Master Micro Power & Light 1680 106
Tink’s Adventure Mindscape, Inc 1984 106
Tink’s Subtraction Fair Mindscape, Inc 1985 106
Tinka’'s Mazes Mindscare, Inc 1986 107
Tonk in the Land of Buddy-Bots Mindscape, Inc 1984 107
Touch & Write Sunburst Comraunications. Inc 1986 107
Touch and Match ECS 1986 108
Touch and See ECS 1986 108
Toybox SDL 1986 108
Tuk Goes to Town Mindscape, Inc 1984 109
Up & Add 'Em Spinnaker Software Corp 1984 109
Webster’'s Numbers EduWare 1983 109
What'sin a Frame? Sunburst Communications, Inc 1987 110
Word Factory Island Software 1983 110
Words Lawrence Hail of Science 1984 110
Writing to Read 2.0 IBM Educational Systems 1982 111
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GUIDE TO THE SOFTWARE DESCRIPTIONS

o
( Title: Reading Comprehension Lev 1 Final Rating 82°°******
Com pany  Houghton Miffin User Friendliness: 60 ******
Oate 1988 Educational Value: 95 eeseseeee
Price $174 00 Instructional Design. 86 *********
Age 67

Computer  Apple (63K
Corceptuat Area LAS568
s reading comprehension skiils

Bre winter doy. Besr sew
r

Comements  Child uses spacebar arrow keys and
RETURN to page through a story :nwhich com
prehension questions are asked ihrough an Echo or
Cricket synthesizer {(required) Uses Clear female
voice To assistreading child can select and

tisten to any word in the story Sixteen stones

come on eight disks Keeps records Good design

TITLE: The program’s title.

COMPANY: The program’s publisher. This is not necessarily the name of a software distributor. The
address and phone number of the program’s publisher are given in Appendix 1. Early Childhood Software
Producers.

DATE: The program’s most recent copyright date

PPICE: The publisher’s list price for the version of the program evaluated. Prices often vary with the ty pe of
computer and source of software

AGE: The pubhisher’s reccommended age-range for the users of the program. Many softw are pachages
contatn more than one game or activ ity . and the specified age-range takes into account the difficulty levels of
all the various games or activitics available. We mention 1n vur coniments if the publisher’s recommended
age-range secms inappropriate.

COMPUTER: A listing " the computers for which versions of the program arc available. A star (*) 1s
placed after any version used in evaluating the program.

Apple — Apple Il family with at
least 48K of memory
Apple lIGS — Apple [IGS
Amiga — Commodore Amiga
Atari — Atarn ramily
C64 — Commodore 64
VIC 20— VIC 20

IBM — IBM Personal Computer or
compatible with color
graphics adapter

Mac — Macintosh

PET — Commodore PET

TRS 80 — Tandy Radio Shack
Tt — Texas Instruments

Any additional hardware a program requires or can utilize. ¢ich as a voice synthesizer. a mouse.
additional memory. a printer. is listed.

CONCEPTUAL AREA: A licting. from strongest to weakest, of the conceptual arcas present 1n a program
The codes used refer to the lists found in Appendix 3. For example, CL. 1 refers to the first stem under the
conceptual area of Classification, **Identifying attributes.” (High, Scepe Curriculum users will recogntze
some the Appendix 3 lists as incorperating the curriculum’s **key cxperiences ™)

10



Titie* Reading Comprehension Lev. 1 Fmal Raling 82 °*******
Comg,ary  Hougaton Mittin User Fniendliness: 60°*****
Date 1988 Educational Valug 95 ****+=**

Prce 317400 instructional Design® 86 *********
Age 67
Computer Apple (64K)
Cuncepuat Area LAS6E
s Reauing commenension shills | g0e inter doy. Aypn vee

Comments  Child uses spacebar arow keys and
RETURN 0 page through a story in which com
prehiension questions are asked through an Eche of
Cricke! syntheswzer equired) Uses ciear female
voce Toassistreading child can select and

A tisten o any word in e slory Sixteen stories

\ come on eight disks Keeps records Goad design

The hine under “*Conceptual Area™ contains a short descript’ »n of the computer program’s goals or
objectives as stated by the producer.

COMMENTS: An overview of the program, what the child does when using the program. aits strengths and
weaknesses, and any special equipment requirements.

INTERPRETING THE RATINGS: The Early Childhood Software Evaluation Instrument rates each
program with an overall score, which 1s th > mean of nine component scores. with three summary scores,
which are means of selected component scores, and with nine component scores. (Each of these elements s
lefined. starting on the next page.) The diagram befow indicates how the three levels of scoring are related.

OVERALL SCORE SUMMARY SCORES _COMPONENT SCORES
Minimum User Competency

Menu Design
User Friendliness o/LTechnica! Features

[ Content Presentation
Overall Rating #———— Educational Value o/_Content Strength

(Ease of Use

Instructional Design e—_| Feedback

L Embedded Reinforcements
_CMI Tecnniques

All scores are pereents from 1 to 100 based or a program’s performance on the evaluation instrument
(Chapter 3). The scores are displayed in numerical form ane «s a bar graph with a row of 110 10 stars The
bar graph represents the score rounded o the nearest 10% . (For examgle, 47% - *****.) The software was
evaluated with the assistance of the children and teachers in the High'Scope demonstration classroom at the
High/Scope Educational Rescarch Foundation 1n Ypsilanti. Michigan. Scoring was done by Warren
Buckleitner
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Title: Read:ng Comprehension Lev 1 Fmal Rating*

Company Houghton Mitthn User Friendltness®
Date 1388 Educationat Value,
Price $174 00 instructional Design. 86 *******=*
Age 67

Compuier  Appie (64K,

Conceptual Area LAS6 8

= Reauing comprehension skills

7. Besr rew

fran

e fash
Comments Chitd uses spacebar arrow keys and
RETURN to page through a stoty in which com
prehension questions are asked through ank cho or
Cricket synthesizer (required) Use s clear tumale
vG ce Toassistreading child car selegt and

histento any word n the story sixteen stones
come on eight tisks Keeps records Gooa design

OVERALL SCORE

OVERALL RATING: The mean score of all nine component scores.

SUMMARY SCORES
Selected component scores are combined into the following scores:

USER FRIENDLINESS: The mean score of Minimum User Competency . Menu Design. and Technical
Features.

EDUCATIONAL VALUE: The mean score of Content Presentation and Content Strength.

INSTRUCTIONAL DESIGN: The mean score of Ease of Use. Feedback. Embedded Reinforcements. and
CMI techniques.

COMPONENT SCORES

MINIMUM USER COMPETENCY: A measure of the degree of computer shill a child needs to use the
program independently A program that allows the user to enter mformation via picture menus and arrow
keys is more suitable for a young child than is a program that requires typing words or using SHIFT keys. the
CONTROL key. or the function keys. This scale covers only the parts of the program intended for the child’s
use Itdoes not consider features designed for the teacher (¢.y.. sciting difficulty levels!. The higher the
score. the easier it 1s for preschoolers and kindergartners to use the program.

MENU DESIGN: A rating of the ease-of-use of the menu(s). A menu is a poimnt e the program when choices
are listed and a child selects one of them and enters this choice into the computer 1f the child can use and
acce<s a program menu, she or he can usually control the program without adult help. Using some menus.
however, requires <kills preschool children may not have, such as reading shill. The higher the score in this
category. the casier the menu 1s for preschoolers or kindergartners to use.

TECHNICAL FEATURES: A rating of technical features of the program. Does the program pernit a child
to experiment with all the keys without *“locking up?™* Can a teacher caxly use the program n a classroom
situation where there is little time to review the program mstructions? Does the program make offective use
of the computer’s capabilities?

CONTENT PRESENTATION: A rating of how well content 1s presented. mcluding whether the program
maintains a level of challenge: whether a child control s the functioning of e program, whether the content 1s

El{lC 12 1%
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Title* Reading Comprehension Lev 1 Final Rating*

Company  Houghton Mtin User Friendhliness*
Oate 1988 Educational Value.
Pace $17400 Instructional Design.
Ave 67

Comp rer Appetpdr)
CanceptugiAtea LAS 68
8 Bedadng Compredension skis

Commrents  Chud uses spacebar arres keys and
RETURN to pagethrough astory, awheheom
prehens On Questont ae asved Intuagi an kot Yor
Cr.cket synthes zer (roquited) Uses clear fermare
voce Toassstreacng chid canselec and
hslento any werd nthe stor, Swteen siores

corne oneght disks Keeps records Guod des gn

free from gender. racidl, or cthnic bias. whether there are demonstrations: whether the program is free from
unnecessary stimulation: and whether the central outcome is educational.

CONTENT STRENGTH: A rating of the accuracy and depth of the program’s conceptual content.

EASE OF USE: A rating of the program’s case of use by a first-time user. Higher scores mean easier
first-time use.

FEEDBACK: A rating of the feedback techmgues employed by the program. This measures such factors as
correlation between the heystrohes and screen events. appropriateness of feedback for preschool and
kindergarten children. and reinforcement of content by feedback.

EMBEDDED REINFORCEMENTS: A rating of how well graphics snd ounds used for rewards
complement and reinforce content.

CCMPUTER-MANAGED INSTRUCTION TECHNIQUES: A rating of the level of computer-managed
struction (CMI) technigues employed by the program. This score includes consideration of whether the
program changes levels as the child progresses and whether the program keeps ongoing records. This score 1s
not counted if (1) the program is completely open-ended (c.g.. a drawing activity ) or (2) the program permits
the child or asdnlt to set the diff culty level

13 7~
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SCAN OF SOFTWARE DESCRIPTIONS

BACKGROUND INFORMATION: Some facts about the 286 programs we reviewed —
Copyright dates range from 1982 to 1988.
Prices range from 39.95 10 5650.00.
$39.67 is the average price for a one-disk package
61.1% is the average overall 11ting.
90% is the highest overali rating.
22% is the lowest overall rating.
71 companies produce early childhood software.
45 programs are open-ended in rature or are used by a child to create 4 product of some kind
27 programs can ““talk.””
28 programs can utilize a printer.
4 programs can utilize a color printer.

USER INTERFACE: This Survev contains
65 programs that use the arrow keys
44 programs that can work with a joystick
21 programs that can work with a mouse
10 programs that can work with a Touch Window
4 programs that can work with a Koala Pad Telemcden wee B

S e e e

COMPUTER TYPES: Percent of reviewed software
available for various brands of computers —

Apple 250/286 87.4% i ! .
Co4 108/286 37 8% TR
IBM 87/286 30.4% AR
Atari 37/286  12.9% E T G g
TRS /286 2 4% : A N
Amiga 7286  2.4% i I S A -
Maclntosh 6286 2.1% S S A A
Apple 1IGS 4286 1.4% A T U T R
IS SENS NS S 000 VO S OO0 OO T VIO SO B SO e
ayce Te»
Tove Tuwe
LISTED PRICE OVERALL RATINGS
Sesgeans v =0 Gt Srgras . e Fatus,
; ; - i o e
A A
R /,/ / %
§ 731‘ ’ / ‘: p——t
g i v ’ X /"/ '
l: 21 ; \y . - %
9 » //// \ .
. " ’r,' é
b / : /
/!

Aruitoxt provided by Eic:
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SOFTWARE DESCRIPTIONS

This chapter contains an alphabetical listing of software
descriptions.
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SOFTWARE DESCRIPTIONS

Title: ABsCenes
Company Comnu-Teach
Date 1984
Price $3995
Age 3-6
Computer Apple”, IBM, Mac
Conceptual Area LA’4
s |etter recognition skiils

Comments Three games (1) Pressing any
letter resuits 1n music and picture

(2) Shows picture and asks chila to

press letter (3) Shows picture

asks child to type whole word

No reading required

Title: Adventuresin Space
Company Scandura Training Systems
Date 1983
Price $29 95
Age 3-7
Computer Apple
Conceptual Area SP/4
» Spatial relationships

Comments Ten activities offered in
spatial concepts. e g . up and Jown,
inand out, above and below

Sample problem Where s the
flower? (A) around the swarm

of bees. (B) in the swarm. etc No
random generation or branching

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Adventures of Dobot, The
Educeational Activities

1986

$59 95

3-7

Apple*, IBM, C64

SP/4 ClU2 SE2 0T 1

» Problem solving. cniical thinking

Comments Seven simple games in which chid
uses airow keys to move robot to sort

letters, arrange rods according to length

match numerals. and pracuce with the

arrow keys Management tracks the progress

of up 10 50 children

Final Rating:

Uger Friendliness:
Educational Vaiue:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:
User Friendliness:
Educational Value:

Instructional Design:

50 32233
) Atk kst
g; L2 2 22
38 222

46 32233
28 2 24

56 b2 22323
56 (222223

70 (322222
77 (33222223

87 (232222221

55 Ak kN

LA = Language CP = Creative Projects
Relations T = Time

OT = Other Topics
NB = Number SE = Senation

.«

CL = Classification
= Verston Reviewed

SP - Spatial
NA = Not Apphcable
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SOFTWARE DESCRIPTIONS

Title: Adventures of Jimmy Jumper Final Rating: 69 *******
Company E C User Friendliness: 61******
Date 1986 Educaticnal Value: 84 ***++++
Price $29 95 Instructional Design: 65 *******
Age 255
Compuier Apple
Concentual Area LA 1 8SP 4 R IR S

» Prepostional concepls

Comments A story program of 12 screens
The siory ts toid using an Echo |l

voice synthesizer whiie the grapnics

show the prepostional concepts Child
uses a game paddte or spacebar to
advance the story screen-by-screen

af bed feeliny very hunsry.

Title: Alice :n Wonderland Final Rating: 69 *******
Company H8M Software User Friendliness: 67 *****
Date 1985 Educational Value: 70 *******
Price $49 00 Instructional Design: 69 *******
Age 7-12
Computer Apple
Conceptual Area LAS8TIS

= Remembering a sequence of events

Comments Modeted from the tradittonal
story Child uses arrow keys and

RETURN to select two-word commands
to explore Wonderland How children
proceed depends on the options they
choose Requires reading Couid be used
as languag” expernence with adult help

Title: Alien Counter & Faceflash Final Rating: 51*****
Company Militken Publishing Co User Friendliness: 49 *****
Date 1982 Educational Value: 65 *******
Price $39 95 Instructional Design: 44 ****
Age 5-8
Comnuter Apple” Atari
Conceptual Area NB.3.4
» Numeral recognitton ~ounting
Comments Two games on one d'sk
Faceflash — childis shown from
110 49“faces for 10§econds and s Soo5Y -
asked "How many?" Child s>lects own BSGEY 4
difficulty level Alien Counter -- &6
child matches numeral with objects 200081 |5&0Ed
Some reading required Discontinueq in 1986 He85%| |$5088
LA = Larguage CP = Creanve Protects  OT = Other Topies  CL = Classification P = Spatial

Relations Tl = Time NB = Number SE = Seriaion * = Version Reviewed  NA = Not Apphicable
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SOFTWARE DESCRIPTICNS

Toata.
tiuc.

Company

Date

Price

Age

Computer
Concentual Area

Alpha Build

Spinnaker Soitware Corp
1984

$9 95

4-8

Apple, IBM C64 (cartridge)
LA45CL2SP4

» Upperlower-case alphabetical order

Comments Child uses arrow keys or joystick to

match letters to complete an alphabetical
sequence or simple words Eight levels
ranging from matcting one letter to compieting
aword Somewhat confusmng graphics

Title:

Company

Date

Price

. Age

Computer
Conceptuial Area

Alpha Teach
Aquarius
1982

$39 95

3-6

Apple

LA/4

Finai Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

56 Admbkmn
64 ddkedddkdk
49 hkdkak
54 krdkddk

39 hdkk
37 hdkk
48 dkdkk
37 ik kk

& Alphabet, initial consonants

Comments Contains three acuvities

(1) shows continuous alphabet wit

no interaction. (2) shows

display for any letter chosen.

and (3) chiid matches object shown

with intial consonant in a model

word Reading reguired Discontinues in 1987

Title:
Company
Date
Price
Age
Computer
Conceptual Area

Alphabet Arcade, The
PDI Software

1983

$24 95

5-9

Apple®, C&4, Atan
LA/4

& Aiphabetizing. dictionary skiils

Comments  Consists of three games in
which child puts letters and short
words in correct alphabetical order

No branching Not recommended

Final Rating:

User Friendliness:
Educational Vaiue:
Instructional Design:

42 ik kk
48 ke ddk
52 ke ddk
31 hkk

LA = Language CP = Creative Projects  OT = Other Topics
Relations Tl = Tume *IB = Number SE = Senation

»

= Version Reviewed

CL — Classification  SP = Spatial

NA = Not Applhcable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Alphat2! Circus
DLM

1984

$3295

4-7

Appie®, IBM. C64
LA/4

s Leiter recognition, alphabet order

Comments Chiid presses any key to
move a hat and spacebar to select
one of six letter-recognition,
alphabetical order, or keyboard-

skill activities Good sound and
graphics Bestforage5 Some

reading
Title:
Company
Date
Price
Age
Computer

Conceptual Area

Alphabet Song and Count
Edusoft

1983

$23 95

3-7

Apple

LA/4 NB3.4

= Aiphabet order, counting skills

Comments Twogames Alphabet Song —
computer plays the ABC song as each
letter of the alphabet is typed

Count — a branched activity for

numbers 1-57 Simple reading

required (e g . “press spacebar )

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Alphabet Sounds
Data Commend
1984

T04 65

5-7

Apple

LAB

= | etter sounds, initial consonants

Comments. Three disks show eight pictures
of each letter of the alphabet, one at a

time For vowels, a child must choosée long
or short (L or S); for consonants, whether

the sound comes at the beginning or end

(1 or 2) Smie/frown reinforcements Low
level of child-interaction Not recommended

Final Rating: 68 *******
User Friendliness: 54 *****
Educationai Vaiue; §g ***==*~
Instructional Design: 69 *******

Final Rating: 51 *****
User Friendliness: 35 ****
Educational Value: 57 ******
Instructional Design: 58 ******

Final Rating: 29 ***

User Friendliness: 35 ****
Educational Value: 33 ***
Instructional Design: 23 **

e &

-
5 |Bb| S

g g

LA = Language CP = Creative Projects

OT = Other Topies  CL. = Classtfication  SP = Spetial
Relations Ti = Time NB = Number SE = Senation

-

= Version Reviewed NA = Not Applicable




SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Alphabet Zoo

Spinnaker Software Corp
1983

$2995

3-8

Apple®, IBM, C64 {$20 95)
LA/4 .5

s |etter recogmtion

Comments Poor menu design makes
maze game difficult to use Chuld

uses Jjoystick or ESDX keys to move a
character through randomly generated
mazes Must find each letter In
sequence of amodel word given above

the maze
Title:
Company
Date
Price
Age
Computer

Conceptual Area

Alphabetization Sequence
Millken Publishing Co

1980

$60 00

5-13

Apple

LA/4 CLs2

s Alphabetizing, tetter discrimination

Comments First of two-disk Language Arts
Series for K-8 Contains 63 levels

of alphabetizing drills, from letter
discnmination (Child presses Y if two

letters are the same) to alphabetizing

to the seventh letter Uses sophisticated
password and record-keeping system

Title:

Company

Date

Price

Age

Computer
Corceptual Area

Alphabots

D C Heath & Company
1985

$45 00

4-7

Apple

LA/4.5

& Letter recognition

Comments. Consists of five letter and
word activities in which child must
type in letters for shown objects
Model keyboard on screen shows key
location on screen for help Uses
animated “robots” as reinforcement
for correctly spelled words

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Finai Rating:

User Friendliness:
Educational Value:
Instructional Design:

51 khkA A
56 khkk Ak
52 hhkkh
48 hkkkk

67 k2222224
54 kkkhk

76 hhkkhkhkhkk

~n hkkhkhh
09

54 hkkkk
50 Ahkkkd
69 hhkkk Ak
49 khkkkA

LA = Language CP = Creative Projects

UT = Other Topics
Relations TI = Time NB = Number SE = Senation

~

CL = Classification  SP = Spatial
= VersionReviewed NA — Not Applicable
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SOFTWARE DESCRIPTIONS

Titie: Alphaget Final Rating: 51 *****
Company Alphaphonics UserFriendliness: 47 *****
Date 1982 Educational Value: §3 **»
Price $50 00 Instructional Design: 47 *****
Age 5-6
Computer Apple
Conceptual Area LA/4.5
® |etter recognitior: practice
Comments' Presents simple maze
context where child moves "Astro”
{(using arrow keys) to arrange letters
or letter symbols in ABC  order
Upper/lower-case option available
Effective for practice with
alphabetical order
Title: Animal Hotel Final Rating: 45 *****
Company Learning Technologies inc User Friendliness: 55 ******
Date 1985 Educational Value: 38 ****
Price $24 95 Instructional Design: 40 ****
Age 4-8
Computer Agole
Conceptual Area OT/i

= Memory skills

Comments A memory game that shows either
three {easy level) or six (hard jevel) animals and
then hides each behind & different door When
shown a door, child selects amimal behind that
door by pressing a number key Menu requires
reading

Title: Animzi Photo Fun Final Rating: 70 *******
Company DLM User Friendliness: 62 ******
Date "985 Ecucational Value: 75 ********
Price $32 95 Instructional Design: 73 *******
Age 4-8
Computer Apple
Conceptual Area OT/1

® Animals and their habitats

Comments Six games in which children
match animals with their habitats

‘ Includes Ammal Concentration and
Animal Rummy Child uses spacebar

\ and RETURN to play with 36 animals

from six habitats Good graphics

sounds Coloi monitor recommended
LA = Language CP = Creative Projects  OT = Other Topics CL = Classificaion  SP = Spatial

|
w
\
\

Relations  TI = Time NB = Number SE = Semation  * = Version Reviewed  NA = Not Applicable




SOl WARE DESCRIPTIONS

Title:

Company

Date

’rnce

Age

Computer
Conceptual Area
a Counting sShuis

Arithmatic
Compu-Teach
1983

$39 95

57

Apple*, iBM, Mac
NB/3,4

Comments Two activities (1) Child
presses numeral key to see same
number of objects appear and move
off the screen (2) Child sees one

to nine objects, counting correctly
causes objects to leave screen one at
atme No branching

Title:

Company

Date.
Price:

Ace
Computer
Conceptual Area

Arithmatic Critters
MECC

1986

$55 00

5-7

Apple (64K)
NB/3,6,7.9

u Counting, addition, and subtraction

Comments: Four well-designed games
adding groups of up to 9, subtractingup to 9
from a group of up to 18, measuring lengths
using a worm as units, and counting In
groups of 10 Allows teccher modification
Clear sounds and graphics aid the content

Final Rating:

User Friendliness:
Educational Value:
instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

y¥ydyy
¥y

60 kkkkkk
62 kkkkkk

71 Rkkkkkk

52 ARRRN

78 LA 22221
64 kkkkkk

98 k1233342221

77 Rk kkkk

5

Title: Astro’s ABCs Final Rating: 62 ******
Compeny Alphaphonics User Friendliness: 63 ******
Date 1984 Educational Value: 75 ********
Price $17500 Instruct’onal Design: 54 *****
Age 5-6
Computer Apple

Conceptual Area:

LA/4,5

s |etter recognition skilis

Comments Consists of seven disks, each coveriny

four letters Lessons follow fixed sequence,
showing alphabet, word pictures, and the
wetter drawn on the screen Child then finds

letter on keyboard and plays a game with the
letter symbols Child cannot control sequence
Offers effective practice with each letter

LA = Language CP = Creative Projects

OT = Other Topics  CL = Classification  SP = Spatial
Relations TI = Time NB = Number

SE = Seriation * = Version Reviewed NA = Not Applicable
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SOFTWARE DESCRIP [IONS

Title:

Company

Date

Price

Age

Computr
Conceptual Area

Astro-Grover
CBS Software
1884

$29 95

3-6

Apple, C64”
NB/3,4

a Counting, adding. and subtracting

Comments Consists of five games that
provide practice counting, adding.

and subtracting objects in an "¢ iter
space’ context Lively graphics and
sounds not related to content

Includes keyboard overlay Apple version
compaiible with Muppet Learning Keys

Title:
Company.
Date

Price
Age

Computer

Conceptual Area

® Rhyminy .ords

Beginner Reader
Scandura Training Systems
1983

$24 95

5-7

Apple

LA/7

Comments Three activities Drill 1 —
arhyming activity using a multiple
choice format Dnll 2 —child types

Y or Nif two words rhyme Drill 3 —
child types in rhyming word Poorly
designed program Not recommended

Title:

Company

Date.

Price
Age

Compuiter.

Conceptual Area

Beginning Counting
MicroEd. Inc

1987

$39 96

3-6

Amiga (512K)
NB/3,4.8

Final Rating:
User Friendliness:

PSRAYESH

Educational Value:
Instructionai Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

41 b3 213
45 L1E 224

44 L2 L T

36 L3 224

39 13 2 2.
20 L34
29 t 3 24
50 L3 2 %33

43 13 2 2.
51 L3 2 223
53 kR Kk
32 13 3.3

a Counting from 1409

Comments Two disks dealing with numbers 1-9
Child uses the mouse to (1) count objects,

(2) 1dentify the names of numbers upon hearing
names, and (3) arrange numbers In order Has
several levels of difficulty Requires mastery

of each level to goto the next Provides

spoken feedback in a farrly ciear man’s voice

LA = Language CP = Creative Projects OT = Other Topics  CL = Classification  SP = Spatial
Relations TI = Time NB = Number SE = Seration " = Version Reviewed NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Title: Beginning Reading Skills Final Rating: 57 ******
Company Microkd, ir.c User Friendliness: 53 *****
Date 1986 Educational Value: 61 ******
Price $8285 instructional Design: 57 "
Age 3-6
Computer Amiga (512K)
Conceptual Area LA/5.6

» Beginning reading skills

Comments A four-disk seres that presents (in a
man’'s voice) a sentence, e g, "Amanran ”

Each word of the sentence also appears randomiy
inone of nine boxes The child idantifies n

order, each word In the sentence by chicking

the mouse on the appropriate word box Contains
1000 words, as hard as "delve” and “gauze "

Title: Best Electronic Word Book Ever Final Rating: 70 *******
Company Mindscape User Friendliness: 68 *******
Date 1985 Educational Value: 75 ********
Price $29 95 Instructional Design: 69 *******
Age 5-up
Computer Apple*®, C64
cenceptual Area "LA/S CL/2 OTA

® Reading readiness skills

Comments Using arrow keys or joystick, chid
moves worm down a road that has objects,

eg, acow, abarm. scattered along the

side Stcpping at an object anmates and

labels it Six scenes are available on two

disks that contamn both Apple and C64 formats
Harder levels ask child to find a specified object

Title: Big Bird’s Funhouse Final Rating: 49 *****
Company CBS Software User Friendliness: 45 *****
Date 1984 Edu<ational Value: 64 ******
Price $1495 Instructional Design: 43 ****
Age 3-6
Computer C64
Conceptual Area OT/1

» Concentration and memory

Comments Five levels of memory games

that use eight muppet characters
who move among the windows of a
house Children can play hide-and-
seek or other more advanced games
Lots of graphics and music Uses
keyooard overiay (included) No CMI

LA = Language CP = Creative Projects
Refattons Tl = Time NB = Number

OT = Other Topics
SE = Sertation

CL = Classification  SP = Spatial
* = Verston Reviewed NA = Not Applicable
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SOFTWARE DESCRIPTIONG

Title: Big Bird’s Special Delivery Final Rating: 31 ***
Company CBS Software User Friendliness: 43 ****
Date 1984 cducationai Vaiue: 34 ***
Price $34 95 Instructional Design: 21 **
Age 3-6
Computer C64* (cartriage), IBM
Conceptual Area CL/?
» Object recognition
Comments Consists of amultiple-
choice format in which chi‘d uses
arrow keys to match one of four
pictures according to form
(easiest), class, and function
(hardest) Menu requires reading
Discontinued in 1986
Title: Bike Hike Final Rating: 41 ****
Company Learning Technologres, Inc User Friendliness: 57 ******
Date 1985 Educational Value: 35 ****
Price: $24 95 Instructional Design: 32 ***
Age 4-8
Computer Apple’, C64
Concentual Area OT/1 NB/3

® Memory, recall of objects

Comments Child first watches objects

pass a bicycle, theri uses number keys to
select objects from a list shown at the £ 0 0 0 _|
end of the nde Reading required Two # -~ | R }
difficulty levels available Inflexible o
1 0 0 0
design allows hittle child-control PRESS S RTE TR
Title: Bird’'s Eye View Final Rating: 73 *******
Company Hartley Courseware, Inc User Friendliness: 73 **++++*
Date 1987 Educational Value: 98 *****xsxs*
Price: $49 95 Instructional Design: 59 ******
Age 5-8
Computer Apple*. IBM
Conceptual Area SP/3.4 LA/

» Perspective and positional relationships

Comments A scene s shownwithabird Views
possibly seen by bird appear in a box Child
uses spacebar to select which view bird sees,
based on the bird's location Other activities
allow moving the bird to correspond to a view
shown. Management keeps records and allows
teacher-controi over the presentation

i‘j

in front of

LA = Language CP = Creative Projects
Relations TI = Time NB = Number

OT = Other Topics
SE = Senation

CL = Classficaton  SP = Spatial
" = Version Reviewed NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Title: Body Awareness Final Rating: 64 ******
Company Mindscape. Inc User Friendliness: 82 ********
Date 1983 Educational Value: 65 *******
Puce 34555 instrictional Design: 50 ™
Age 3-6
Computer Appie

Conceptual Area

SP/5SLA/S

® Locatior. >t body parts

Comments Three games on body parts Chilo selects
Y. N, ?, or ESCAPE for each problem Provides
practice with body partlocations, words for
parts, and seasonal clothing Provides per-
formance summary and allows selection for
number of rounds, season, and timing of cursor
movement No read: g required

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Bouncy Bee Learns Letters 1.0
IBM Educational Systems

1985

$56 00

4-8

IBM

LA/4

m Letter recognition

Comments Four games Game 1 introduces a
letter Games 2-4 provide practice with

the letter In a game context using the
spacebar and arrows Management can track
up to £25 children and automatically

adjusts difficulty Independent of "Writing

to Read " Voice attachment optional

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

72 123332214
49 kR

-
97 i1 13332223

81 £ S22 34324

Title: Bouncy Bee Learns Words 1.0 Final Rating: 62 ******
Company 1BM Educational Systems User Friendliness: 44 ****
Date 1985 Educational Value: 87 *********
Price $56 00 Instructional Design: 61 ******
Age 5-10
Computer. IBM

Conceptual Area

LA/S

Comments Four activities using common words n
game context Child uses arrow keys and spacebar
to match words with pictures, pick aword from

one or more distractors, or identify aword

as it 1s formed by marching ants Management
system can track 150 children Menu requires
reading Voice synthesizeris optional

m Word knowledge

LA = Language CP = Creative Projects
Relations TI = Time

OT = Other Fopics
NB = Number SE = Senation

CL = Classification SP = Spatal
" = Version Reviewed NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Bremen Town Musicians
Troll Associates

1987

339 95

5-8

Apple

LA/5.7SP.4

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

45 t 2 2 2214
53 Rekkk sk
54 E2 2 321
35 12 224

s Homonyms. context ciues, comprehension

Comments Three games Rebus -- child piaces
pictures on blank lines in text of story

to complete the tale Stepping Stores —

child moves along a path, selecting homonyms
to earn moves, e g . "Bremen was weigh:way

off " Mysteiy — child solves rebus puzzle

THROUGH THE m— THE ROBBERS RAN

OUT OF THE ..
LATER, ONE OF THE ROBBEAS CRIPY

BACK INTO THE —— ANB TOOK R MATCH
FILL IN TRE FLRSHING BLANK.

Best for ages 6 and up Includes book

Title:

Cormpany

Date

Price

Age

Computer
Conceptual Area

Build a Book About You
Scarborough

1985

$39 95

2-12

Apple

LA/59CP-4

USE THE SPACE BMR TO CHOOSE
A PICTURE, THEN pRESS RETURN.

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

68 i3 223224
44 12 224

89 1232232221

76 132223221

= Creating a book

Comments With adult help, child enters personat
information (e g , name hometown, favorite

toy), which the computer incorporates into one

of four available stories Text can then be

printed onto blank picture-book pages and

made into a book Includes two large hardcover
book kits Best for nome use

Title:

Company
Date

Bumble Games
The Learning Company
1982

Final Rating:
User Friendliness:
Educational Value:

49 L2 3223
55 1323224
50 E 2 2231

Price
Age

$59 95 (school eaition)
5-10
Computer Apple
Conceptual Area NB/1
= Plotting (x,y) points ona gnd

Comments Five games from easy to hard provide
practice for piotting points on grid Whether

or not contentis applicable to early childhood

is atissue Menu requires reading School

ewition :ncludes curriculum matenals

Instructional Design: 51 *****

LA = Language CP = Creative Projects
Refations  T1 = Tume NB = Number

OT = Other Topics
SE = Senation

CL = Classification  SP -~ Spatal
* = Version Reviewed  NA = Not Apphcable

27 ’32

<




SOFTWARE DESCRIPTIONS

Title: Castle Clobber
Company Mindscape, inc
Daie 1985
Price $2995
Age 59
Computer Apple. IBM*, C64, Atari
Conceptual Area CL/1,2SP/4,6,7.8 0T 1
® Logical thinking skills 1
1
i

Final Rating: 56 ******
UserFriendliness: 61 ******
Educational Value: 73 **~==

Instructional Design: 37 ****

Commenis Child uses joystick or arrow keys to
move “Tonk" through a 50-room kingdom to collect
objects. play one of five memory or cfassification
grmes, and try to find a hiddentoy chest Three
levels are avallable Simple reading required M i 1“5,:
Chitdren enjoy exploring the rocms gns gd

PAIR
THE KEYS

BB iz oL
B T ol

Title: Cat’'n Mouse
Company MindPlay
Date 1984
Price $3999
Age 5-12
Computer Apple’. IBM
Conceptual Area LA/6
= Relational concepts

Final Rating: 65 *******

User Friendliness: 74 ******+
Educational Value: 55 ******
Instructional Design: 63 ******

Comments A maze game in which child earns
points by moving a mouse (with joystick
mouse, or arrow keys) away from a

hungry cat and correctly matching

homonyms. antonyms, and picture

words Adult can add own words or

change other features of the program

Company

Date

Price

Age

Computer
Conceptual Area

Title:

Charlie Brown’s 1-2-3's
Random House Software
1985

$30 00

3-7

Appie

NB/3.4.8

s Numeral recognit:on, counting

Comments Child selects a numerat and
then uses spacebar or number keys to
count out the number Correct response

makes 1 of 16 animated Peanuts scenes

67 13222221
60 RRRRRK

Final Rating:
User Friendliness:

Educational VaIUe: 78 ARRRRR KK
Instructional Design:

69 RRRRR K

3ppear Good sound and graphics
Enjoyabte program

LA = Language CP = Creative Projects  OT = Other Topics  CL = Classtfication  SP = Spatial
Relations TI = Tume  NB = Number SE = Seniation * = Verston Reviewed  NA = Not Applicable




SOFTWARE DESCRIPTIONS

Title: Charlie Brown’s ABC’s Final Rating: 64 ******
Company Random House Software User Friendliness: 47 *****
Date 1984 Educational Value: 70 *******
Prce 33365 instructionat Design: 71 *******
Age 3-8
Computer Apple®. C64. I1BM
Conceptual Area LA/4

» |etter recognition & association

Comments Child presses any letter to see
tutorial screen on the letter etter

and picture) Finding and pressing the

letter again on the keyboard animates the
picture with Peanuts Gang characters Disk
must be turned over to access entire alphabet
Funtouse Potental starter program

Title: Color Find Finai Rating: 69 *******

Company ECS User Friendliness: 77 ********

Date 1985 Educational Value: 69 *******

Pnce $1495 Instructional Design: 63 ******
Age 255
Computer Apple
Conceptual Area CL/2

= Matching colors

Comments A simple dril-and-practice
program on nine colors When a color

fils the screen, child presses corre-
spondingly colored sticker on the key-

board (Stickers inciuded ) Responses are
recorded Echo |l speech attachment optional
to say “press a color ©

Title: Color Me Final Raﬁng: §Q *ruxrrans
Company Mindscape Inc User Friendliness: 88 ********
Date 1986 Educational Value: 91 ********
Price $3995 Instructional Design: 87 *********
Age 3-10
Computer Apple”, IBM. C84 ($34 95)

Conceptual Area

CP/1 4 LA/3

a Drawing. creating

Comments Easy-to-use program Our youngest

children could use this program with
success Requires Koala Pad, mouse, or
joystick Child can draw, select colors.
orwrnte Pictures can be printedin

color and saved Includes book, puppet, and
picture disk

LA = Language CP = Creative Projects  OT = Other Topics
Relations Tl = Time NB = Number SE — Senation

CL = Classihcation  SP = Spatial
* = Version Reviewed  NA — Not Applicable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptual Area
= Color ID, visual

Colors and Shapes
Harttey Courseware, inc
1084

$35 95

3-6

Apple

CL/1 SEN
discrimmation

Comments Consists of four activities
based on matching of shapes and
colors Mak~s use of picture menus
Options for speed, sound, and three
levels of aifficulty for each

activity. selected by child Weli-
designed program

Title:

Company

Date

Price

Age

Computer
Conceptual Area

= Visual memory,

Come Play With Pockets
World Book, Inc

1984

$39 95

3-5

iBM

CuU/1,3SP/1
tracking skills

Comments Six games in which chiid
uses spacebar and RETURN to move
blocks, remember a sequence or set,
play Simon Says, or find a bucket
aballlanded in NoCM! Good
graphics and sounds Effective menu

aves child controf

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Comparison Kitchen
DLM

1985

$32 95

4-8

Apple’, IBM
CL/1,2SP/8NB/1

s Compare and categonze pictures

Cornments  Six games provide expenence

matching shapes,

colors, and sizes

Child uses spacebar and RETURN to
make selecuons Menu reguires
reacding Color monitor recommended

Final Rating:
User Friendliness:
qunahnr\al \in !uq:

sivr e

Instructional Design:

&3
|
L

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

76 Ahkkrhhd
84 222 93444

OO0 *AkARRARE
o

59 (222324

L

66 2212223
67 1t 223234

92 L2243 23 3

51 Thkkk

72 13332223
62 (222324

89 13322222323

70 13322223

LA = Language

Relations  T1

CP = Creative Projects
= Time NB = Number SE = Senation

OT = Other Topics

*

= Version Reviewed

CL = Classfication  SP = Spatiat
NA = Not Apphcable
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SOFTWARE DESCRIPTIONS

Title:
Company

Mnt
Ual

Price

Age

Computer
Conceptual Area
s Counting skills

Conservation and Counting

Hartiey Courseware Inc

1085

$3595
3-6

Apple
NB/1234

Comments Four games in which child uses
spacebar and RETURN to match sets of
objects, to match numbers with sets, and

to estimate quantities, all with numbers

less than 10 Three levels to each game
Child can select own level or activity. using
picture menus Limited teacher options

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Copycats: ABC for Micro & Me!

Educational Actvities
1984

$39 95

3-7

Apple*. C64

LA/4

s Matching, alphabet order

Comments Two activities on one disk
Copycats — child matches three to

five random or teacher-picked words
by typing the letters and pressing
RETURN ABC — four activities to teach
alphabet order Reading required

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Cotton Tales
MindPlav

1987

$39 95

4-8

Apple
LA/3.4.58.9CP/4

s Word processing, language development

Comments Child uses spacebar. arrow keys
RETURN and ESCARE to manipulate menus to

select pictures, select words, or type in own
words to create stories Work can be printed
Library contains 192 pictures and 616 words
Up to 168 additionai words can be added
Can be used with a color printer

Final Rating:

User Friendliness:
Educational Value:
Insiructional Design:

4.

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
£ducational Value:
Instructional Design:

e

@& wt Y

%

v ipRi
(1539

] ocee

71 AARRAAR
78 (32322221

LR E32222 23
A\

56 (222321

48 32221
39 it 2 34

56 (222321
50 RRRAR

82 RRERRE RN
69 12222224
88 322222323

89 RREPREAKS

ki

Fick
tuit

LA = Language

Relations

CP = Creative Projects
Tl = Time NB = Number

OT = Other Topics
SE = Sceniation

* = Version Reviewed

CL = Ciassification

SP = Spatial
NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Counters

Sunburst Communicat:ons Inc
1983

$65 00

3-6

Apple

NB.2 3.4

s Counting experiences

Comments Consists of three counting
addition, and subtraction activities,

all with numbers less than 10 Chuid
matches sets of objects one at a time
using the space-bar or all at once
using a number key Strong content

Aduit heip required

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Counting
MECC

1983

$35 00

3-7

Coé4
NB/34.7CL 1

s Primary anthmetic skilis

Comments Child uses keyboard in six math games
Smile — counting from 1t0 9 Wuzzle — counting
certain objects In aset Fireworks — iilustrated
addition problems Smile More — counting from
10to 20 Return of the Wuzzle —- counting objects
selected from a larger set More Fireworks —
add:tion dnll with sums between 10 and 20

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Counting
MicroEd. Inc
1984
$1095

58

Apple*, Ct4
NB/3

s Counting skills basic facts

Final Rating: 69 *******
User Friendliness: 47 *****
Educational Value: 87 ********+
instructional Design: 77 *******

trym h‘f—-’ga
foeys  reas
/ s

Final Rating: 60 ******
User Friendliness: 60 ******
Educational Value: 69 *******
Instructional Design: 54 *****

Final Rating: 53 *****
User Friendliness: 43 ****
Educational Value: 68 *******
Instructional Design: 53 *****

PROBLEMS 1000 B SR ED

Comments Provides counting. addition M
and subtraction practice Graphics -0-0
are clearly and simply presented o mmm

LA = Language CP = Creative Projects
Relations TI = Time NB = Numba

OT = Other Topres
SI: = Senation

CL = Classthicaton  SP = Spaual
* = Version Reviewed  NA = Not Applicabic
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Counting Critters
Mindscape. Inc
1987

$39 65

4-7

Appie

NB/3:4/7

» Counting, addition, and subtraction

Comments Three activittes Cruld uses number
keys to count, add. or subtract with the heip

of animated animai pictures. with sums all

less than 12 Keeps scores for up to 20

children
Title:
Company
Date
Price
Age
Computer

Conceptual Area

Counting Critters 1.0
MECC

1985

$55 00

3-6

Apple (64K)
NR/3.4,78CL72

» Counting and early math concepts

Comments Five games onone disk Child
uses arrow keys and number keys o match
numerals from 1-20, match sets with num-
erals. crea’'e a set corresganding toa

given numeral, and use numerical order to
fillin a dot-to-dot design Clear graphics and
sounds support content Allows teacher modification

Title:

Company

Date

Price

Age

Computer
Conceptual Area
a Counting skills

Counting Skills
Aquarius People Maternals
1984

$260 00

3-6

Apple*, TRS 80

NB/2,3.4

Comments Contains nine disks covering
arange of counting skills Child

nesds only to press the spacebar to
advance to next frame Liltle

nteraction Poor design

Finai Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

62 kkkkkk
53 hkk k&

72 kkkkhkkk
62 kkkkkk

81 Rkkhkhkkkk
68 kkkhkkk
99 gk AAkkk kb k

81 Rk ARk kkK

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

40 hk Ak
73 hk ok kkk
49 kot hkk
18"

Relations

LA = Language
Tl = Tune

CP = Creative Projects
NB = Number

OT = Other Topies  CL = Classat

SE = Senation

* = Version Reviewed

icaon  SP = Spaual
NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Title:
Company

Natn

G

Price

Age

Computer
Conceptual Area

Country Combo

Micro Power & Light
1Q20

[Rviera

$29 95

3-6

Apple
ClL/13CP4

= Creative Lxperience

Comments Offers a 25-square and in
which child can place one of 37
pieces by (1) selecting the piece

and (2) typing the numeral of the
location on the grid Game too

hard tor young chil

dren Reading

required Clumsy design

Title:

Company

Date

Price

Age

Computer
Conceptuai Area

Creature Creator
Designware Inc
1983

$9 95

4-8

Apple”. IBM

TI/6 LA/10

= Pattern matching, programming

Comments Child chooses parts of monster and

makes it dance, or

matches the movements of

another monster Child uses spacebar and
RETURN to select monster s parts Monster's
movements can be programmed Some reading
requred Simil:ar in design to “Facemakar

Wiil not run on the Apple IIGS

Title:
Company
Nate
Price
Age
Computer
Conceptual Area
# Basic math facts

Critter Count
Agu anus
1982

$32 00

3-6

Apple

NB/9

Comments Offers a range of add'tion
and subtraction problems in two
contexts one that graphically shows
the addends. and one that provides
math drll Pacingis ngid Chud

has little control Not recommended

Final Rating:
User Friendliness:

26 hkk
25 k%

AN des

Fducational Value: 25

Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

to start dance,
1o 3tep-
Io [ io
mie '

1

24 *

62 e dedede
46 hhkhk
78 122222221
66 (3333331

Desismvare™

1-HakelNEIFYER 3-Casee 4-K2lp 5-On0

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

34 hkk
39 ki
34 hkk
28 hkk

LA = Language

Relations

T = Time

CP = Creative Projects

NB = Number

OT = Other Topics
SE = Scriation

* = Version Reviewed

CL = Classihcation
NA - Not Apphcable

SP = Spatial
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SOFTWARE DESCRIPTIONS
Title: Delta Drawing Final Rating: 78 ********
Company Spinnaker Software Corp User Friendliness: 64 ******
Oate 1983 Educational Value: 62+
Price 349 95 Instructional Design: 971 *=*******
Age 4-up
Computer Apple. IBM* C64"

Conceptual Area

SP/4CP/1.3.4

= Drawing. programming ceneepts

Comments Offe

1S acreative context

In which single ~cmmands create

pictures.e g . Dt

o draw, Rtoturn

nght As picture I1s drawn, eact:
command 1s stored as program. which
can be edited Pictures can be printed.

edited Similar to

Title: Developing Language Skills Final Rating: 42****
Company Intellectual Software User Friendliness: 55 *****
Date 1983 Educational Value: 33 ***
Price $349 95 Instructional Design: 35****
Age 3-6
Compuier Apple
Conceptual Area LA/S

a Vocabulary words

Comments A series of 12 disks and books,

each presenting 32 words or pnrases from
common topics, e g . toys, food Using

arrow keys and RETURN, child chooses

picture to match a word or chooses word

to match a picture Dry presentation Score (%)
kept for each child Available in Spanish {$795 00)

Title: Dinosaurs
Company Advanced ldeas, Inc

Final Raﬁng; G5 **rrran
User Friendliness: 77 ********

Date 1984 Educational Value: 72 *******
Price $3995 Instructional Design: 51*****
Age 25-5

Computer Apple®. iBM, C64 (334 95)
Conceptual Area Cl/1.2
s Reading. math, and memory skills

Comments Five games about six dinosaur
breeds matching an outline to its twin,
classifying dinosaurs by what they ate.
where they lived, and recognizing therr
written names Uses a picture menu
Includes stickers and coloring book

LA = Language CP = Creative Projects  OT = Other Topres - CL = Classification - SP = Spatial
Relattons Tl = Time NB = Number SE = Senation " = Version Reviewed  NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Title: Diskovery Adding Machine Final Rating: 69 *******
Company Intellectual Software User Friendliness: 54 *****
Oate 1984 Educationai Vaiue: 80"~
Price $39 95 Instructional Design: 74 **++««*
Age 4-8
Computer Apple

Conceptual Area

NB/1.37.9

& Counting. addition skills

Comments Three games Counting —
child counts and combines two sets Number
Matching — child counts two uneven sets to

determine the greater Adding Facts —
child practices addition problems Some
reading required Management prints and
records child's performance

Title:

Company

Date

Price

-Age

Computer
Concepntua; Aea

Diskovery Take Away Zoo
Intellectual Software

1984

$39 95

4-8

Apple

NB/3.4.9

a Counting, subtraction practice

Commenis Three games on one disk Child
uses arrow keys to remove animals from
sets, Hlustrating subtraction problerms
Progresses to traditional subtraction

drill, using numbers up to 9 Management
prints and records child's performance

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Dr. Peet’s Talk/Writer
Hartley Courseware. Inc
1986

$69 95

3-7

Apple
LA:345679CL2CP4

® L anguage exploration and skills

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructionas Design:

fly dog likes to
play wit'. we. I
TR

~* s de de dededke
08

52 s s ek ko
82 Ak kkhxkk
73 de g e de de e de

79 e de e de e e e de
58 dkodok hk

98 Kk dededd sk kP

88 ek dededk bk ek

throw a stick
or a ball and she
uill get /1. B

Comments Consists of two disks Disk 1 inciudes
the ABC song, finding and matching letters, and
creating and listening to words Disk 21s an
easy-to-use talking word processor that says
whatever s typed. inrobotic voice Uses large
letters Echo or Cricket speech synthesizer re-
quired Stories can be saved and printed

LR S P Q

LA = Language
Relations

CP = Creative Projects
TI = Time NB = Number

OT — Other Topies
SE = Senauon  *

CL. = Classification  SP = Spatial
= Version Reviewed  NA = Not Apphcable
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SOFTWARE DESCRIPTIONS

Title: Dr.Seuss Fix-Up ... Puzzler
Company CBS Software
Date 1985
Price $2995
Age 4-10
Computer Apple, C64"
Conceptual Area SP'1
a Problem solving

Comments A puzzie program featuring
six Dr Seuss characters Each

puzzies randomiy designed with

five difficulties to choose from

More advanced levels use smaller
and/or inverted pieces Compatibie with
Muppet Learning Keys Available on disk

Title: Ducks Ahoy
Company CBS Software
Date 1984
Price $34 95
Age 3-6
Computer C64 (cartndge)
Conceptual Area T1.35
» Logical reasoning <kills

Comments A game i which children move
a boat through canals t¢ pick up

ducks Timing and selection of the

best route to avoid a moving

obstac'e are required to collect all

the ducks Entertaining music and graphics
Joystick required Discontinued in 1986

Title: Early Childhood Learning Program
Company Educational Activities
Date 1983
Price $159 00
Age 3-7
Compute Apple*. C64
Conceptual Arec. SP3SP1Ti3
= Conceptual skil development

Commenms A sc..esof five disks all of
which use one-key commands (eg F -
forward) to move objects Based on
LOGO concepts Gives open-ended
context for exploration in direc-

tionalty, planning, sequencing etc
Animatron is slow, hmiting child's cont-ol

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

70 hhkkkhkk
51 hhkk &

83 Ahkkhkhkhk
79 AN AhAK

54 hhkkkk
70 hhkkkkkk
56 kAkk ki
43 kkdkk

53 hkkk ok
36 2321
56 hhkkkkk
67 13222 %21

La = Language CP = Creative Projects  OT = Other Topics
Relatsons  TI = Time  NB = Number  SE — Sertation

CL = Classihicatton SP -~ Spatal
* = Version Reviewed

NA - Not Appheable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Coriceptual Area

Early Elementary |
Compu-Tations
1982

$34 95

4-7

Apple-, Atar, IBM
CL/1 NB/4

= Counting and matching

Comments Presents four activities
Count Shapes, Color Match, Number
Drill, and Shape Match Contains
management file and password system
Uses blocky graphics Presentation
can trap child in routines

Not recommended

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Early Elementary 1]
Compu-Tations
1981

$34 95

5-7

Apple

LA/4 SP/4 NB/4.8

® | etter recognition, counting

Comments Contains four games Upper/
Lower-case Match, Alphabet Line,
Inside Out, Number Line Includes

Final Rating:

User Friendliness:
Educational value:
Instructional Design:

Final Rating:

User Friendliness:
Educational value:
Instructional Design:

27 2 2
26 Ak
23 £ 3

40 b2 2 3

28 b2 4
28 2 2
23 *x
30 2 3

management file No branching
Possible to break the program
Graphics are unclear and sounds are
distracting Not recommanded

Title:

Company
Date
Price

Early Games
Springboard
1084

$3195

Final Rating:

User Friendliness:
Eduvcational Value:
Instructional Design:

60 ARKRRR
44 hhhk
72 R RRFRKX
74 REKARR KX

Age 2-6
Computer Apple”, IBM, C64, Atar!
Concepwal Area CP/1LA/4 Ci/1 NB/3.8
= Counting, ietters, and drawing

comments Contains nine separate games
that are strong in content Poorly

designed menu 1S easy to use but
confusing to children Successiulin
proviaing a variety of activities

Drawing activity pictures can be

saved on disk CAN YOU MATCH THES MUMBER®

LA = Language CP = Creative Progects  OT = Other Topics  CL = Classification  SP = Spatral
Relations  TT = Time  NB = Number SE = Sertion * = Version Reviewed  NA = Not Applicable

B A

v




SOFTWARE DESCRIPTIONS

Title:

Company

Mt
vae

Price

Age

Computer
Conceptual Area

s Shapes, colors,

Eerly Learning Friends Final Rating:
Spinnaker Software Corp User Friendliness:
1985 Educational Value:
$9 95 Instructional Design:
4-7

Co4

Ti.3CU1.25
sizes, and timing

Alf — an enjoyable maze-like game 1in which child
moves Alf through caves, avoiding “Wufflegumps
Shape Shop — child makes toy's missing part.
considering the color and shape of the needed
part Coney island — child moves a penguin

{o match the attnbutes of an ice-cream cone

Comments Child uses joystick in three games

Title: Early Math Fir.al Rating: 43 ****
Cempany Microkd, Inc User Friendliness: 43 ****
Date 1987 Educational Value: 69 *******
Price $49 95 Instructional Design: 41 ****
Age 36
Computer Amiga (512K)

Conceptual Area 'NB/3

a Counting, numerical order, bas.c skiils

Comments Four programs on one disk Child
counts from 1-31 objects and enters the
number, completes a three-number sequence.

or subtracts with sets of 0-9 objects Blocky
graphics Provides feedback wit’ a male voice

Title: Early Skills Final Rating: 61 ******
Company Hartley Courseware, Inc User Friendliness: 49 -****
Date 1986 Educational Value: 83 ********
Prce $39 95 Instructional Design: 58 ******
Age 5-7
Computer Apple

Conceptual Area

CL/2 St/4

s Shape and word discomination

Comments Child uses spacebar to match
objects, colors, or words in this

simpte, two-disk. matching program
Design permits control over many

aspects of the content andinc'udes

record xeeping and automatic progress

finds the sum of two groups of 0-9 objects.
report Menu requires reading

CP = Cieative Projects
NB = Numbe:

OT = Other Topies - CL = Classification  SP = Spatial
SE = Senation * = Version Reviewed  NA = Not Applicable

-
o
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‘ LA = Language
1 Relations Tl = Tune
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Easy as ABC
Springboard

1984

$35 85

3-6

Apple*, Mac. IBM C64
LA45

® | etter recognition, alphabet ordes

Comments Provides five games Match
Letters, Dot-to-Dot, Leapirog.

Lunar Letters, and Honey Hunt
Spacebar, JKIM keys, arrow keys, anc
joystick make the program easy 10

use Can be used with upper- and lower-
case letters Reading not required

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Electronic Crayon Series
Polarware/Penguin Software
1986

$14 95

3-13

Apple® (128K) IBM. C64
LA/4 CP/4

® Computer coloring

Comments A computer coloring program with
30 blank pictures per disk Child moves
cursor with mouse joystick. or arrow keys

to fill in sections ©

picture with one

of 16 available colors Prints in color
Mouse and color monitor recommended Very
easy touse Prints a calendar with the picture

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Ernie’s Big Splash
CBS Software

1985

$14 95

4-6

Co4

SP/47

® Planning. predicting, problem solving

Comments Using function i 3ys, child builds
path that transports Rubber Duck.e from

his soap dish to Ernie's bathtub The

path s made by choosing squares that will
move Duckie to Ernie Three levels

Program takes three minutes to load from
disk Limited content

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

82 AR AhAR
84 ARARR A AR

90 ARARR A AR

70 ARRA R AR

74 AARAAAR
83 ARRREE AR
67 RARk kK
70 ARAR R KR

59 KhkRARS
51 hhhk R

63 KRR KKK
60 RRFRRR

LA = Language
TI = Time

Relations

CP = Creattve Projects
NB = Number

OT = OtherTopies  CL = Classtication
SE = Senation

* = Version Reviewed

SP = Spatial
NA = Not Applicable
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SCFTWARE DESCRIPTIONS

Title: Ernie’s Magic Shapes Final Rating: 45*****

Company CBS Software User Friendliness: 43 ****
Date 1984 Educational Value: 61 ******
Price $1995 instructional Design: 37 ****
Age. 3-6

Computer C64° Atarn, IBM
Conceptual Area ClL/12
= Visual discnmination practice

Comments In all of the six shape- and
color-matching games, child uses

two arrow keys to decide if a shape

or color matches one shown Features
Ernie, who nods feedback and brings
new shapes Provides little interaction
or vanety Color monitor required

Title: Estimation Final Rating: 64 ******

Company Lawrence Hall of Science User Friendliness: 57 ******
Date 1984 Educational Value: 87 *********
Prnce $34 95 Instructional Design: 58 ******
Age 4-6

Computer Apple
Conceptual Area TI/1.3.4 NB/5.6

= Est of length, area, & time units - THEE;H-E‘- Hé" }Tm
Comments Offers three activities with - TNEERE
estimation skills Choo-Choo — child '
guesseswhenatranisoveran
arrow by pressing spacebar Junk
Jar — child estimates area Bugs —
presents units of “bugs” for child to estimate
aline's length Simple reading required PSR Dade ulEE™
Title: Expl. Your World: The Weather Final Rating: 51 *****
Company Groher Electronic Publishing User Friendliness: 46 *****
Date 1985 Educational Value: 75 ********
Price $24 95 Instructional Design: 43 ****

Age 4-7
Computer Apple’. C64
Conceptual Area LA/5SP/24 5
» Body parts. weather words

Comments Two activities onone disk (1)

Anopen activity Child uses joystick or

arrow keys to pick a weather picture

(e g . sun, rain)and moves itto a

scene (2) Child dresses man or woman

figure by selecting clothes and moving them

to the appropnate body part Menu requires reading

LA = Language CP = Creative Projects  OT = Other Topics  CL = Classificaton  SP = Spatial
Relations TI = Tume NB = Number SE = Semation * = Version Reviewed  NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Prce

Age

Coraputer
Conceptual Area

Exploratory Play
PE AL Software
1985

$150 00

15-3

Apple (64K)
LA/1.5SP/7

Final Rating:
User Friendliness:
Educational Value:

Instructional Design:

71 12322323
62 Ahkkkk

Ro 12322323
e

84 RAARRR AR

s Early language acquisition

Comments Provides two overlays for the Muppet
Learning Keys (required) Child first plays

with real toys, then piesses their pictures

on the overlay to hear the associated words

in a robotic voice (Toy kit purchased sepa-

rately for $54 ) Requires Echo or Cricket syn-
thesizer Covers 24 words Adult setup required

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Explore-a-Story: A Great Leap
D C Heath & Company

-1988

$75 00

5-10

Apple (128K)
LA/1.2.3,58.95P/4.7CP/1 4

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

90 RRRRRRRR R
85 (332232333

91 1223232223

86 122323 223

® | anguage experience

Comments Children use mouse, Koala Pzd. joystick,

or arrow keys to select and move objects, words,
or characters in a story Children can also

type their own words Stories can be saved and
printed in color Package includes iour story-
books Colorful graphics. good chi'?-control
Mouse recommended

Title: Extrateletactograph, The
Company DiL International

Date

Price

Age

Computer
Conceptual Area

1986

$69 95

4-12

Apple it + or tle (not Hic)
CP11,4LA3

® Drawing and writing stories

Comments A drawing and wnting program Child
touches graphic tablet with overiay (requires
WonderWorker) to draw or to change colors

Text can be added to the picture Work

can be saved and printed includes
supplementary matenals

Final Rating: 73 *******

User Friendliness: 67 *******
Educaiional Value: 80 ********

Instructional De _ign: 72 *******

LA = Language CP = Creative Projects
Relations  TI = Time NB = Number

O+ = Other Topics
SE = Senation

CL = Classification  SP = Spatial
" = VersionReviewed  NA = Not Applicable
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SOFTWARE DESCRIPTIONS
Title: EZ Logo Final Rating: 74
Company MECC User Friendliness: 45*****
Dale 1985 Educationai Vaiue: 94 ****#*#*
Price $5500 Instructional Design: 89 *********
Age 4-8
Computer Apple (64K)

Conceptual Area

CP/1,3SP/4,1,7,8NB/1,3,5

s Problem solving, directionality

Comments Two levels on one disk Inlevel 1,

child can draw using one-letter commands (e g .
F=Forward) 17 commands available inlevel 2,

child can create simple procedures and
incorporate them into pictures Five colors

avallable Work can be saved and printed Manuat
includes many ideas and two keyboard sticker sets

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Facemaker

Spinnaker Software Corp
1982

$29 95

3-8

Apple, IBM", C64. Atan
CP23.4T1/6

B Pattern matching. creative activity

Comments Children use spacebar and RETURN

to select elements of a face eyes, ears
nose, mouth. hair The face can then be
made to wink, cry. et¢ , and a sequence
activity can be done {like Simon Says)
Simple reading required Discontinued in
1986 See Facemaker Go!den Editton

Title:

Company

Date

Price

Age

Computer
Concep*ual Area

Facemaker Golden Edition
Spinnaker Software Corp
1986

$39 95

3-8

Apple*, Amiga ($49 95)
SP/S CP/3.4 LA/4.90T1

s Creativity, memory, and concentration

Comments Child uses spacebar to select
features for a face (eyes, ears, nose.
mouth. hair) as wel!l as a body. hats, or
glasses Face can then be programmed to
move of be used in a memory game ftcan
then be printed along with up to '~ page

of text Dufficult for 3-year-olds to operate

I EZ Logo

Prograns.

1 E2 Loge 1
2 E2 Logo 2

Options
3 Ceneral Information

4 Printer Support
5 End

Uhich nunber? X

I

—ﬁT

i

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:
User Friendliness:

Educational Value:
Instructional Design:

54 khkkkk
41 Kk k&

5(‘ chkkkkk

63 kAR kK

61 khkkkkk
43 Kk k&

77 Khkkkkhkkk
66 hhkkkhkkk

LA = Language CP = Creative Projects

OT = Other Topics
Relations Tl — Time NB = Number SE = Scniation

CL = Classification
" = Verston Reviewed  NA = Not Applicable

SP = Spatal
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SOFTWARE DESCRIPTIONS
Title: Fantastic Animals Final Rating: 70 ****+**
Company Firebird Licensees Inc User Friendliness: 63 ******
Date 1985 Educational Value: 78 ********
Price $9 99 Instructional Design: 72*******

Age 4-9
Computer Apple*, IBM C64 ($7 99)
Conceptual Area SP/1,5CL2
s Part/whole relationships

Comments Three games use parts of 20
ammals Child uses spacebar and RETURN
to create an animal from the mixed parts

of many or to make a matching animal
when shown amode! Each animathas a
song Enjoyable program

Title: First Encounters Final Rating: 32 ***

Company Educational Activities User Friendliness: 41 ****
Date 1983 Educational Vatue: 21**
Frice $98 00 instructional Design: 29 ***
Age 4-7

Computer Apple
Conceptual Area OT/1
s Computer Iiteracy skifis

Comments A “"computer literacy” package
designed to teach kuidergarten children
computer terms, computer operation. and

writing of programs  Includes flashcards for
memorizing terms, worksheets, keyboard models
workdisk with games Reading reguired Ratings
apply only to programs

Title: First Letter Fun Final Rating: 82 ***+**+

Company MECC User Friendliness: 67 *******
Date 1985 Educational Value: 98 *********+
Price $55 99 Instructional Design: 86 *********
Age 3-6

Computer Apple (64K)
Conceptual Area LA/1.4.6
a | etler recognition

Comments Four pictures stories Farm

Circus, Park, and Magic Show introduce all

the letters except Q and X Child sees an

object from a story and must use the

spacebar or arrow keys to select its

initial lefter Teacher options allow sel ;ction of
upper/lower-case display Clear graphics Good design

LA = Language CP = Creative Projects  OT = Other Topics  CL = Classificaton SP = Spatial
Relanons Tl = Time NB = Number  SE = Seration * = Version Reviewed  NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer

Conceptual Area
n Letters & words,

Comments Four games (1) Introduces upper- and

jower-case letters

First Letters and Words
First Byte. Inc

1987

$49 95

3-8

Final Rating:

User Friendliness:
tducationai Vaiue:
Instructional Design:

ApplelIGS® Mac Amiga Alan ST

LA 458SP5
dinosaurs

(2) Shows a picture and

says word when any letter 1s typed (3) Says

bodypartsasach

ild colors in a dinosaur

(4) Presents animal nddtes for which child
types the answer Talks in a pnmitive male
voice Options give teacher control

Title:

Company

Date

Price

Age

Computer
Conceptual Area

First Numbers: First Words
Educational Activities

1984

$39 95

3-7

Apple*, C64

LA/4 NB/2.30Tn

® 1-10-1 correspondence, visual memory

Comments Two activities on one disk
First Numbers — matching sets 1-5,1-10
Child sees five dots and duplicates set

Child sees set and

types numeral First

Words — child copies model word. € g

“cat " Harder level

requires remembernng the

word after it has been flashed for two seconds

Title:

Company

Date

Price

Age

Computer
Conceptual Area

First Shapes
First Byte Inc
1987

$49 95

3-8

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Appie HGS". Mac. Amga Atan ST

CL1SP/8SE 10T:1

= Five basic shapes

Comments Four games Child can (1) change the size

of a shiape by clicking the mouse. (2) design a
1oy out of shapes. (3) play Concentration by
matching pairs of shapes. or (4) find a shape

such as "the smallest circle’ among three shapes

presented Gives design options Toys can be
printed and saved Voice 1s hard to understand

74 it 222221
80 i3 2222321

62 Ahkkkhk

41 ARk kR
39 ARk kR
67 it 222221
38 2 3 21

78 (S22 32
82 122222221

88 ARARRRARR

68 i 222224

LA = Language CP = Creative Projects
Relations Tl = Time NB = Number

OT = Other Topics
SE = Serniation

CL = Classification - SP = Spatial
* = Version Reviewed

NA - Not Apphicable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptual Area

First Steps tc Reading
Grolier Electronic Publishing
1985

$49 95

4-7

Apple*. C64

LA/6

& [nitial consonants

Comments Three activities on one disk

(1) Shows object Child presses the first

letter of object shown (2) Shows letter

Child uses spacebar to select a corresponding
object (3) Shows letter and six objects Child
uses arrow keys tomove a crane to the object
corresponding to letter Joystick isoptional

Title:

Company

Date

Price

Age

Compouter

Conceptual Area
& Measurement

Fish Scales
DLM

1985
$3295

4-8

Apple
NB/1.3.4.6

Comments  Six games in which child uses
spacebar. arrow keys. or RETURN to input
answers, e g, the height of a fish

jump, the longest or shortest fish, and
other measurement concepts Games en-
courage using units of measurement

Menu requires reading

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Floppy: Letters & Numerals
Floppy Enterprises

1983

$2500

3-6

Apple

LA 4

8 |etter recognition

Comments Provides a workbook-like
presentation of upper- and lower-
case letters Cursor is moved with
GHYB keys and spacebar Effective
practice for upper- and iower-case

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Finai Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

43 222
49 Kkkkk
55 hhkkdkk
31 ke

71 2322324

57 dkddkk &

96 AAkhkhkhhhhd

68 khkkkkk

46 hhhkk
36 khkkk

50 hhkkk
52 dhkkk

LA = Language
TI = Time

Relations

CP = Creative Projects
NB = Number

OT = Other Topics
5L = Senation

CL = Classification
" = Verson Reviewed  NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Title: Flopnv: Match-uns in Mazes Final Rating: 53 **
Company Floppy Enterprises User Friendliness: 46 *****
Date 1984 Educational Value: 49 *****
Price $2500 Instructional Design: 73 *******
Age 3-6
Computer Apple
Conceptual Area LA/4 NB/4
a [ etter recognition, numerical order
Comments: Uses simple maze context to
match objects with letters or other
assoclated symbois No branching
Menu requires reading Resuits of
the previous lesson are avaidable
Title: Floppy: Printing Practice Final Rating: 50 *****
Company Floppy Enterprises User Friencliness: 39 ****
Date 1983 Educational Value: 58 ******
Price $34 95 Instructional Design: 66 *******
Age 4-6
Computer Apple
Conceptuai Area LA/S
8 |etter and numeral formation
Comments Child presses a key on the
keyboard to cause the letter or
numeral to be slowly drawn on the
screen Child then practices
drawing the symbol on a piece of
paper, using the computer as a model
Title: Floppy: Same and Different Final Rating: 41 ****
Company Floppy Enterprises User Friendliness: 38 ****
Date 1983 Educational Value: 48 *****
Price $34 95 Instructional Design: 38 ****
Age 4-6
Computer Apple
Conceptual Area CL/2

8 Visual discnimination

Comments A workbook presentation of
discrimination in three games

different shapes, same shapes with
shght differences, and letters

Chuld presses O or W key to indicate
same or different

LA = Language CP = Creatve Projects
Refations Tl = Time NB = Number SE = Senaton

OT = Other Topies  CL = Classificaton  SP = Spatial
* = VersionReviewed  NA = Not Apphicable
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SOFTWARE DESCRIPTIONS

Title:

Cnmnany
VL sy

Date

Price

Age

Computer
Conceptual Area

Floppy: What Is Missing

Clinmng Entarerna
VIV Y e 1o

s Parts and wholes, body parts

Comments Presents picture, then
picture with one part missing

Child presses 1 or Okey to select
missing piece Twenty-five problems
for each of three pictures aho se

acar, and a man

Title:

Company
Date

Price:

Age
Computer
Corniceptual Area

Flying Carpet, The
Learning Technologies. Inc
1985

$24 95

4-8

Apple*, C64

SP/8

» Shape recognition

Comments Child uses spacebar and
RETURN to count the number of a
given shape contained in one of

12 sets of shapes presented A

flying genie provides feedback No
branching No reading required Rigid
format permits ittle child-control

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Fruit Tree/Guimball
BeCi Software

1983

$1995

2-6

Co64*, vIC 20
NB/3.4

= Counting, adding, and subtracting

Comments Two activities on same
disk Gumball — child counts from
10 10 35 gumballs and enters number
Frut Tree — child solves addition
and subtraction problems Blocky
graphics Poor design

Final Rating:
IHloas Deimmadlicanan~.
WOT FHICHIUINIITOD,.

Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

P -
.
I-_E,_—_-;_:-’;_z_—ﬁl i
LI ®
a) o
Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

62 RRTRAR
61 RkkhkR
76 AR ARRR
55 RAxkkhk

44 hhkk
65 ARRRRRK
52 131223
28 *hk

=)
-

®:=:

28 k&
29 2 24
38 12 2 33
22 *k

LA = Language CP = Creative Projects

OT = Other Topics
Relations Tl = Time NB = Number SE = Seration * = Version Reviewed

CL = Classification  SP = Spanal
NA = Not Apphicable




SOFTWARE DESCRIPTIONS

Title:

Fun FromAtoZ

Final Rating:

81 AR RRRRK

Company MECC User Friendliness: 68 *****
Date 1985 Educational Value: 92 ***++++*
Pnce $5500 Instructional Desigri: 85 *********
Age 3-6
Computer Apple (64K)
Conceptual Area LA/4

= Alphabet skills practice

Comments. Chiid uses arrow keys to play three
games Birds — child matches letters Dots —
child completes a dot-to-dot picture by
selecting next alphabet letter Runners —

child sees sequence (K.L.M,__.0) and must
select missing .etter Management allows
selection of upper/lower-case Well-designed

Title: Fun With Directions Final Rating: 62 ******
Company Mndscape, Inc User Friendliness: 81 ****+**
Date 1984 Educational Value: 69*******
Pnce $49 95 Instructional Design: 44 ****
Age 3-6
Computer Apple
Conceptual Area SP/4 T1/6

® Perceptual and cognitive skills

Comments Child selects a nodcing (yes)
or shaking (no) head to indicate i

objects are in line, are facing same
direction, or are In sequence, e g ,
egg/chick/chicken Allows for

selection of difficulty level, perfor-

mance feedback No reading required

Title: Fun With Letters and Words Final Rating: 76 ********
Company Wescott Software User Friendliness: 73 ******
Date 1987 Educational Value: 86 *******~*
Price $20 00 Instructional Design: 70 *******
Age 2-6
Computer 1BM
Conceptual Area LA/4 5

% | etter recognition

Comments Child can press any letter key
to see a picture and word related to the
ietter, e g, abike for B Sixlevels allow

the addition ¢f more words. withup to 147
possible “Custom” words, such as a child's

bike

name. can be added

LA = Language CP = Creative Projects
Q Relations Tl = Time NB = Number

OT = Other opics
SE = Seruation

CL = Classificaton 5P = Spatial
" = Version Reviewed  NA = Not Applicable
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SOFTWARE DESCRIPTIONS

.

Title:
Company
Date
Price
Age
Computer
Conceptual Area
& Memory

Sun With Memory

Wecsceott Software
1987

$20 00

2-6

IBM
OT/1 LA4.5NB/4 CL2

Comments A sen :n-level Concentration game
in which child uses the arrow keys, spacebar
and ENTERto selectacard Child can match
numerals, objects, or words Options atlow

for control over the number of cards shown in
agame Can be played by one or two players

Title:
Company
Date
Price
Age
Comiputer 1BM
Conceptual Area NB/3.4.8
= Numeral recognition, adding and subtiacting

Fun With Numbers
Wescott Software
1987

$20 00

2-6

Comments Five games provide experiences in
counting. adding with objects. or subtracting,
all with sums iess than 18 Nine sk!ll levels
determine the difficulty of the game Adult
options permit control over the difficulty

level and pacing of the game

Titie: Gertrude’s Secrets

Company Tie Learning Company
Date 1982
Price $59 95 (school -+ tion)
Age 4-10
Computer Apple*, IBM*, C64 ($29 95)
Conceptual Ares Ci/i,5SP/4

» Classifying and senating

Comments Ccnsists of seven attribute puzzles of
varying difficulty Chid uses arrow keys or
joystick to move thiough 25 rooms (screens)
Children as young as age 3 can do easiest

puzzie, but lose interest quickly Contentis
bestforages 5 and up Sch.ool edition contains
additicnal curniculum matena's

Final Rating:
Friendliness:

Educational Value:
Instructional Design:

llso—

I “mnonv MEHY

4 4

7', 134323244
O 2k kr
U

87 1321222234

83 L3222 2% 24

Numerals 7 lknrrals

4 s Humerals / Noshe rs

e

T Capital 7 Swall

T 4 iy Ohue €t 7 Ohgect

| e

—) Sy _cAr oh., ot /. uon\

Final Rating:
User Friendliness:
Educational Value:

Instructional Design: 4

tiow Many?

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

T Husbers 7 Nomhe rs f
T
)

Ohyect / letter

59 1322221
64 1322221

78 i 33322224

6 KRR K

84 138 22223 4
78 132223224

91 1323322 % 2

86 L3 2222 %23

LA = Language CP = Creative Projects  OT = Other Topics  CL = Classification SP =
SE = Senation

Relations Tl = Time NB = Number

*

= Version Reviewed

Spatial
NA = Not Applicable

50

g
GUQ




SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Getting Ready to Read and Add
Sunburst Communications Inc

1984

$65 00

3-6

Apple, IBM*, Atarn, C64*
LA/4 CL/2NB/3 .4

s Numerals, U/L-case letters

Comments Six activities based on a
matching format Practice with
shapes, letters, and numerals Child
presses any key when a match is
shown for shapes, letters, and
numerals Options included for control
of speed and number of problems

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Grabbit Factory, The
D C Heath & Company
1983

$60 00

3-8

Apple

NB/4.9

s Numerals. basic math facts

Comments Child uses arrow keys.
joystick. to move crane and make
selections of numerals No
branching Easytouse No

reading required

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Grandma’s House
Spinnaker Software Corp
1983

$29 95

4-8

Apple*. C64, Atas

SP/2

= Exploring and arranging

Comments Chil6 uses mouse or joystiChk
(requiredYto move to and explore onge

of 3ix different scenes Bv pressing

key. objects can e carried from scenes
and collected in “Grar.dma's House "

e g . afish from the seashore Easyto
use butnot strong In« ny contei  area

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Finai Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendiingss:
Educational vatua:
instructional Design:

63 (122211
55 (222221
77 122222241
80 122328223

52 132231
81 132221223
46 (22 2414
31 E 2 3

o L2222 223
68

78 Ed 22232 4
57 32341

ot~ 22 121%3
o5

LA = Language

Relations  TI

NB = Number

CP = Creative Projects - OT = Other Topics
= Time

Sk = Senation

CL = Classification
" = Version Reviewed

SP = Spatial
NA = Not Applicable




SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Corrputer
Conceptual Aea

Grover's Animal Adventures
CBS Software

1Q88

[Rv2ele]

$14 95
4-6

Cs4

cL?2

Final Rating:
User Friendliness:
Educational Value:

Instructional Design:

76 122232221

-7 t11322323
75

LRI
o

79 (2225322

& Class!fying animals

Comments  Child uses jcyst =k to move
Grover to one of four environments
Pressing Joystick button adds

animals or gbjects Each environment

1s divided into land, sky. and water
areas Chilc must place animal in

appropriate area

Title:

Company
Date

Price:

Age
Computer

Grownup and Small
Mindscape. Inc
1987

$3995

3-8

Apple

Conceptual Area SE/1CL/2 LA/
® Adult and baby names

Comments Shows adult (or baby) with its
name Child presses spacebartos :the
corresponding bat/ (or adult), which starts

an animated sequence A second activity shows
an adult or baby along with four names Child
must select (with spacebar) the corresponding
name Easytouse Includes 20 matching sets

Title:
Company

Happy Birthday, Pockets
World Book, Inc

Date 1984

Price $39 95

Age 3-5

Computer 1BM

Conceptual Area ClL2
® Visual giscrimination

Comments Eight child-controlled

options In which child uses spacebar

and RETURN to select upper- or

lower-case letters, numerals, or the

letter keys to design the wrapping

for apresent Is successful in providing
child-control Good graphics, sound. and content

Final Rating:

User Friendliness:
Educational Vaiue:
Instructional Desigr:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

68 (2222221
77 ARRRRA KK
76 ARRRA A AR
55 2 222 21

T *rrrnns
O *rrraxr
§E *raxrrann
63 ARARAR

LA = Language CP = Creative Projects
Relations Tl = Tune NB = Numbe

OT = Other Topics
SE = Sertation

CL = Classification
* = Version Reviewed

SP = Spatial
A = Not Applicable
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SOFTWARE DESCRIPTIONS

Company

Date

Price

Age

Computer
Conceptual Area

Title:

Hodge Podge

Artworx

1982

$14 95

156

Apple*, C64. 1IBM Atar
LA/4

= | etter recognition

Comments Child presses any key to
get aresponse apicture, a song.

or both Screend

isplays are blocky

and not always appropriate for the
letter pressed, e g . S = Spectra
Easy to use program. but its value is

Iimited

Title:

Company

Date

Price

Age

Computer
Conceptual Area
= Estimation of w

How to Weigh an Elephant
Learning Technologees. Inc
1985

$24 95

4-8

Apple”, C64

NB/1 CP/3

eight

Comments Three activities in whicn a
child observes how far a boat sinks
to select the heaviest animal. guesses

which juice giass
programs a danc

has the most. or
er, using the number

keys and RETURN Reading required

Title

Comparny

Date

Price

Age

Computer
Conceptual Area
® Counting up to

Comments Eigh

: 1Can Count
Troll Associates
1987
$39 95
5-8
Apple
NB/2.3,4,8

10

t activities based around

colnting. matching numbers with sets. typing
the number that comes next, finding a missing

number in a segu

ence, recognizing zero, and

concepts of greater oriess than Colorfu!
graphics but poor design Reading 1s required

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

51 kkkkk
75 dkkkk ok dkk
55 kkkAkk
50 Rk Rk

A

pRIgM

Final Rating

User Friendliness
Educational Value
Instructional Design

Final Rating

User Friendliness
Educational value
Instructional Design

: 42 Rk
: 49 dkkdkkk
: 59 Rk Rkkk
P27

; 40 Rk kk
: 53 RkkkE
: 45 kkkkk
: 26+

LA = Language

fielations Tl

CP = Creative Projects

= Time NB = Number

OT = Other Topics
SE = Senation

CL = Classtfication
* = Version Reviewed

SP = Spanal
NA = Not Applicable




SOFTWARE DESCRIPTIONS

Title: 1Love My Alphabet Final Rating: 59 ******
Company First Star Software User Friendliness: 51 *****
Date 1984 Educational Value: 80 ********
Price $34 95 Instructional Design: 55 ******
Age 2-7
Computer Apple*, C64, Atari
Conceptual Area LA/

® | etters, alphabetical order

Comments Entertaimiryg program presents
“Max™ with four activities of differing

difficulty Weil-programmed Good sounds St
and graphics letter associations are limited PeEs P53 r8R % run
and design requires adult or reader help BLInx

Title:

Company

Introduction to Counting
EduWare

Final Rating: 66 *******
User Friendliness: 60 ******

Date 1981 Educational Value: 90 *****#+*+
Price $39 95 Instructional Design: 53 *****
Age 4-7
Computer Apple’, iBM, Atar
Conceptual Area NB/3 CLs1 SE/1
» Counting

Comments A regimented sequence of eight

counting activiies Begins with selecting a set to
correspond with a given number and progresses
all the way to subtraction Management keeps
score and controls presentation, which ailows
mndividuaiization Requires adult setup with

each use

Title: It's No Game
Company Educatonal Actwities

Final Raﬁng: G2 trrrer
User Friendliness: 58 ******

Date 1986 Educational Value: 67 ***+**
Price  $49 95 Instructional Design: 61 ******
Age 5-11

Computer Appie
Conceptual Area LA/2,3
B Personal safety skills

Comments A simulation where the child 1s put

In a potentially darigerous situation and must
make a choice Each "wise decision’ I1s rewarded
with moves on a gameboard Tonics are trusting
one’s own feelings. saying no to bribes. tele-
phorie skills, cealing with strange adults, and
asking forhelp Reading required

201 I8

%
Teenagers iibe by there
Soret iy they du bad thing-

LA = Language
Relations  TI = Time

CP = Creative Projects
NB = Number

OT = Other Topics
SE = Seriation

CL = Classfication  SP = Spatial
“ = Version Reviewed NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Conceptual Area
s Touchtyping

LA/4 OT/3

Cemments  Presents a fixed series of
typing problems As a child types,
graphics or words accumulate on the
screen Helpful graphic hands point
out finger positions Contains 54
combinations on two disks Inflexible
\
|
\

Title: Jack and the Beanstalk Final Rating: 69 *******
Company HRM Software User Friendliness: 70 *******
Date 1985 Educational Vajue: 71 ******
Price $49 00 Instructional Design: 66 *******
Age 7-12
Computer Apple
Conceptual Area LA/S8TIS
s Word recognition, event sequence
Comments Children explore theirr own version of
traditionai folk tale by playing the role of
Jack. making decisions oy selecting two-word
commands, e g , “trade cow " Reading required
Could be used aslanguage experience with
younger children A Spanish version is available
Available in a ten-disk package for $147 00
Title: Jar Game & Chaos, The final Rating: 42 ****
Company Milliken Publishing Co User Friendliness: 35 ****
Date 1982 Educational value: 63 ******
Price $39 95 Instructional Design: 36 ****
Age 5-12
Computer Apple®, Atan
Conceptual Area CL/2,5NB/5 Hhnch one?
» Probabilty, discnimination
A B
Comments Offers two games Jar Game — by s fl
pressing 1or 2, child chooses candy jar EsN! (eR
with best chance of having certain-shaped Kol| 19Ke
e Hee] [Hed
pieces of candy Chaos — an attribute game
m which child presses [JKM keys to match PRESS RETURN
an attnibute (shape or color) Easy reading ¢ B 0
required Discontinued in 1986 8 APPLE 0
Title: Jr. Typer Final Rating: 41 ****
Company Agquarius People Materials User Friendliness: 33 ***
Date 1985 Educational Value: 49 *****
Prnce $4500 Instructional Design: 44 ****
Age 5-up
Computer Apple’. TRS 80

design allows little child-control

LA = Language CP = Creative Projects  OT = Other Topics
TI = Time NB = Number SE = Scnation

ERIC 5

CL = CQuasafication  SP = Spatial

Relations * = Version Reviewed  NA = Not Applicable




SOFTTWARE DESCRIPTIONS

Title: Juggle’'s Rainbow Final Rating: 62 ******
Company The Learning Company User Friendliness: 65 *******
Date 1982 Educaticnal Value: 74+
Prnce $29 95 Instructional Design: 54 *=***
Age 3-6
Computer Appie, IBM", Co4
Conceptual Area SP/4
® Spatial relationships
Comments Keyboard is a piane on which location
of keys corresponds to spatiai answers. e g |
above, nght, below However, pressing
spacebar advances program to next segment
which children often unwittingly do
Discontinued 1n 1987
Title: Keytalk Final Rating: 84 *++++
Company PE AL Software User Friendliness: 58 ******
Date 1987 Educational Value: 92 *****+*#*
Price $99 00 instructional Design: 86 ****t***+
Age 3-8
Computer Apple (64K)

Conceptual Area

LA/3,459CP/4

® A beginning hteracy activity

Comments A talking word processor that says n
arobotic voice anything thatistyped Uses
regular or Muppet keyboard 3ays each letter
word and sentence Allows slories up to one
page in 40-column text Stories can be printed
and saved Includes on-screen word list Pro
nunciation exceptions can be added

My pet dog 15 nice' He chases ny cat

sometimes, howvever

£SC to* Ta'¥ Sase
Prant Fong
Oictronary lew

Title: Kid's Stuff Final Rating: 76 ********
Company Stone & Ass.  ates User Friendliness: 64 *****
Date 1984 Educational Value: 86 ********
Pnce $39 95 Instructional Design: 80 *******
Age 3-8
Computar [BM*. Apple. Atar: ST

Conceptual Area LA/45SE4 5
s Counting skills, latter recognition

Comments Offersthree activities

accessible by easy-to-use picture

menu In the letter recogniton

activity. child types in letters of

aword, which creates anmation and o
sounds An entertaining program that z; 1'”.'11’

1
[yn
provides options for the child Soet1 0BRCT thown * ESC for mem

ILA = Language CP = Creative Proiects  OT = Other Topies  CL = Classification  SP = Spatial
guag p p

Relations T = Time NB = Number SE — Senation ” = Version Reviewed  NA - Not Appheable
Q P
56 A
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SOFTWARE DESCRIPTIONS
Title: Kids on Keys Final Rating: 62 ******
Company Spinnaker Software Corp User Friendliness: 38 ****
Date 1983 Educational Value: 63 ******
Price $29 95 Instructional Design: 7 ********
Age 4-9
Computer

Conceptual Area

Appie”. iBM C64 {320 95), Atari
1

OT1/3

® Letter recognition

Cemments  Presents three games in which
wetters, pictures. or words rain down

the screen Child stops them and scores
ponts by typir.g in the appropnate letter
crword Three levels of difficulty Geod
keyboard practice, but requires skills that
few thiee- or four-year-olds have

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Kidwriter

Spinnaker Software Corp
1984

$29 95

6-10

Apple”, C64" iBM

LAQ CP/4

= Creating computer storybooks

Comments Child creates picture.
selecting from 100 objects that

can be mnved and changed in size or
color Textcan betyped on the

lower third of the screen Stories

can be saved on disk and have several
rages Reading required Good design

Title:

Company

Date

Price

Age

Computer
Conczepiual Area

Kinder Koncepts MATH
Midwes! Software

1985

$55 00

4-7

Apple”, C64. PET
NB/12345678

= Number . Jmath skiils

Comments Fifteen we'' designea math games

cover various number concepts e g .
estimating length, using units of
measurement, counting. numeral recog-
nition All games foliow same drill-and-
practice format Menu designed for aduilts
which imits child-control

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

73 Y3222 23
48 22424
97 E23332 222123

81 232222

57 223221
46 Ahkkk

93 ARSI RARRE

44 ARkR

LA = Language

Relations Tl

NB = Number

CP = Creative Projects
= Time

oT

SE = Senation

Other Topics

CL = Classifsication
" = Version Reviewed

SP = Spatial
NA  Not Applicable
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SOFTWARE DESCRIPTIONS

Title: Kindercomp Final Rating: 68 *******
Company Spinnaker Software Corp User Friendliness: 77 ******
Date 1982 Educational Value: 72 *******
Price $29 95 Instructional Design: 83 ********
Age 3-8
Computer Apple, IBM* C64, Atar

Conceplual Area

CPCL2LAM

& Matching, U/L-case practice, drawing

Comments Offers six games of varying
difficuity, including a simple drawing

(move cursor with arrow keys) and matching
activity that increases in difficully as

child improves Offers variety of content.
which lengthens the life of the program
Menu requires reading

Title: Kindercomp Golden Edition Final Rating: 70 *******
Company  Spinnaker Sofiware Corp User Friendliness: 56 ******
Date 1986 Educational Value: 90 *********
Pnce $3995 Instructional Design: 70 *******
Age 3-7
Computer Apple®, iBM

Conceptuai Area

NE/3LA/4 CL2CP/1

= Counting, leiers, matching. and drawing

Comments Eight activities Draw Name, Match
Letters, Alphabet, Count. Sequence, and Add
Provides practice with the alphabet. upper- and
lower-case letters counting (as high as 30)
number sequence, counting by twos threes etc
and addition (sums up to 18) Offers good

range in content and level of chalienge

Title: Kindermath ! Final Rating: 57 ******
Company  Houghton Miffin User Friendliness: 65 *******
Date 1988 Educational Value: 70 *******
Price $276 00 Instructional Design: 45 *****
Age 4-7
Computer Apple (64K)

Conceptual Area

NB/123458CL2SP8

s Math fundamentais

Comments Ten disks cover 90 separate objectives ta ot
starting with “same ™ and "different ana ending
with addition ard subtraction problems with
sums less than 10 Child uses Joystick
(required) to move cursor to correct answer
Keeps records Requires adult setup Reaquires
Echo synthesizer Dry presentation

2] [3

Wl wany G5E IR THE <E° °

5

LA = Language CP = Creative Projects Ol = Other Topies  CL = Classification
NB = Number

5P = Spaual
= Version Reviewed  NA = Not Applicable

Relations Tl = Time SE = Seration *

R 2PN
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SOFTWARE DESCRIPTIONS

Title: Knowing Numbers Final Rating: 67 *******
Company Mindscape Inc User Friendliness: 79 ********
Date 1983 Educational Value: 77 ********
Pnce $45 95 instructionai Design: 53 #+:4*
Age 3-6
Computer Apple
Conceptual Area NB:1.3.7
® Fundamental math skili practice
Comments Presents counting. add:tion
and subtraction activities Child
uses nodding or shaking heads to
decide (1) agroup matchesa
numeratl, (2) which group has "more
and (3) 1f the sum of two groups equals
athird Noreading Some management
Title: Koala Pad Graphics Exhibitor Final Rating: 76 ********
Company PTl/Koala industries User Friendliness: 85 *********
Date 1983 Educational Value: 74 *******
Price $13950 Instructional Design: 68 *******
Age 5-up
Ccmputer Apple lie” il + IBM

Conceptuai Area CP/1.4 SP/7
# Drawing

Comments This Is the software that comes with

the Koala Pad, which hooks 1nto a joystick port

By moving a finger or pointer across a pad surface,
achild can draw hines, circles, or squares and

fill or magnify shapes. using many avasable

colors Picture menuis useable but complex for

young children Price includes Koala ™. d and progra™m

Title: Language
Company Agquarius People Matenia's

Final Rating: 37 ****
User Friendliness: 65 *******

Date 1984 Educational Value: 45 *****
Price $:14500 Instructional Design: 18 **
Age 3-6

Computer Apple”. TRS 80
Conceptual Area LA6
® | anguage recognition

Comments Child presses spacebar 1o
advance through a fixed series of
frames based on one to five language
skills Conlains five disks Easy to

use. nice graphics However task
allows no interaction except to proceed
to next frame by pressing the spacebar

LA = Language  CP = Creative Projeets  OT = Other Topies  CL = Classification  SP — Spanal
Pelations T = Time  NB = Numbe, SE = Scnation  * = Versuon Reviewed NA = Not Apphicable
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SOFTWARE DESCRIPTIONS

Titl:

Company

Date

Price

Age

Computer
Coriceptual Area

Learning About Numbers

C&C Software
1983

$40 00

3-6

Apple

NB/8 TI'9

& Counting. clocks. basic math facts

Comments Provides a vanety of number
experiences Let's Count. Let's

Tell Time. and Arithmetic Fun all

with varying difficulty levels Many
aspects of this program can be
managed by an adult. due to a well-
designed management system

Title: Learning Line, The
Company DC Heath & Company
Date 1983
Price $4500
Age 3-6
Computer Apple
Conceptual Area CL12LA 4
= Matching

Comments Child uses joysiick or arrow
keys 10 move morkey (o correct

option. either by direct match or by
correct associaton (e g rain -
umbrella) Limited amount of

content £asytouse Noreading
required

Title: Learning the Alphabet
Company MicroEd Inc
Date 1987
Price $29 95
Age 3-6
Computer Amiga (512K)
Conceptual Area LA4
& Matching letters. aiphabetical order

Comments Child 1s shown portion of the aiphabet

By chicking the mouse, child selects matching
letters 1n order from letters scattered on

the screen The computer says each letter and

gives a feedback message in a fairly clear
male voice Repetitive format causes children
to lose Interest

Final Rating:

User Friendliness:
Educational Value:
instructional Design:

Hou nany?

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

78 t2 2323221
56 2 23221

86 13232322214

91 ARRRRRRNK

62 kkrs bk
82 i3s3 2221
73 823223 4
39 ks

50 E s 221
49 Khkkk
52 E 2 2221
50 thkkkk

LA = Language CP = Creative Progects
Relations  TE = Tune NB = Number

OT = Other Topics
SE = Senation

CL - Classification
* = Version Reviewed

SP = Spatial
NA = Not Apphcable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Prce

Age

Computer
Cenceptual Area

Learning With Fuzzywomp
Sierra On-Line
1984

29 85

3-6
Apple” C64
NB.34CL2

® Counting, matching. numerical order

Comments To make selections. chiid
moves joystick to move ‘Fuzzywomp
Four entertaining games provide
counting and matching experience
Three of the activities have

multiple difficulty levels No reading

1S required Joystick required

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Learning With Leeper
Serra On-Line

1983

$2995

3-6

Apple™, C64 Atar
CP/1 CL2NB.4

® Counting matching. drawing

Comments Consists of four games based
onmatching counting, and hand-eye
coordination A joystick is required
tomove "Leepner "around the screen

to make selections Designed to

entertain and teach Sirmvlar in format

to “Learning With Fuzzywomp

Title:
Company

Date

Price

Age
Computer
Conceptual Area

Let's Go Fishing
Learning Technologies Inc
1985

$24 95

3-6

Appie”. C64

NB:3CL2

» Counting and addition skills

Comments Two activities in which child
uses A and Z keys and arrow keys to
string pearis by moving a needie

or to fish by lowering a iine to fish
swimming by A specific number must be
strung or caught Des:gn offers no
escape from activities Not recommended

Final Rating:

User Friendliness:
Educational Value:
instruciionai Design:

.‘ ‘
&

Final Rating:

User Friendliness:
Educational Value:
instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

SCMEH 4 fsy

- 1
. e
|4 . |
b rereaou I
7 oA " "
N i

73 Kkkkhhkk
80 ARkARACRR
79 hhkkkhhkhk

69 khkRAAK
78 AkAAARAR
82 AkAARRAR
55 AkAAAK

36 kA&
51 hhkk k&
51 L2 22 24
18 *k

~ ¢ :
N /: ‘;
Ad
o

LA = Language

Relations

T1 = Time

CP = Creative Projects
N3 = Number

OT = Other Topics
SE = Senation

»

= Version Reviewed

Cl. - Cuasstfication

SP = Spatial
NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Title:

Company

Cate

Prnce

Age

Computer
Conceptual Area

Letter Games
sland Software
1982

$25 00

3-6

Apple

LA/4 CLs2

» |etter recognition

Comments Three dnill games for letter

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

34 b 5 8 4
24
40 whAx
49 L.t 0

discnimination Upper- and lower-
case options are available. No
branching Has errors if used
without light pen Not recommended

Title:
Company
Date.
Prce

Age
Computer.

Letter Recugnition
Hartley Courseware, Inc
1983

$29 95

5-7

Apple

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

48 RNk
40 wh Ak
62 TR dd
47 AhhAk

Conceptual Area LA/4
# [ocation of letters on keyboara

Comments A single letter ts presented
for child to find on keyboard Model
keyboard appears as help :f needed.
showing letter location Options
include upper/lcwer-case and number
words Records are kept

Title: Letter-Go-Round
Company CBS Software

Final naﬁng: (1 Rakalatakobd
User Friendliness: 61 ******

Date 1984 Educational Value: 71 *******
Price $34 95 Instructional Design: 43 ****
Age 3-7

Computer C64* (cartndge), Atan
Conceptual Area LA/45T1/1.3
8 [etter matching

Comments Children press spacebar to
stop and start ferris wheel to match
upper- and lower-case letters or

1o spell three-letter words Good
graphics and sounds Menu reguires
reading Includes keyboard overlay
Discontinuzd in 1986

LA = Language CP = Creative Projects OT = Other Topics  CL = Classification  SP = Spatial
Relations Tl = Time NB = Number SE = Senation * = Version Reviewed NA = Not Apphcable
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SOFTWARE DESCRIPTIONS

Title: Letters and First Words Final Rating: 68 *******
Company C&C Software User Friendliness: 55******
| Dale 1984 Educationai Vaiue: 7z “******
| Prce  $50 00 Instructional Design: 75 ********
| Age 3-6
Computer Apple
Conceptual Area LA/4,56

s |etlers, imttal consonants

Comments Three games ABC, Letter
Sounds, and Building Woras Manage-
ment system aliows for records for

up to 50 children Chiid makes

seiections by moving box cursor

Offers wide range of content and effsctive

design features

| Title: Letters and Words Final Rating: 68 *******
Company Mindscape, Inc User Friendliness: 79 ********
| Date 1983 Educational Value: 68 ******
| Price $39 95 Instructional Design: 60 ******
| Age 3-6
| Computer Apple
| Conceptual Area LA/4.5
& | etter recognition, aiphabet order
Comments Three games on letters and words
Child selects Y, N, ?, or ESCAPE for each
problem Provides drill on alphabet order
by asking what letter fits into a missing
series Management features selection of
number of rounds, performance summary, seiection
of timing of cursor movement. and new word list
Title: Lion’s Workshop Final Rating: 49 *****
Company Learning Technologies. Inc User Friendliness: 49*****
Date 1985 Educational Value: 54 *****
Price $24 95 Instructionai Design: 45*****
Age 4-8

Computer Apple*, C64
Concepiual Area CL/2
» Visual discrimination

Comments Two activiies (1) Child uses
A and Z keys to move ccnveyer belt to
select an object that goes with

another (e g . thread/needle) (2)

Child selects missing piece of a

given object Limited content

Confusing graphics

PRESS SPACE BAR TO CHOCSE

LA = Language CP = Creative Projects  OT = Other Topics CL = Classification  SP = Spatial
Relations TI = Time NB = Number SE = Seration  * = Version Reviewed  NA = Not Applicable




SOFTWARE DESCRIPTIONS

Company

Date

Pice

Age

Computer
Conceptuai Area

Title:

LOGO Power
Mindscape, Inc
1986

$49 95

7-10

Apple

CP3

% "2ach 12 basic Lua0 commands

Comments  One disk teaches a =rigs of
11 step-by-step tutonal lessons and
garnes designed 1o introauce anu give
practice with 12 LOGO commands

e g . forward, right. repeat ALOGO
program disk 1s not included or needed
to use this program

Title:
Company

Magic Crayon
C&C Software

Date

Price

Age

Computer
Conceptual Area

1083

33500

4-6

Apple
CP1.34SP 11

® Drawing with arrow keys

Commenls A simple draw ing program in
16 colors and 3 difficulty levels

As with all the C&C programs good
record keeping and management are
avatlable to the teacher or parent

Suckers are included to labe! the keys

Title:

Company

Date

Prreg

Age

Comnuter
Conceptua. 8rea

Magic Siate

Sunburst Communications Inc
1984
$99
/-up
Apple

LA49CP 40T 14

P

>

&= Word processing

Comments Easy-to-use word
processor with large (20-column)
text and picture menu Effective

for experience stories for pre-

5Chool leve! Stories can be saved
printed, and edited Graphics printey
desirable

59 Kk ko k
44 xhkk

69 Rk rkkkk
65 hhkhhkk

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

75 Kk hkkk ki

53 hhkkk
67 K hkkk ki

95 hhkhhkkkhk

Final Rating:

User Friendliness:
Educational vValue:
Instructional Design:

81 Rhkkek+ ki

70 xkkdikk

92 K hk ik kkk

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

85 hkd khkhkk

crx o femn B Lo s e g
My dog tikes to

play with me I

Wwill throw a stick
or a ball and she
wit! get 1t []

LA = Language CP
T = Thae

‘reative Proje

Retavons NB = Numbe:

0}

- Leratien

I'  Oth

et Topies CL = Classification  SP = Spatial
= Version Reviewed  NA - Not Applicable




SOFTWARE DZSCRIFTIONS

Title: Magic String, The Final Rating: 46 *****
Company Troll Assoctates User Friendliness: 52 *****
Daie 1980 Educationai Vaiue: 46****
Price $3995 Instructional Design: 41 ****
Age 5-6
Computer Apple
Conceptual Area LA 11

® Reading skills

Comments Three activities (1) Shows

six words Using spacebar. child

arranges words in alphabetical order

(2) Child selects word “nat doesn't
belong.e g "swan, duck fail

{3) Child arranges letters to make words
Menus require reading himiting child-control

Title:

Company

Date

Price

Age

Computer

Conceptual Area
& Matching

Make a Match
Springboard

1984

$29 95

25-6

Apple® IBM® Atar
Cl.1.2

Comments Four matching activities in
which the child piesses spacebar o
indicate when a match in color, shape
or siz 'smade Strong i content

Poor in presentation

Title:

Company

Date

Pr.ce

Age

Computer
Conceptual Arez

Many Ways to Say | Love You
Mindscape

1985

$2995

4-up

Apple C64°

CP24LA34

Final Rating:

User Friendiiness:
Educational Value:
instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructioral Design:

75 Yhhkhkhkhkhk
82 hhkkhkkx kb
73 hhkkkkkk
72 hhkkkkk

69 Akkhkkkk
69 hhkkkkkk
65 E312 2221
69 kkkkPhkk

s Creative design

Comments Child uses arrow keys or
spacebar to select elements of own
“greeting card. including text.
background. borders, and chara~ters
When finished card message can be
displayed with antmation and music
inen saved on disk

LA = Language CP = Creative Projects  OT = Other Topies
Relations  TI = Time NB = Number Sk - Senation

CL = Clasaitication SP — Spatial
* = Version Reviewed  NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Mary Marvel . . . Costume Ball
DIL international

1986

$188 00

2-8

Apple

CL2SP50T 1

» Variety of basic skiils

Comments Six aisks Hot and Cold Food Treasure
Hunt/Voyage in Space. SharpNot Sharp
Occupations/Transportation, Ricochet s Costume
and Dress Ricochet Provides simple, imited
activities Includes overiays to use with
WonderWorker touch ablet (recommended)

Title:

Company

Date

Price

Age

Computer
Conceptual Area -

Mary Marvel . . . the Sarden
DIL International

1986

$289 00

2-8

Apple

CL12SP7Ti6 QT

» Functional inteliigence, social skills

Comments Ten disks —-- My Own Garden Trees &
Seasons, Gardening Tools Parts of a Flower
Pollination, Water Gardening Growing a Bean

Seed Vegetables

and Flowers Chiid presses

overlay on WonderWorker tcuch tabiet
(recommended) to select answers. e g touches
the autumn background when shown an autumn 1ree

Title:

Company

Date

Price

Age

Computer

Conceptua! Area
s Creative design

Mask Parade
Springboard
1984

$39 95

4-12

Appie’ iBM C64
CP14SP57

Comments Child can design and print
masks ar d other cutouts The

Final Rating: 62 ******
User Friendliness: 76 ****xx+
Educational Valt 75 *****#
lustructional Desig..: 43 ****

Os

oS o

0.5aa2

Final Rating: 62 ******
User Friendliness: 76 *******
Educational Value: 76 *******
Instructional Design: 43 ****

Final Rating. 84 *rrxrrnx
User Friendliness: 75 *******
Educational Value: 86 ********:
Instructional Design: 69 *******

028 o B

+
2
=

G

design part requires choosing the
components of the mask (eyes nose
etc ) Easyto print once printer

is setup Pictures can be saved on
disk Noreaamng required

L.y = Language
Relations

CP - Creative Projects
T = Time  NB =~ Number

CL - Classification
" = Version Reviewed  NA

OT  Other Topies
St = Senation

SP Spatal
- Not Apphic ible

Fy o
7 3
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SOFTWARE DESCRIPTIONS

Title: Match-On-A-Mac
irselt by Cormn

Company Teack You uter User Friendlinegs: 78 o
Date 1986 Educational Value: 76 ********
Price $39 95 Instructional Design: 66 *******

M Final Rating: 73 *******

Age 3-7
Computer Macintosh (128K)
Conceptuai Area CL/2 SP/4,8 NB/4
= Matching counting, upper/lower-case

Comments Eleven multiple-~hoice activities

in which child moves the mouse to select ;
matching shapes, upper- or lower-case letters, l——” O (K
b's and d’s, words, numerals, and quantities LJ,
Also includes game for practicing use of v .
mouse Keeps records and aftows for v L
individualization of the preseniation @ 1
Title: Math and Me Final Rating: 78 ********
Company Daw:dson and Associates User Friendliness: 80 ********
Date 1987 Educational Value: 94 *********
Price 249 95 Instructional Design: 67 =******
Age -6

Computer Apple (128K)
Conceptual Area NB/1,3,4 7 CL/2 SE/4
® Shapes. patterns, numbers, and addition

Comments Twelve activities covering shape
matching, number recognition. patterns,
numertcal order, and addition witn objects

or numerals Child uses mouse or arrow

keys to select one of four boxes in a
multiple-choice format Good design and
graphics Good range in content

Title: Math Facts Level 1 Final Rating: 38 ****

Company THESIS User Friendliness: 41 ****
Date 1980 Educational Value: 33 ***
Price $2500 Instructional Design: 25 ***
Age 5-7

Computer Apple
Conceptual Area NB/1458
= Counting. numeral recognition

Comments Presents a “workbook
context to the child based on
numerals and numeral words
Poorly designed Not recommended

LA = Language CP = reative Projects  OT = Other Toptes  CL = Classification  SP - Spatial
Q Refations TI = Time NB = Number SE = Senation * = Version Reviewed  NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Title: Math Magic Final Rating: 53 *****
Company MindP! User Friendliness: 53 *****
Date 1984 Educational Vaiue: 67 *******
Price $3995 instructional Design: 43 ****
Age 4-9
Computer Apple*, IBM
Conceptual Area NB/3
s Mathfacts(add sub . mult . div) |
Comments A math game in which player i
deflects bouncing ba'l to break |
down a wail while periodically
answerng math problems to score
ponts Design options include
paddle size. levet and rumber of
problems, and speed of ball
Title: Math Maze Final Rating: 52 *****
Ccempany D C Heath & Comgany User Friendliness: 47 *****
Date 1983 Educational Value: 62 ******
Price $39 95 Instructional Design: 50 *****
Age 6-10
Jomputer Apple® IBM. Atar (519 95) C64

Concep.ual Area NB/9

e Basic math facts

Comments Chitd moves fly through one

of 40 simple mazes (can design own)

to the correct answer, using a basic
addition. subtraction division or
multiplication fact Avaiable option

turns spider loose in maze A well-des'gnea
activity for basic facts practice

Title:
Company

Math Rabbit
The Learning Company

Date 1986

Prnce $3995

Age 5-7

Computer Apple”. IBM

Conceptual Area NB'1.3480T 1
s Counting. matching sets. addition subtraction

Comments Enjoyable activities child usns arrow

keys. spacebar and RETURN to count using a numter

line and musical scale to maich nume: s to
match a set of objects or a math pronlentto a
given number !o colva math nroblems to create

Final Rating:

User Friendliness:
Educationai Value:
Instructional Design:

.
|

/8 1322222 2]

67 RRXRP KRR

92 122222222

79 i 2222223

Count
up to

EOAME N N ERIRYEE

i
N
B

numbers. and math problems Four levers of play b

LA = Language
Relations

CP = Creative Projects - OT = Other Topies
NB = Number Sl - Scniattion = Version Reviewed

CL. = Classtfication  SP ~ Spatal
NA - Not Applicable

5
= 35
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Cornputer
Conceptual Area

eqg (6._ 8)

Compary

Date

Prce

Age

Computer
Conceptual Area
= Spelling words

Company

Date

Price

Age

Computer

{ cepiual Area

Title:

Title:

Math Sequences
Miiliken Publishing Co
1985

CAN NN

5-6
Apple
NB38

= Number readiness

Comments First of a 17-aisk sequence spanning
grades K-10 (%495 for all) Uses a fiexible
powerful password system that can control
content and keep records for up to 100 chidren
Children start by using number keys to count
objects and can work up lo numerica: vrder

Maze-o

D C Heath & Company
1985

$45 00

6-12

Appte

'AS

Comments A speil:ing game that preserts
10 out of 720 words at a time Child

earns ponts by moving a man (with 1oy-
stick arrow keys}) o incorractly

spelled words thus working through simpe
maze Moving through maze s slow
Content best-suited for grades 110 6

Memory Building Blocks
Sunburst Conmunicat-ons inc
1986

$65 00

5-agult

Apple

OT1CL2

® Visual ana auditory memory sk iis

Commenis Fwve Concentrat-on-type games on
one disk Pictures Words Letters Shapes

and Tunes An easy-to-use managemernt system
allows use of own words or contro! gver

game difficulty Minimar readrg requred
Onperates with regular keyboars Muppe!
keyboard or Touch Window

Final Rating:
User Friendliness:
Educational Value:

Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Inistructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

69 hhkhhhhh
62 ok dk ok
74 hhkdhhhk

L0 AARKARR
fod

55 hhhhhh
55 ik kk
57 hdkh ik
52 Phhkhk

89 LR 212 S 2L Aol

91 hhkhkkhhhh
86 Ahkhhhhhhh

90 ARk hhh
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LA = Language CP
Tl = Time

NB - Number

Other Topies CL
Version Reviewed  NA

- Creative Projects OT
SE - Senation

Chisstfication SP
Not Applicable
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SOFTWARF. DESCRIPTIONS

Title: Memory Master Final Rating: 56 ******

Company Sione & Assocates User Frienaliness: 58 ******
Date 1985 Educational Vaiue: 83 ********
Price $3995 Instructional Design: 21 ****
Age 2-6

Computer I1BM* Atan ST
Conceptual Area LA50T 1
= Memory skiils

Comments Consists of three games in
which child matches object with object
object with related object. or word

with object Alsoincludes a picture
Concentration game Good graphics

Title: Micro-LADS Finai Rating: 75 Frannrnx

Company  Laureate Learning Systems User Friendliness: 85 *********
Date 1984 Educational Value: 65 *******
Price  $650 00 Instructional Design: 75 ****++++
Age 2-up

Computer Apple
Conceptual Arca LA 18
n Syntactic comprehension

Comments Six disks covenng grammatica
constructions Chila hears sentence e g

‘The dogswalk and must pick correct
picture (using spacebar) Keeps comgtete
records Adult must set up alesson

Designed for learning disabled chidren
Requires an Echo or Cricket voice syntheszer

He is in the wagon.

Title: Milk Bottles Finz! Rating: 39 ****

Company istana Suftwars User Frigndliness: 2u*
Datc 1082 Educational Vaiue: 41 ****
Price $2500 instructional Design: 45 *****
Age 3-o

Computer Apple
Conceptual Area NB 1
s Comnaring amounts

Comments Four numbered areas wih
differng amounts of white represent
mitk in bottles Chila type. number

of cyhnder or touches bottie witn

iight pen o answer question that .s
wntten beiow e g Whichis fuil?

Not recommended

LA = Language CP = Creative Projects OT - Other Topics CL - Classtficaion SP Spatial
Relatons  TT = Tume  NB = Number SE - Seniation * - Version Reviewed  NA - Nat Applicable




SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer

Conceptual Area
& Money skilis

Money Works
MECC

1987

355 00

6-8

Apple (128K)
NB.13

Comments Four activities on one disk Child

uses arrows kevs, ESCAPE, and RETURN to decide

how much money IS in a saie, count out an
amount with a change machnine, or make and
print currency Offers many teacher options
Correlates with many textbooks Good chiid-
controi The best rnoney program we've seen

Title:

Company

Dae

Price

Age

Computer
Conceptual Area

Monkey Math
Artworx

1983

$17 95

4-10

Apple’, C64. Atar
NB 4

= Basic math factz numencal order

Comments Provides drilf and practice
with math facts Monkey knocks out
correct answers on an assembly hne

to earn bananas and beat the clock
Practice with basic matn facts

(four operations) avauable at three

leveis

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Moptown Parade

The Learning Company
1981

$59 95 (schoo! edit 6nj
6-10

Apple* IBM” C64
CL124SE4

a Ciasstfication and senation

Comments Conlamns seven progressive!, harder
~tiribule games Effective 'nfocusing chid s
attention on attributes and the logic of seis

Strong in content However requires reading
forindependentuse Color monttor required
Schooi edition includes back-up disk teacher s
guide blackline masters. and activity ideas

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

g e = @ emsa———

76 ARRRRR KRR
55 KRRRR K

91 KRR RRRRARK

88 ARRRRRRRK

Problen )

Final Rating:

User Friendliness:
Educaticnal Value:
Instructional Design:

jur.a HiGH SCOPE_

9

49 KRRk K
38 KRRk
53 KRRk K
43 ARk K

473

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

55 ARRRRK
51 ARRRK

81 KRhkRRRSR

45 KRRk k K

LA = Language
TI = Time

Resations

CP = Creative Projects
NB = Number

OT - Other Topies
SE = Senation

CL = Classaf
* = Version Reviewed

wation  SP = Spati
NA - Not Applicable
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SOFTWARE DESCRIPTIONS

Title:

Companv

Date

rrice

Age

Comauter
Conceptual Area

Muppet Word Book

Sunburst Communications Inc
1986

$65 00

3-6

Apple

LA46CL12

® |etters and words

Comments Six games on one disk provide prac-
tice with letters, upper lower-case matching
beginning consonants and word endings The
final activity 1s a simple word processor

using targe letters that can be printed

Can be used with amouse Touch Window
Muppet Learning Keys or regular keyboard

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Muppets On Stage

Sunburst Communications Inc
1984

$65 00

3-6

Apple” IBM C64

LA 4NB4

» Counting skills letter recognition

Comments Three games Discovery Letters ang
Numbers Provices expernience with leiters

colors nume-als and number Well-

designea i effective in giving child-

controt Thiss the program that comes w tn

the Muppet Learning Keys atthough 't can be
Jsed with a regular keyboard

Title:

Company

Date

Price

Age

Computer
Conceptual Area
& Ciassify

Muppetville

Surbursi Comr incatons ng
1986

$65 00

4-6

Apbie

CL2NB 3407

memory skiils

Comments  Six act.zties on one disk
starnng the Muppets Menu design a ‘ows
chda-contrai Supporis Touch Window
(used for review) Muppet Learning Ke s
mouse or keyboard Gives practice wih
shapes coiors anda numbers Options aioy.
for several arfficuity settings

Final Rating:
User Friendliness:
Educational Value:
Instructional Design:

Final Rating:
User Friendliness:
Educational Valua:
Instructional Design:

Final Rating:
User Friendliness:
Educational Value:
Insiructional Design:

i

4,

1.

0
)

Jinn
Az

82 132232221
85 1322222221

92 1222232221

73 12232224

81 t2 2332221

73 12222321
77 13222322
Bg 12232324

87 E3E 2222203
94 223322223

[~ 3222222221
95

75 13222222
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;
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benvesrss

LA = Language
Relavons  TT = Time NB

CP - Creative Prowects

OT - Other Topics
Namber  SE - Senation

-

CL = Classtfication  SP -
= Version Reviewed  NA

Not Apphcable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Music

Lawrence Hali of Science
1984

$34 95

4-6

Apple

CP2SE 14

s Sernation of pitch

Comments Make Music, Note Sandwch
and Play a Tune give experience

with an eight-tone C-scale asso-

ciating notes with numbers anc

colored tars of correlated lengths
Limited in content Design is effective

in giving child-control

Title:

Company

Date

Price

Age

Computer
Corceptual Area

Music Maestro
Soringboard

1984

$34 95

4-10

Appie” IBM C64. Atar:
CP2SE1TI4

» Practice with musical notation

Comments Four games in whicn chadrer
play and record tunes using numner

keys onkeyboard thus burding

a correiation between numbers and

ncles Kaleidoscope {game 4) acds
random coi.” to the notes

Title:

Company

Date

Price

Agu

Computer
Conceptual Area

Music Readiness
Steriing Swift
1984

$69 95

3-8

Apple

CP2T14

8 Music concepls p.ch and rhyt~m

Comments A drul program that cou-d
be usea to reinforce note iength anc
pitch comparison Two d:sks with

four games each Menu wats are

very long L'mited content ang
chailerge snortens iife Poory

designed

Final Rating:
User Friendliness:
Educational Value:

Instructional Design:

Final Rating:
User Friendliness:
Educational Value:
Instructional Design:

Final Rating:
User Friendliness:
Educational Vaiue:
instructional Design:

59 (222224
63 (222224

7n 222224
ER

51 32221

7”, i3 222224

68 REKKRRSE
83 3222234 d
71 E2 222234

41 13 2 24
38 13 2 24
40 13 2 24
58 E2 2232

LA - Language
TI = Time

Relations

CP - Creatine Projects
NB - Number SE -

OT = Other Topies 1L

Serrstion - Verston Reviewed

.

Classification
NA  Not Apphicable
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SOFTWARE DESCRIPTIONS

Title: My ABC’s Final Rating: 63 ******
Company Paperback Software User Friendliness: 67 *******
Date 1984 Educational vValue: 91 ********+
Price $24 95 Instructional Design: 45 *****
Age 3-7
Computer 1BM
Conceptual Area LA4 NB/3 OT *
s Letter and numeral recognition
Comnients  Six activities First Letter.
Match Letters, Dancing Letters (any
key pressed makes pictures dance on
the screen), Counting Objects, and a
multilevel game of Concentration Good
child-control Good graphics A good
ali-purpose program for 1BM PC owners
Title: My Book Final Rating: 38 ****
Company BeC: Software User Friendliness: 27 ***
Date 1984 Educational Value: 39 ****
Price $34 95 Instructional Design: 46 *****
Age 4-up
Computer Ce4". Atari
Conceptual Area LA9
& Wnting stories
Comments A picture- and text-creat:on
program Child uses joystick to
move a bailoon to select objects ana
options Textis added using key-
board Stories can be saved and
pnnted Reading required to select
options Joystick required
Title: My Letters, Numbers, and Words Final Rating: 46 *****
Company Stone & Assoc:ates User Friendliness: 35 ****
Date 1983 Educational Value: 79 ********
Prnce 33995 Instructional Design: 38 ****
Age 2-6
Computer IBM* Apple Atan ST
Conceptual Area LA'S
& |elter recognition
Comments Practice with words the numbers
1-10, key location, and letters. all
reinforced through well-designed graphics
and sounds Design requires aduit to start
and stop the program, however This program
nas later version called ‘Kid's Stuff” with
belter des:gn features
LA = Language CP = Creatne Projects  OT = Other Topies  CL = Classificaion SP - Spatial

Relstions  TI = Time  NB = Number SE = Seriaion  * = Verqion Reviewed NA -~ Not Apphicable
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SOFTWARE DESCRIPTIONS

Title: My Words Final Rating: 78 ********
Company Hartley Courseware Inc User Friendliness: 60 ******
Date 1987 Educational Value: 92 *********
Price $69 95 Instructional Design: 89 *********
Age 5-8
Computer Apple (64K)
Conceptual Area LA23459CP 4

s Language expenence

Comments A talking word processor that keeps a
Iist of every word used ina story Lists

can be stored. prninted and used again for

olner writing activiies While words are typed

they are also spoken in robotic voice (Echo or
Cricket required) A mouse 1s recommended Uses
small (40-column) print

Title: Not Too Messy, Not Too Neat
Company D C Heath & Company

Final Rating: 89 ********
User Friendliness: 85 *********

Date 1988 Educational Value: 94 *********
Price $7500 Instructional Design: 91 *********
Age 5-10

Computer Apple
Conceptual Area LA/2359CP.45P4.7
® | anguage experience

Comments Chiidren use mouse. Koala Pad. joystick.
or arrow xeys to select or move objects. back-
grounds. words. or characters of a story They

can aiso add their own words Resuiting stories

can be saved and printed in coior includes

four copies of the storybook Good design Fun

touse

Title: Notable Phantom, The
Company DesignWare

Final Rating: 66 *******
User Friendliness: 68 ****~**

Date 1984 Educational Value: 80 ********
Price $9 95 Instructional Design: 56 ******
Age 5-10

Computer Apple”. IBM. C64
Conceptual Area SE/1 CP’2
» Musical notation pitch recognition

Comments Uses a plastic overlay to
simulate a full 174 octave key-

board for use with tre 2 activities

Effective inteach.ng nete names and

for playing and recoraing song~ mn a

game context Matn menu 1s confusing,

may require adult help to start younger child

LA = Language CP = Creatve Projects  OT — Other Topies CL — Classtfication - SP = Spatiai
Relations Tl = Time NB = Number SE = Senation = Version Reviewed  NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer

Conceptual Area
& Memory skiils

Now You See It, Now You Don’t
Sunburst Communications Inc
1987

$7500

8-11

Apple

OT1CL245SP48

Comments Child uses keyboard. Touch Window, or
Muppet keyboard to select answers On disk 1

child s shown a set of objects to memurize,

and then must 1dentify one of the objects On

disk 2, child sees picture with then without

one or more of Its objects and must identify

what's missing Some reading required

Title:

Company
Date

Price"

Age
Computer

Number BeCi
BeCi Sofiware
1983

$1995

3-6

C64*. VIC 20

Final Rating: B81 *******»

User Friendliness: 72 *****#+
Educational Valug: 91 ****xxxxs
Instructional Design: 83 ********

9
0 ""
@ 4
T
Study the picture.,

Touxh FERE to 90 on

29 thk
34 *hk
40 hkkk
20 *k

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Conceptual Area NB/3
= Grouping and counting

Comments Consists of a timed counting
activity in which a chiid counts

like or unlike nbjects Three levels

of difficulty available Designed

for fow capacity (memory) computers

Company

Date

Price

Age

Computer
Conceptual Area

Title:

Available on cassette

Number Farm
DLM

1984

$32 95

3-6

Apple’, C64 1BM
NB3458

s Counting skills

Comments Six entertaining games
present multiple counting

exoernences Feedback s effective

One game presents counting in a
unigue way by having child count
sounds Provides good number prachice

74 2 332233
62 323223

92 223222224

73 2222221

Final Rating:

User Friendliness:
Educational Value:
instructional Design:

H123458788

s
Chichens

LA = Language
Relations

CP = Creative Projects
Tl = Tune NB = Number

OT = Other Topics
Sk = Senation

CL = Classihcation  SP -~ Spatial
"~ Vession Reviewed  NA = Not Appherhic
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SOFTWARE DESC.....-TIONS

Company

Date

Price

Age

Computer
Conceplual Area

Title:

Numbers

Lawrence Hali of Science
1984

$34 95

4-6

Apple

NB/3.4.8

s Numeral disc , counting

Comments Provides two activities

Balloons — lets the child pop

balloons in relation to a number on

the keyboard. using spacebar and

RETURN Secret Numbers —— reveals

parts of numerals for the child to

identify Well-designed Best for kindergarten

Title:

Company

Date

Prce

Age

Computer
Conceplual Area

Observation and Classif.

Hartley Courseware. inc
1985

$3595

3-5

Apple

CL124

n Ciassification skills

Commenis Four activities Child selects which

object is different from others, which is

the same size as one shown or which belongs

to the same class as a group shown. e g . “all
animals " Teacher ogtions allow control over

sound. movement of cursor and number of plays

pergame Child selects own difficulty level

Title:

Company

Date

Price

Age

Computer
Conceptual Area

0Odd One Out

Sunhurst Communications Inc

1983

$65 00
3-10
Apple*. C64
CL124

» Matching ‘discrimination

Comments Consists of five games based
on format of selecting one of four boxes
that doesn t belong Child presses

first tetter of the color of the box
containing the odd shape. e g . B

for blue Content accessible to teacher

Final Rating:

User Friendliness:
Educationai Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Des\gn:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Pou—— [ 3
Il L=
L el
[ F_
Eovennmd Ion——
#hich one?
e e flE o §ig Y

58 kA KRR R

12232333
65

7A RARRRA AN
I

41 132 33

80 RRRRRRRY
70 RERRAKR
86 1222223223

86 RRRRARRRK

74 RRRRARR
58 (2 32 2 24

84 132322323
83 ARRRRRRK

LA = Language
TH = T me

Relations

NB = Numbei

CP — Creauve Projects
SE - Senation

OT — Other Topies
" = Version Reviewed

CL = Classitication

SP = Spatisl
NA = Not App! cable
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Title:
Company
Date
Price
Age
Computer Apple
Conceptual Area CL/2SP/4.6,8TI 10T 1
» Pedestrian szfety, readiness skills

Ollie and Seymour
Hartley Courseware. inc
1984

Comments A unigue simulation in which child
uses arrow i 2ys to move "Ollie” around a park
and throug~ he streets, where he can practice
safe street cr ssings, obeying traffic signals,

or ¢ames Games involve snape and color
matching, Concentration with traff«c signs,
and stacking and counting blocks

Title:

Company

Date

Price

Age

Computer
Conceptual Are »

One Banana More
Data Command
1984

$39 95

5-6

Apple
CLU2NB1LA4.S

» Reading readiness, countin

Comments  Six multiple-choice activities
m which a child se=s an object and
presses the numera: of a matching shaoe,
fetter, aize. word, number, or set,
depending on the level selected Fananas
arerewards No zscape Menu requires

reading
Title:
Comgany
Date
Price
Age
Computer

Concepwal Area

Ordering/Sequencing
Aqguanus Peopie Mater:als
1984

$11500

3-6

Aorcle*, TRS80

Sk

» Senation concepts

Comments Set ot toir disks Good

graphics, content

Ho vever, design

1S similar to book format Child
presses spacebar to advance 1o next
display with no interaction No
ranacm generation or branching

SCTT+ +RE DESCPIP "[ONS

! . olRaung:

User Friendliness:
Educational Value:
Instructicnal Design:

Final Rating: 34 ***
User Friendliness: 37 ****
Educational Value: 42 ****
Instructional Design: 26 ***

]

PRESS THE
FLGOR NUMBER
OF You®

l& .
[ ]

Final Rating: 38 ****

77 ARk kkkkk

85 KRRk kRk kK

75 RhkerRA ke

- AkKE KRR
1

User Friendliness: 69 *******

Educational Value: 41 ****
nstructional Design: 20 **

LA = Language
= T

Relations

CP = Creative Projedts
NB = Number

020

Other Topics
Sk - Senation

* - Versien Reviewed

CL - Classttic ation
NA

SP Spatadl
Not Applicable
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SOFTWARE DESCRIPTIONS

Title: Paint With Wo=-1~ Final Rating: 73 *******

Company MECC User Friendliness: 63 ******
Date 1986 Educational Value: 91 *********
Prnce $55 00 insiruciionai Design: 69~
Age 3-7

Computer Apple (64K)
Conceptual Area LASCP 14
& Word recognition

Comments Using mouse, jovstick. or keyboara,
chid ~reates a scene by moving one cf exght
words 10 8 spot on the screen, where it

becomes a picture that 1s a part of the scene
Scenes can oe printed, saved. or changed Twelve
word-sets can be created from 124 words Ufonic
voice synthesizer (optional} will say words

Title: Pals Around Town Final Rating: 73 *******

Company CBS Software User Friendliness: 76 ********
Date 1985 Educational Value: 73 ******
Pnce $14 G2 Instructional Design: 69 *******
Age 4-6

Computer T64
Coriceptual Area SP4¢7
s Communit; Exploratir

Cumments Child uses joyc.ck yequ. ed)

and functonkeys to explore and acd

¢ Jectstoone of five scenes, e g . a

payground. & schoolroom. Sesame street,

Bert anc . e s house, and downtown Good
graphics and sound Disk version takes about
three min 'tes toload Color monitor recommencied

Title: Path-Tactics Final Rating: 69 **** **

Company MECC User F - adliness: 50 ~***
Date 1986 Educational Value: 91 *****
Price $55 00 Instructional Design- 72 *******
Age 5-11

Computer Apple”, IBM. C64
Conceptual Area NB/3.5.6
» Counting, basic math facts

] Narren’s ,x‘turn ‘
Comments A strategy game in which chila does a math
probiem to decide how me. 1y steps a robot must [i il i
move to get io a finish point in the least ~mou ot .
of steps Levels range from counting to division [ o
{eg 63 — _ = 7) Teacher options ailow 3
control over presentation of content Child can o
piay against partner or computer Enjoyable program B @ @ wach rommer 5] ol

LA = Language CP = Creauve Projects  OT — Other Topres CL = Classificaton SP~ Sy atwal
Relations T = Tume  NB - Number  SE — Seration © — Version Reviewed  NA — Not Applhicable
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SOFTWARE DESCRIPTIONS

Title:
Company

Nt
wane

Price
Age
Computer Apple
Conceptual Area CL 1 SFE 1
s Matching'dis~imination

Patterns and Sequences
Hartley Courseware Inc

1004
[Rvih ]

$35 95
3-6

Comments Contains four clearly
designed aclivities that provide
large obiects, positive feedback.
and multiple skilt levels No
reading required

Title:

Company

Date

Price

Age

Computer Apple” C64 1BM
Conceptual Area TI:4 SP.4
® Problem solving (mazes)

Peanuts Maze Marathon
Random House Software
1984

$39 95

4-8

Comments Peanuts cartoons animate
thernselves after the completion of
asimple maze Use with the

keyboard is nct smooth. a joystick

s recommended Time is kept for
eachrnaze

Title:
Company
Date
Price
Age
Computer Apple”. C64 IBM
Conceptual Area SP 1
= Problem solving (puzzies)

Peanuts Picture Puzzlers
Random House Software
1984

$3995

4-8

Comments Presents a picture to the
chila, then makes a puzzie by

dividing itnto sections After

the chila puts ali the pieces into

the puzzle. the piclure becomes ani-
mated Entertaining program Coulc e
difficult for 4-year-olds to operate however

B e L)

Final Rating:
User Friendliness:
caucaiionai Vaiue:
Instructional Design:

(

A

[N

<

PP Y]

y

-«
<

2

Final Rating:
User Friendliness:
Educational \Value:
Instructional Desigr:

Final Rating:
User Friendliness:
Educational Value:

Instructional Design

&
&

46 fhkkk
45 hkkk
50 fhkkk
46 fhkkk

59 fhkk ks
44 kAt

51 fhkkk
: 74 fhkkkk

72 2222233
87 Kk kFhhh
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LA — Language
Relations

CP = Creative Projects
TH~ Time NB - Number

SL

Ol
= Seriation

Other Topies
Version Review ed

CL

Ciassification
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SP Spatial
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SOFTWARE DESCRI*TIONS

Title: Peter and the Wolf Music Final Rating: 77 ******

Company Spinnaker Software Corp User Friendliness: 83 ********
Date 1985 Educational Value: g5 ***«******
Price  $39 95 Instructional Design: 62 *=****
Age 3-7

Computer Apple” C64 ($24 95)
Conceptual Area CL2SE1.240T 1
s Music skills pitch and melody

Comments Child uses joystick or arrows keys n
SIXx musIC games and one exploratory activity
Gives practice distinguishing tones. ordering
notes «ccording to pitch. and re-creating

simple melodies Good design Fun to use

Title: Peter Rabbit Reading Final Rating: 79 ********

Company Spinnaker Software Corp User Friendliness: 70 *******
Date 1985 Educational Value: 94 *********
Price  $39 95 Instructional Design: 76 ********
Age 3-6

Computer Apple” C64
Conceptual Area LA456T16
» Letters, letter sounds. and words

J‘/L,
Comments Child uses arrows keys or joystick to 2.‘%
move Peter to his hecme On the way, Peter Tun
matches letters, sounds and vowels Conta ~s
four: vels Clear graphics, enjoyable
acy.1es Insome games words are spoken
but voice 1s hard to understand (extra
synthesizer not required)

Title: Picture Dictionary Final Rating: 53 *****
Company D C Heath & Company User Friendliness: 63 ******
Date 1985 Educational Value: 73 *******
Price $4500 Instructicnal Design: 35 ****
Age 5-7
Computer Apple
Conceptual Area LA40T 1
s Word recall and memory

Commrents  Allows the assoctat:on of
prctures with words based on inttial
consonants Child can chnose picture
or type word Own pictures and words
can be added although the process 1S
difficult Uses lower-case letters

onrly

LA — Language CP - Creauve Projeets OT - Other Lopies CL Classi*ication SP Spatial
Relaons  TT = Time NB — Number SE - Seraton © 0 Version Reviewed  NA - Not Apphicable




SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Compriter
Conceptual Area

Picture Perfect
MindPlay

1004
10

$39 95
4-up
Apple” 1BM
CP1LA3

= Draw color. and write

Comrents  Child uses jcystick or mouse 1o
draw points lines or boxes and to write

text Features incluge a 72-picture

library, five color seiections and drawing

tool options Drawing requires going between
two screens which is difficult for young
chilaren Pictures can be saved and printed

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Pictures, Letters, and Sounds
Hartiey Courseware. Inc

1986

$35 95

56

Apple

LA45

8 |etter recognition

Comments Five games ofier a range
of activity Child can wype using picture
symbois for letters (e g Saw-S). pon
balloons. or position X s or @51 a
game of Tick-Tack-Toe Design allows

child-control

Title:

Company

Date

Prnce

Age

Computer
Conceptual Area

Play Tegether Learn Together
Grolier Ejectronic Publisr ng
1985

$29 95

4-7

Apple’ IBM Cé4

or2

2 Introduciion to computer use

Comments A 182-page book ana aisk ues:gnea
for parents to use with thewr child to

help both lear » more about the computer

Has 36 activities covering such topics as

the keyboard. moving the cursor. and

simple programs written in BASIC Ratings

apply to the programs on the disk

Final Rating:

User Friendliness:

Educationai vaiue: 7

Instructional Design:

&BLCEFGH

TN

l St~rage |

in

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

79 Lid s 2 224
82 L3322 2323

78 iS22 4443
63 A133 221

91 31221231

82 kR AR

44 hkk
45 Ak k R
53 Litd 41
38 hkk

LA = Language

Relations

T = Time

CP = Creztive Projects
NB = Number

SE — Sertation

OT = Other Topres CL ~ Classthication P
© = Version Reviewed

Spatial
NA - Not Applicable

82

2N



SOFTWARE DESCRIPTIONS

Title:
Company Worid Book Inc

Pockets and Her New Sneakers 62 *+rr*
70 t2 222221
84 P2 2222223

44 L2 2 23

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Date 1984
Prce $3995
Age 3-5
Computer 1BM
Conceptual Area CL 2
s Sorting ana class:f:cation sk.tis

Comments Eight simpie games in which
children use spacebar arrow keys and
RETURN to match fiowers buttons

fish, toys or shces Good sounds
graphics Effective in giving chiid

contro! No CM!

Title: Pockets Goes on & Picnic
Comnany World Beok Inc
Date 1984
Price $39 95
Age 3-5
] Computer IBM
Conceptual Area CL 2SP 1
s Ciassification part-whole relatiors

61 E2 22223
68 t2 228223
87 (2222222 21
43 E2 2 23

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Comments Six simple actvities in
wh-¢h child uses spacebar and RETURN
to put things together by ca‘egory

{e g .food. toys) or to matck

parts ¢f insects to make a wheig
Successiul i providing chiid-conrtror
Good sounds and graphics No CMi

Title: Pockets Goes on Vacation
Company World Book inc

Date 1984

Price $3995

63 L& 22 21
74 b2 222224
80 E2 22 22221
47 22 223

Final Rating:

User Friendliness:
Educationatl Value:
Instructional Design:

Age
Computer
voncepiual Area

35
1BM
SP 4

s Positional relationshups

Comments Consists of one free-p ay
and five structured activities on
positional refations Child uses

arrow “eys {0 move objects in out
above’below. left. nght etc Menu

gives chiid control

LA = Language
TI - Twne  NB

Relatie

CP - Creatine Projects
Number

QT - Other Topies
Sl - Senation

Version Reviewed

Cl, - Classification

NA

SP Spatial

Not Applicabie




SOFTWARE DESCRIPTIONS

Title:
Company
Date
Price
Age
Computer 1BM
Conceptual Arca NB?23CP2
#» Counting 1-1correspondence

Pockets Goes to the Carnival
Worid Book inc

1084

$38 95

3-5

68 XA A ARR

81 Ak atRokL

Finai Rating:
User Friendliness:
Educational Value: 85 *** 4

Instructional Design: 49 *****

Comments Six ssmple games . which
child uses spacebar and RETURN {¢
match balloons with an:mals or count
cbjects onthe screen One activity
allows a chia to create tones w.th

the number keys No CM! Effectve n
permitting child-controi

Title:

Company
Date
Price

Pockets Leads the Parade
World Book Inc

19g4

$39 95

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

75 L2222 221

81 L2 222224

96 (22223222 23

58 222221

Age 35
Computer 1BM
Concep.ual Area CL2SE 2

» Patte " recognition

Comments Six games featurng (1) a
ganc.ing bear whose rnovements car: be
centroned by pressing any ietter

key and (2) various games copy:ng

and recognizing patterns using
spacebar ang RETURN Good grapn-cs
sound content

Title:

Company
Date
Price

Preschool Fun
THESIS

1980

$25 00

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

44 12224
38 ek
45 b2 2 2 2
48 E2 2 2 2

Age 3-6
Computer Appie
Conceptual Area LA 4CL2SP4NB3

= Counting ietters & matching

Commenis Presents 11 games .n which
child must press Y or N to indicate
amatch Offers a wide vanety of

content through s'\mple graphics ana
souncs Limited aasiyn offers

httie interaction

LLA = Language

Relations

TI = Time

CP - Creatne Projects
NB - Number S

Ol
Scriation

Other Fopres CL

Classthication
Mersion Reviewed

SP Spatial

NA Not Apphieable

.84 )(\




SOFTWARE DESCRIPTIONS

Title: Prescnool IQ Buildzr | Final Rating: 38 ****
Company PDI!Soitaare User Friendliness: 35 ****
Caie 1862 Educationai Vaiue: 51"~
Price $2495 Instructional Design: 33 ***
Age 3-6
Computer Appie” C64 Awar PET”

ConceptuatArea CL2LAY
& Concepts of same arg uifera, -

Comments Comans seven £ssons »
wh.Ch the Chiid presses the Sor L
xey tondicate if the * vo oby 1S

n the screen are the same or
aifferert Lessons range from coiors
{Co'or . .oniior requires) o «eliers P g “
Prov.aes titie range of cnai'enge of ¢h 'g-co™v0 =

Title: Preschool IQ Builder ] Final Rating: 43 ****
Company PDI Sofiware User Friendliness: 41 **=*
Daie '984 Educational vValue: 48 =****
Price $24 95 Instructional Design: 42 ****
Age 3-6
Computer App'e’ C64 PET T
ConcepruatArea TL2LAS
s Matching snapes numbers ‘etiars
Commenis Ccntars six 258008 &
usng same format of hav g mode!
object at top of screen Torece ve
smiie face chiio uses spacebar ang
arrow keys 1o move mode' obsectic a
matching mate at ire screer bottom
Reccids are kept
Title: Primary Editor 1.0 Final Rating: 56 ******
Company IBM Egucat-ona Systeme User Friendliness: 33 ***
Date 1985 Educational Value: 84 ********
Prce $60 00 Instructional Design: 63 ******
Age 4-6
Computer iBM
Conceptuat Area LA O

= Word processing

Commenis A wore processor Ch, dren
can write edit print ard save stores
Designed to help chiidren practice
wrting Prints in typewnter-style

nnnt Two disks program and lutor.a
Menu requires readsng

LA = Language  CP = Creative Projects OT - Other Topies CL - Classttication SP

- Senation Verston Reviewed  NA

Hpatial
Not Applicable

Relatons  TI lime NB - Number Sk
O

LRIC s

U

<



SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptuai Area

Puss in Boot
Istand Software
1982

$25 00

3-6

Appie

SP 4

8 Spatiai concepts

Comments Gves pract:ce witn 14
‘positionat concepts  such as

below above n out Some concepts
not presented accurately 0 a two-
dimansional presentation Limited
content Pogrlv designed Not

recommendesu

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Puzzle Master
Spnngboard
1984

$34 95

4-up

Apple” iBM C64
SPi2CP14

» Problem solving \puzzles)

Comments Child uses joystick or arrow
keys 1o select one of 30 pictures or
create own, which can be scrambied and
reassembled using icons Offers ninis
ifneedeG Puzzles can be saved on disk
Child can select puzzres of varying
aifficuity (2-800 preces) No Reading

Title:

Company

Date

Price

Age

Computer
Concentual Area

Rabbit Scanner, The
ECS

1986

$29 95

2-5

Appie

TT13CL2

® Eyeracking matcr.ng

Comments A simple program des:gned to
provide practice scanning Child watches
arabbit move across the screen and
presses spacebar when the rabbitis over
acarroi Level of challenge can be adjustea
by changing aistractors. speed of rabbit
starting position Reguires aduit setup

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Finai Rating:

User Friendiiness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Nesign:

34 i 223
33 2 13
33 i 223
35 122123

84 122221123
82 121221133

91 12221222

81 RARKRFARX

67 (1122211
58 122323
83 122222221
64 121222

LA = lLanguage
TI = Time

Relations

CP = Creative Projects
NB = Number Sl

OT = Other Topics
- = Sernation

Cl. = Classification
* = VervionReviewed NA

SP - Spatial
Not Applicable

86
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SOFTWARE DESCRIPTIONS

Title: Race the Clock Final Rating: 69 **=****
Company MindPlay User Friendliness: 57 ******
calc 1084 Educational Valua: 72244
Prce $3995 Instructional Design: 77 ********
Age 5-12
Computer Appie” 18M
Coricepiuai Area LA5OT *

s Memory

Comments Concentration game with animated

pictures Childis g

iven an amount of tme to

use joystick, mouse paddles or arrow
- vystomatch pairs picture picture

pictur
desigri . ~ s cont

word. or word word Flexible

rol of ditfficulty

Title: Rainbow Painter Final Rating: 80 ********
Company Springooard User Friendliness: 80 ********
Date 1984 Educatiorial Value: 73 *******
Price $29 95 Instructional Design: 86 *********
Age 4-12
Computer Apple” C64
ConceptuatArea CP1SP9

® Drawing

Comments Presents an electronic
colorng bonk . .ne chidd in which

the coiorscan be s
filed 1in Menus are
Afree-draw option

elected and
easytouse
contains “'mirror

drawing” activity Offers range of

activities that child can conirol
Title: Reader Rabbit Final Rating: 71 *******
Company The Learning Company User Friendliness: 59 ******
Date 1984 =ducational Value: 87 *********
Price 33995 Instructional Design: 71 *******
Age 5-7
Computer Apple” iBM.C64 Apple HIGS (359 95)

Conceptual Area
# Basic reaoing sk

LA450T1
ills-comprehension

Comments Four activities in which child uses

spacebar. joystick.
of C-V-C words un

or pacdidies to match ietters
scramble ietlers to create

words create word ladders or play one of
seven levels of Concentration Uses over 200
lower-case three-letter words Apple lIGS

Version says words

CL - Classification
" - Verson Reviewed NA

CP = Creatine Projects
NB = Number

LA = Language
Relanions TF = Time

OT -~ Other Topies
SE — Seriation

SP Spatial
Not Applicable

87
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SOFTWARE DESCRIPTIONS

Title:

Reading Comprehension: Lev. 1

Final Rating: g rrrrnass

Company  Houghton Miff i User Friendliness: 60 ******
Date 1988 Educational Value: 95 **********
Frce 5174 00 instructionai Design: §6 **==-==
Age ©-7
Computer Apple (64K)
Conceptual Area LAS56 8

s Reading comprehens:on s«iils

Comments  Chiid uses spacebar arrow keys and
RETURN to page through a story :n wnich com-
prehension nues ons are asked through an Echo or
Cricket syntnesizer {required) Uses clear iemale
voice Toass:streading chid can select and

listen to any word :n the story Sixteen stories

come on e htdisks Keeps records Gooa design

One winter day. Bear <aw
Fox at the lake

He was eating liah

, Ttay I have come fich
te e°* v beg” By
"1 tove to eat fiun

1 eating

Title: Reading Helpers Final Rating: 69 *******
Company Houghton M “in User Friendliness: 53 *****
Date 1986 Educutional Value: 88 *******»»
Price $13500 Instructional Design: 70 *******
Age 5-6.
Comouter Apple {64K)

Conceptual Area
& Reading s~'iis

LA1468CL2

Comments Five disks Chiid presses any key {0
make seections in 11 games based around
agecoding and encod:ng sight vocabulary letter
recognition memory think:ng skilis matching

v ufds in context and alphabeticai order of
words Content best for grade 1 and above
Irstral adult nelp required

R L "*"'. Hé’
Meg Tim 3

Sam’

Title: Reading Machine, The Final Rating: 55 *******
Company SouthWest EaPsych Services User Friendliness: 56 ******
Date 1982 Educational Value: 69 *******
Price 859 95 Instructional Design: 67 *******
Age 5-8
Computer Appie

Conceptual Area

LA 4

® Varous language skii's

Comments Separate activities (28) that
range from matching letters to

phonics practice (cassette interface
available) Good management options
allow teacher to set up lessons
diagnose progress or keep reccrris for
up to 60 children Blocky graphics

LA = Language  CP - Creatne Projects OT - OtherFopies CL Classificaion SP Spatial
Relations T - Time  NB - Number  SL - Senaion = Version Reviewed  NA - Not Apphcable
Q
ERIC 8
¢




SOFTWARE DESCRIFTIONS

Title: Reading Readiness Final Rating: 32***
Company EMC Pubbshing User Friendiiness: 34 ***
Date 1982 Educational Value: 52 *****
Prce $1996 Instructional Design: 25
Aoe 4-6
Comp “er Appie
Conceptual Area CL 2

® Match ng shapes :etters numerars

Comments Child matches a model wiir one of
seven by pressing a numera! key Chotce of
symbols letters or numerals availabie
Feedback s smile frown face Ten problems
used for thiee activities Rigid design

Liitie child-controi Not recommended
Discontinued in 1987

Title: Reading Starters Final Rating: 63 ******
Company Houghton Miffiin User Friendliness: 51 *****
Date 1986 Educational Value: 84 ********
Price $13500 Instructional Design: 70 *******
Age 5-6
Computer  Apple (64K)

Conrceptual Area
» Reading skilis

LA45678CL2SP4

Comments Chitd use six antmais’ names Deb Jip
Sam B n Meg. and Tim to play games based on
encoding and decoding, sight vocabulary ietter
recognition memory matching. alphabetizing.
and posttional words Eighteen games on five

disks offer a broad range in content Keeps

score lnihal adull help required

Title: Representational Play
Company PE AL Software

Final Rating: 71 ******+
User Friendliness: 62 *****~

Date 1985 Educational Value: 69 *******
Pnce $150 00 Instructional Design: 84 **+++++*
Age 2-5

Computer Apple (64K)
Conceptual Area LA15S8P7
= Early language acauisition

Comments  Two overlays for the Muppet
Learning Keys (required) Chd first plays
withrealtoys then presc.es their pictures on the
overlay to hear the associated words

In arobotic voice Requires Echo or Cricket
synthesizer Covers 24 words Adult setup
required

LA = Language 7P — Creative Projects  OT - Other Topies - CLo = Classihication SP - Spatial
Relations 11 = Fn o NB = Number Sk Seriation * = Version Reviewed  NA - Not Apni cable

ERIC &
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SOFTWARE DESCRIPTIONS

Title:
Company

Mré~
vale

Price

Age

Computer
Conceptual Area
® Rhyming words

Rhyming to Read

Groter Electror:c Publishing
1885

$189 00

4-8

Apple” C64

LA 7

Comments Five disks introducing 60 words
in the context of several activites

matching words 1o pictures, determining if
two words rhyme (Y/N keys) finding a
rhyming word for a given word Menus
require reading Little interactivity

Title:
Company
Date
Price
Age
Computer Apple
Conceptual Area LA/10SP/4
= Reading comprehension

Rumpelstiltskin
Troll Associates
1987

$39 95

5-8

Comments Three games Sequencing - - child puts
eight sentences from ‘Rumpelstitskin™in

1-2-3 order Tic-tac-toe - - child answers

T/F question to win a square Following

Directions — child moves a marker in ascene
according to written directions then creates
apattern Bestforages 6and up Includes book

Title:
Company
Date
Prce
Age
Computer Apple’. C64
Conceptual Area CL, 1.2
® Visuai discrimination. matching

Same or Different
Learning Technologies Inc
1985

$24 95

4-8

Comments Child presses a number key to select
which of four numbered objects i1s different

from the others in some way or which of four
objects matches one shown Menus require
reading Offers a narrow range in content

Keeps score

Final Rating:

User Friendliness:
taucaiionai Vaiue:
Instructional Design:

37 rhk kK
32 k&
52 tes
32 k&

#RESS 51, E OR J 10 MAKE A RHYE

X
LITTLE KISS MOUSE

STCOD 1K HER

Final Rating: 43 ****

User Friendliness: 51 *****
Educational Va'1e: 48 *****
Instructional Des gn: 35 ****

f ;uﬁle;:s;udv{fa—f- s -
daughter could spin straw i
into gold

’ The Xing said, “Sptn thss
straw into 9old before
enorning comes

A strange httle man said,
‘I will help you -

The miller's daughter
morried the king

I

What happened gecond?
Press SPACE BAR to choose o
sentence, t.aen press RETURN

Finai Rating: 55 ******
User Friendliness: 45 *****
Educational Value: 68 *******
Instructional Design: 54 *****

LA = Language CP = Creative Projects
Relations  TT1 = Time NB = Number

OT - Other Topes CL -
Sk = Seration

Classiticatton  SP
Version Reviewed  NA

Spatial

Not Apphcable




SOFTWAR

E DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptuai Area

Shape & Color Rodeo
DLM

1984

$32 95

4-8

Apple* IBM C64

CL!

Final Rating

- 73 LSS 32 S
.

User Friendliness: 62 ******
Educational Valug: 92 *#rxxrsxx

» Recognizing shapes anda colors

Comments S .octivities Child uses
spacebar ar,d RETURN to select matching
shapes ¢ coiors or to find hidaen

shapes .n arodeo picture Lively

graphics and soLnds Menu reqguires
reading Forone or two players

Title:

Company

Cate

Price

Age

Computer
Conceptual Area.

Shape Games
BeCi Software
1983

$1995

3-6

C64*. VIC 20
SE4CL?2

8 Pattern recognition

Comments Two activities on one disk

One Is Different — child enters number

of shape that 1s different from four

others String a Bead — shows pattern

of six beads of different shapes or

colors Child selects seventh from four
choices Blocky graphics Adult heip needed

Title:
Company
Date
Price
Age
Computer Apple
ConceptualArea CL12SE?2
® Visual discnmination cognitive skills

Shapes & Patterns
Mindscape Inc
1984

$49 95

3-6

Comments Child uses nodding heads to

decide (1) if shapes shown are the

same, (2) if there 1s a common shape

among several objects. or {3)f

patternis correct Easy-to-use

format Utilities provide feedback on last-

played round and some selection of difficuity evel

Instructional Design

;) BEST .
Tisl 0c:00)
[N
3

Ause The

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

a 72 Ak dhdkkk

44 Ak hk
39 K&k
69 thkkhhk
34 xRk

66 hhkhhhx
80 Akkkhkk kA
72 hkhhkhhy
52 Khdk Kk

LA — Lunguage
Relations

CP — Creative Projects
TT - Time

NB - Number SL

OT - Other Topies

L.

Seriation

Classtiication
= Version Reviewed

SP - Spatial

NA  Not Applicable

91




SOFTWARE DESCRIPTIONS

Title: Shutterbug’s Patterns Final Rating: 36 ****

Company Learning Technologies. Inc User Friendliness: 56 ******
Dale 1985 Educational Value: 32 ***
Price $24 95 Instructional Design: 36 ****
Age 4-8

Computer Apple”. Co4
Conceptual Area CL 2
s Sequencing. pattern recegnition

&%
Comments Chid sees a sernes of eight @W‘M
pictures and must select the ninth @iw ; ll@%
and tenth of the senes Graphics are l% l@
distracting Contentis imited ’@ 3

*

PRESS 1 0R 2 TO CHOOSE

Title: Shutterbug’s Pictures Final Rating: 61 ******

Company Learning Technologies Inc User Friendliness: 69 ***+***
Date 1985 Educational Value: 72 *******
Price $24 95 Instructional Design: 51 *****
Age 4-8

Computer Apple” C64
Conceptuai Area OT"
» Memory skills, reading readiness

Comments One game in which child sees
picture. then 1s flashed the same

picture with one element missing

Child uses the number keys to select

the missing object No branching

Title: Simon Says Final Rating: 85 *********

Company Sunburst Communications Inc User Friendliness: 89 ********
Date 1987 Educational Value: 87 *********
Price  $65 00 Instructional Design: 82 **++*++»
Age 6-11

Computer Apple*. C64
Conceptual Area OT:1 SE 4
s Chaining memory exercise

Comments Child must re-create sequences of colors
numbers, or letters. which get longer with each
correct answer Options allow child to create

the ong nal sequence, select the speec’ with
whichiitis flashed or select the letters uy 2d

Uses regular keyboard, Muppet keyboard. or Touch
Window Can be played by one to four players

LA = Language  CP = Creative Projects  OT = Other fepies CL = Classitication SP = Spatial
Relaions Tl = Time  NB = Number SE = Senation * = Version Reviewed  NA = Not Applicable

]




SOFTWARE DESCRIPTIONS

Title: Sizeand Logic Final Rating: 77 ***++
| Company Hartley Courseware inc User Friendliness: 69 ******
| Date 1984 Educational Value: 91 *+++++++
| Price  $3595 Instructional Design: 75 ********
| Age 3-6
| Computer Apple
| Conceptual Area SE/124 CL 1

® 5ize discnmination, patterns

Comments Four games in which chitd uses
spacebar and RETURN to match objects

by size, select the object that comes next

In a series. Or create a matching set

Three levels to each game Child can use
picture menu to select own difficulty level

Clear graphics

Title:

Company

Date

Price

Age

Computer
Conceptual Area

SocPix

Amerncan Guidance Service
1985

$49 95

3-7

Apple

CL24

n Classtfication (class membership)

Comments Three activities on one disk
Child uses arrow keys and spacebar

to decide whether pictures belong to

a given category Includes 175 pictures
INn seven categories A separate record-
keeping program ($19 95) keeps records

for 40 children

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Socund Ideas: Consonants
Houghton Miffiin

1986

$16500

5-6

Apple (64K)

LA/456

= Consonant sounds

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

61 *okokkokk
80 Kok koo
57 Kok okok ok
47 k¥ hkk

80 132222223
79 Kok koo

88 Phhkhkkkkkk

76 ¥ hkkkkk

Commenls Seven disks presertthe 'th " 'sh’

and "ch” and 17 consonants There are four levels
Child matches a sound (sard in a male voice) with

a picture, a letter, or a word by using space-

bar and RETURN to select a box 1n a multiple-choice
format Includes workbook and other matenals
Requires Echo Il + or Cricket svnthesizer

LA = Language CP = Creanve Projects OT
Relations

Other Topies CL - Classtfication SP - Spatial
Il =Tunc NB = Nuwaber SE - Senaton = Version Reviewed  NA - Not Applicable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Sound Ideas: Vowels
Houghton Mifflin

1086

$165 00

5-6

Apple (64K)

LA/4.56

Final Rating:
User Friendliness:

Educsat

Instructional Design:

ional Value:

® fve vowel sounds (long, shorij andy

Comments Five disks Child uses spacebar and
RETURN to select one of three objects with the
same vowel sound as a picture Uses spoken(ina
male voice) and pictorial examples to illustrate
letter/sound correspondence Includes workbook
and other support matenals Requires Echo Il +

or Cricket voice synthesizer

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Sound Ideas: Word Attack
Houghton Mifflin

1987

$174 00

5-6

Apple (64K)

LA/4,56

n Consonant blends. clusters, and digraphs

Comments Six disks Each disk has three paris 3
utonal, a practice session und a story Success-

ful completion of each part s required to get to the

next level Practice session gives child a choice of

three games to play Story puts phonics in senteie
context Workbook and support matenals included Uses
male voice Requires Ec.. il + or Cricket synthesizer

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Sound Tracks
MECC

1984

$55 00

5-11

Apple (64K)
CP/1,2SEN

a Making pictur

Comments Two activites on one disk

{1) Sound Doodles t.rns the keyboard into a
plano Pressing a key makes a randomly placed
colored bar, line, or picture appear

(2) Sound images lets child create pictures with
blocks Each block has atone Pictures canbe
saved on C'isk

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

80 133223231
79 38223224

QO X RRARRRR
(e 13

76 L3322 32213

72 E2 222223
71 E2 222223

94 222232221

62 Ak hd

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

74 33223323
62 tThhhds
75 133223231
84 L3232 232213

Color: Biue Listen

Oraw on Erase

Stop
Mug:c on > Help

LA = Language CP = Creative Projects
Relations TI = Time NB = Number

OT = Other Topics
SE = Seriation

*

= Verston Reviewed

CL = Classification  SP ~ Spatial
NA — Not Applicable
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SOFTWARE DESCRIPTIONS

Title: Space Chase Final Rating: 31 ***
Company EMC Publishing User Friendliness: 37 ****
Date 1984 Educational Value: 30***
Prce $29 95 Instructional Design: 2& ***
Age 5-10
Computer Apple
Conceptuai Area SP/4
= Spatial relationships
Comments Offers practice with spatia
terms e g, tali’short, overunder.
in/on Child blows up spaceship that
tands in/on an ot ject A wrong answer
destroys child s spaceship Child gets
four ships Child presses 1 or2to
select word on screen Little child-control
Title: Space Waste Race Final Rating: 49 *****
Company Sunburst Communications. Inc User Friendliness: 44 ****
Date 1984 Educational Value: 57 ******
Price $65 00 Instructional Design: 47 *****
Age 3-7
Computer Appie*. Atari. TRS 80
Conceptual Area LA'§ NB/3.4 SP/4
® Letter/numeral recognition
Comments Consists of an animated
mustical storybook with theme-related
dnil-and-practice activities on
counting. letter/numeral recognition.
and spatial concepts Keading
required
Title: Spaceship Lost Final Rating: 45 *****
Company Educational Activities User Friendliness: 28 ***
Date 1984 Educational Value: 63 ******
Pnce $59 95 Instructional Design: 49 *****
Age 4-6
Computer Apple

Conceptual Area

SP'3

= Spatial relationships

Comments Child moves captain through
simple maze by typing first letter of direction
term Reading required Two leveis

of difficulty one with captain taking

child’s perspective each time and one

with child taking captain’s perspective

Simpie design of graphics imits the program

CL — Classtfication  SP - Spatial
NA  Not Applicable

LA = Langusge CP = Creative Projects  OT = Other Topics
Relattions TI = Time NB = Number SE = Senation * = Version Reviewed

ERIC “ 199




SOFTWARE DESCRIPTIONS

Title:
Company

Mz tn

wae

Price

Age

Computer
Conceptua!l Area

Spatial Relationships
Aguarwus

1000
190

$29 95
3-6
Appie
SP4

s Spatal relationships

Comments Child moves an animated

spider in or around three boxes on screen
using U (upj) L (ieft), R (nght) and

D (down) keys Must read written prompt

eg ‘PutSpidy inside the medium-sizea box
Some content not accurate Not recommended

Discontinued

Title:

Cor pany

Date

lrice

Age

Computer
Conceptual Area

Spellicopter

Designware

1983

$39 95

6-10

Appie” 1BM C64 (S29 95)
LA5SP 4

s Spelhing practice

Comments Child pilois helicopter fusing
joystick or arrow keys) over obstacles

to pick up scattered letters of a speling
word A sentenceis given foraclue Up
to 400 words are avaiiable (40 lists of

10 words)

Title:

Company

Date

Price

Age

Computer
Conceptua! Area

Spelling and Reading Primer
EduWare

1982

$39 95

4-8

Apple’ IBM C64

LAS

» Spelling and reading practice

Comments Two activities Reading Primer
child uses spacebar to move cursor {0
match word with one of three fine-

drawings Spelling Primer

child sees

drawing ana must type in word Twenty-two
word-lists with 350 words ranging from pin to
“circle " Keeps a running record for one chiia

Final Rating:

User Friendliness:
Eddcationai Vaiue: 3
Instructional Design:

66 1425223
59 (2222214
77 132222221
64 Ahkkik gk

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

ALTITUDE
™

5) &5 .

Final Rating: 51 *****

User Friendliness: 46 *****
Educational Value: 65 *******

Instructional Design: 48 *****

LA = Language CP = Creatve Projects O Other Topres CL = Classification SP Spatial
Refattons  TT = Time  NB = Number  SE - Seriation " — Veraon Reviewed  NA - Not Apphicable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer

Conceptuai Area
= Spelling skills

Spelling Bee, The
Troll Assoc.ates
1985

$39 95

5-6

Appie

LAS

Comments Consists of a book disk ang
cassette tape Three games (1) child
seesthree words e g fan me mine and
seiects one that s different (2) crild
changes word to match picture. and (3)

child matches picture to worg Peading
required Limited content Ciuttered graphics

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Starting Out: Set 1
NTS Software

1980

$30 0C

3-6

Appie” TRS80
NB34

= Counting basic facts

Comments This is the first of a set of

five Contains four drill-and-practice

games based on number concepts Dicen
Dominoes Adding Sequences (32 _ 33 34}
and How Many (members in a set)
Single-lesson records are kept No branching

or escape to menu

Title:

Company

Date

Price

Age

Computer
Conceptual Area

a Creative activity

Stickers
Springboard
1084

$34 95

4-12

Apple IBM® Co4
CP14SP 128

Comments Using arrow keys or joystick
child moves geometrnic shapes on
screen to either match existing

patterns or create own Easy-to-use
picture menu reguires no reading
Keyboarc or joystick can be used

Final Rating: 32***
User Friendliness: 34 ***
Educational Value: 37 ="
Instructional Design: 24 **

Final Rating: 45 *****

User Friendliness: 54 *****

Educational Value: 46 *****
Instructional Design: 38 ****

Final Rating: 84 ********

User Friendliness: 75 ********
Educational Value: 86 *********
Instructional Design: 92 ******~**

B (59 -w = Lo ED EN

ana/t” i Iﬁ_f‘u‘a
PAVAVAN AR e L AVAVAR

| | ETIE NSNS Y R

LA = Language CP — Creative Projects

Relatons TT = Time NB = Number  SL = Sertetion

OT = Other Topies €L = Clasafication  SP — Spatial

* = Version Reviewed

NA - Not Applicable




SOFTWARE DESCRIPTIONS

Title: Stickybear ABC Final Rating: 59 ******
Company Weekly Reader Software Uger Friandlinagg: 76 ***ss+a+
Date 1982 Educational Value: 53 *****
Price $39 95 Instructional Design: 55 ******
Age 3-6
Computer Apple” Aar Cé4
Conceptual Area LA 4

= |etter recognition

Comments Chid presses any ietter key
to get one of two animated pictures
related to lelier Easy-to-use

program but ittie cnalienge
Entertaining graphics

Title: Stickybear Math Final Rating: 81 *******
Company Weekly Reader Software User Friendliness: 70 *******
Date 1984 Educational Value: 90 *********
Price $39 95 Instructional Design: 82 ****+**
Age 6-9
Computer Apple” 'BM C64
ConceptuarArea NB347

= Counting addiion and subtracton

Comments A 20-leve! math program that keeps
names levels. scores and types of probiems for
up te 25 children Automatically tracks and
adpusts aifiiculty ievel Content ranges from
counting to three-piace vertical-presentat.on
subtraction with borrowing Includes poster and
stickers Animated graphics i:'ustrate

probiems
Title: Stickybear Numbers Final Rating: 64 ******
Company Weekly Reader Software User Friendliness: 56 *****
Date 1982 Educational Value: 84 ****+++
Prce $39 85 Instructional Design: 59 ******
Age 3-6

Comiputer Appre” 1B Atar C64
ConceptuaiArea NB347
= Countiny

Comments A continuous seres of 25
counting activitiec controlied by

the spacebar ana number keys
Provides good number concept remn-
frrcement. as there are 25 possible
entertaining combinations No CMi
techniques used Limited content

LA = Language  CP = Creatine Projects OT - Other Topies CL Classificaion SP Spatial
Relations  T1 = Time  NB = Nomber Sk - Seriation * = Verson Reviewed  NA - Not Apphcable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptual Area
s Opposites e g

Stickybear Opposites
Weekly Reader Softwarc
1983

S39 95

3-6

Appie® Atarr Cod
SP4SE 1

‘near far

Comments The Stickybear series oiiers
abook. a poster. and suggest:ons

for extending concepts into non-

computer contexts “Stickybear Oppo-

sites “contains 21 antonym patrs that

are changed using the arrow keys Spacebar
changes scene Colorfui graph:cs and arimaton

Title:

Company

Cate

Price

Age

Computer
Conceptual Area

Stickybear Printer
Weekly Reader Software
1985

$S32 95

5-up

Appie

CP40T74

& “Printing fun for everyone

Comments Aliows creation of cart > stories
or postiers Multiple-menu design requires
reading hmiting independent use by non-
reagers Can utiize imagewnter Il color
printer A second package. Stickybear
Prnter Picture Library ($39 95) contains
w0 disks of additional graphics

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Stickybear Reading
Weekly Reader Scftwvare
1984

$3295

5-8

Apple” IBM C64
LA5810

s Word and sentence fun

Comments Three acltivities Chud can use
joystick arrow keys or mouse to match
words with pict. res. complete a sentence
or build a sentence by selecting its

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructicnal Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

start

73 E2 223223
75 122222227
79 E2222 22 31
68 (22322 33

43 Kk hk
40 Kk hk
36 3221
49 E 22214

77 132222223
68 4222231
89 i3 23222224
78 Ak FIERRS

Sara

eclown

runs beside

runs faster than

a turtle
parts Graphics animate each sentence or a chicken &
word used includes book and poster > BERTTIY
LA = Language CP = Creative Projects OT - Other Topies CLo = Classification SP - Spataal
Relations  Ti — Time N3 = Number SE - Scnation  * - Version Reviewed  NA - Not Applicable
¢ 99
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SOFTWARE DESCRIPTIONS

Title:
Company
Nata

[ 1L

Price

Age

Computer
Conceptual Area

Stickybear Shapes

Weekly Reader Software
10217

[pivivi

$39 95

3-6

Apnie” Alan C64
SP8

= Shape Identification

Comments The Stickybear senes offers a
book a poster. and suggestions for
extenaing concepts into noreomputer
contexts This program proviges practice
with five common shapes in three games
Pick It Name It and Find It Paddles

arrow keys. or mouse can operate program

Title:
Company
Date
Price
Age
Computer
Conceptual Area
s Map skilis

Stickybear Town Builder
Weekly Reader Softwzre
1984

$339 65

6-9

Apple” C64
SP3467TI56CL2

Comments Using joystick or arrows keys
child makes a town by placing one of 30
bulldings on an emptly map The child can
then dnve car to find bulldings i a
maiching game or to find htdden keys i»
the town Towns can be saved Joystick
and color monitor recommended

Title:
Company
Date
Price
Age
Computer
Conceptual Area
s Typing ski'ls

Stickybear Typing
Weekly Reacer Software
1985

$39 95

5-8

Apple” IBM Cob4

LA 4

Comments Three activities give cnilg
practice wilh (1) finding letters

with correct fingers (2) buttaing

speed. and (3) typing slories

Inciudes 30 levels of difficulty

records scores and gives WPM score

Siow key.screen response Reading required

Final Rating:

User Friendliness:
cducationai Vaiue:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

70 AARRRRR
56 LA i 234
[ R T

ou
78 rrrraran

80 AAARRR RS
68 AARRRRR

97 AARRRRARRS

80 RPRRRR LR

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

42 L3221
49 tid 2 3]
41 2421
37 12224

LA = Language CP
Relations TH = Time NB - Number  SE

Creatnne Projects

- Other Topies (L
Scrnation

.

Classiticaion SP = Spatial
= Version Reviewed

NA - Not Appheable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Corceptual Area

Story Machine
Spinnaker Sofrware Corp
1982

$29 95

5-9

Apple®. IBM Atari C64 Ti
LtA489CP4

Final Rating:

User Friendliness:
Educational Value:
Instructiona! Design:

69 Ak kR howh
39 Ak kK
80 333222

91 bRk Rk khhh

= Creative activity

Comments Provides medium for child to animate
written words By typing “the cat walks to

the store. a cnild can make a cat appear and
walk to the store Limited words are available.
which reduces the usefulness of the program
Stories cannot be printed but can be saved

¢ disk Reading required

§I§ '

TRL CAT SINCS , THE 0GC RURS 10
THE CAT
. TAZ TRZE DANCES .

~(Use 'ESC* to run the story again,i—
[ s7oRy 24 01CTIONARY £ D1SK 14 eHOICES

Title:

Company

Date

Price

Age

Computer
Conceptual Area
# Visual imagery

Surrounding Patterns
Strawberry Hili Software
1985

$19 00

3-10

Apple’. C64
SP1.23489CP14
symmetry

Comments Chiid sees a pattern of colored
shapes and uses Jjoystick or arrow xeys to
copy It Seven levels are avallable or

child can make own designs. which can be
saved Program design 1s easy to use and
encourages expernmentat on

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Sweet Shop, The

D C Heath & Company
1983

$60 00

3-8

Apple

NB 3

s Number matchmng basic facts

Comments Chia moves Mr Jellybean
with arrow keys to match numbers

Final Rating

User Friendliness
Educational Value
Instructional Design

; 77 AR R RAK
; 75 ik hRhh

- 98 RARRRRRRRK

- 65 ARk AR

i
-

o
L

L]l
i)

L it

it |- B

Final Rating

User Friendliness
Educational Value
Instructional Design

: 54 ek gk

: 78 Ak khhd
: 41 fhhk

: 43 hhak

with jeltybeans or select addition
or subtraction answer No tutonal
steps or branching All activities

based on Jellybeans. popcorn or
Ice cream themes

LA = Language CP = Creative Projects  OT ~ Other Topies  CL, = Classtfication SP - Spatidl
Relations Tl = Time NB — Number SE = Senation * Version Reviewed  NA - Not Applicable
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SOFTWARE DESCRIPTIONS

Title: Talk About a Walk Final Rating: 56 ******

Company Intellectual Software User Friendliness: 59 ******
Da!e 1984 Eduoaﬁonal value: 6() RRRRRRR
Prnce $3995 Instructionai Design: .6 *****
Age 486

Computer Appie
Conceptual Area LA/1.5CL/2SP6
= Classifying household objects

Comments Two activites in which child sees
one of 2C household items or words (spoon)
and must place it in one of four rooms of
ahouse The second acuvity shows objects
Inside or outside a house Child must

press any key to tndicate if the object

1S in the correct place

Title: Talking Nouns | Final Rating: 80 ********

Company Laureate Learning Systems User Friendliness: 95 ******+*
Date 1987 Educational Value: 87 ****+**
Prce $150 00 Instructional Design: 65 *******
Age 7 5-up

Computer Apple (128K}
Conceptual Area LA/S8CL/1.2
= [anguage development

Comments On an overtay for the Touch Window
(required), child presses < picture to hear its

name said in aclear female voice (Echo or

Cricket speechi synthesizer required) Other words
diiow viealion of simple s=ntences. e g, “You

see the bus " Fifty nouns available Recommended
fcr nonverbal children Aduit setup required

Title: Talking Nounsll Final Rating: 80 ********

Company Laureate Learning Systems User Friendliness: 95 **'****#*+
Date 1987 Educational Value: 87 *********
Price $100 00 Instructional Design: 65 *******
Age 25-up

Computer Apple (128K)
Conceptual Area LA/S.8CL1.2
® |anguage developrnent

Comments On an overlay for the Touch Window
(required). child presses a picture to hear its

name said 1in a clear female voice (Echo or

Cricket speech synthesizer required) Other words
allow creation of simple sentences. e g . “You

see the bus " Fifty nouns avallable Recommended
for nonverbal children Adult setup required

LA = Language CP = Creative Projects  OT = Other Topics  CL = Classification SP = Spatial
Relations  T1 = Time NB = Number SE = Seration * = Version Reviewed  NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Title: Talking Teacher Final Rating: 76 ********

Company Firebire cicensees Inc User Friendliness: 56 ******
Date 1985 Educational Value: 87 *****+++
Price $39 95 Instructional Design: 82 ********
Age 2-8

Computer C64
Conceptual Area LA/4,56CL2
s | etter identification

Comments Three games on one disk “tatk 'in a fairly
clear man's voice No speciai hardware 1s necded
Game 1 says and writes any letter typed Game

2 asks child to find a letter on the keyboard,

giving verbal clues If necessa~, Gamre 3 asks

child to identify the begir ung letter of aword
Fast-loading Uses a two-sided disk

Title: Talking Textwriter Final Rating: 80 ********

Companv  Schoiastic Software, Inc User Friendliness: 58 ******
Date 1986 Educational Value: 95 **********
Price $14995 Instructional Design: 90 *********
Age 3-2

Computer Apple (128K). Apple liGS. IBM
Conceptual Area LA/3,4,5.6,7.9 CP/4 0T/4

Large  Fast  Sanple  Letters Insert

ooe pPage 1
= Exploration of written language MY dog likes to |
play with me. I
Comments A large-print word processor that says gr{lé gg'{?”agdsgr“gk
letters, words, or sentences as they are typed will get it.
Reguires Echo Il or Cricket ($50 extra) Stories
can be saved and printed Requires adult setup
Comes on two disks Apple liGS and IBM versions
do not require the Echo “£)rase line "RYecover line "S>PLit line
Title: Talking Verbs Final Rating: 80 ********
Company Laureate Learning Systems User Friendliness: 95 *********+
Date 1987 Educational Value: 87 *********
Prce $10000 Instructional Design: 65 *******

Age 25-up
Computer Apple (128K)
Conceptual Area LA/58CL/1.2
» [ anguage development

Comments On an overlay for the Touch Window
(required), child presses a verb picture (such as
crying or talking) For picture pressed. word s
said in a female voice (Echo or Crick« t

required) Forty verbs and key-phrase words
included Aduit setup required Recommended
forncnverbal children

LA = Language CP = Creauve Projects  OT = OtherToptes  CL = Classification  SP = Spatial
Relavons T1 = Time NB = Number SE = Seriation  * = Version Reviewed  NA = Not Applicable

' w03 1014




£

SOFTWARE DESCRIPTIONS

Title:

Company

Cate

Price

Age

Computer
Conceptual Aie.

Teddy and Iggy

Sunburst Comminmications inc
1.°7

$65 w0

6-8

Apple’, C64

cL/1 0T/

» Sequential memory practice

Comments Three activities onone disk Chuld must
re-create order in which Teddy made h's bed
(recalling which color of sheet went on first),

recall sequence In which several objects were
flashed. or recall the order In which sevaral boxes
weie opened lses keyboard, Muppet kayboard. or
Touch Wincow Requires re~.ding. color monitor

Title:

Company

Date

Price

Age

Computei
Conceptual Area

-Teddy Bear-rels of Fun

DLM

1987

$39 95

5-up

Apple*. Ch4
CP/1.4LA/3SP/2

» Creating pictures. graphics, and stories

Com.nents Child uses spacebar. RETURN, anc arrow
Keys to create scenes with teddy bears Includes

over 200 pictures. backgrounds. and props that

achild can arrange on the screen Rather

complex menus (a child must type CONTROL-C to

go back) are better-suited to older children

Work can be saved or printed in color

Title:

Compe v

Date

Prce

Age

Computer
Conceptual Area
= Couniing skills

Taddy Bears Counting Fun
M cro-Leamingware

1981

$30 00

3-6

Apple

NB/3

Corments Presents nine scenes In which
chitd counts bears (a random number
between 1-9 appears), "reads” poem.
andinputs number No CMI techniques
Very imited content Not recommended

Final Rating; 8 Hrrrrrna
User Fl’iendlinesS: 76 *rrrrrnn
Educational Value: 90 *****#sxx
Instructional Design: 80 *«******

Which one uas...

[RCRTOSY . - [
n B c D

Use arroms to select, RETH to 9o o

Final Rating; B rrxnr
User Friendliness: 37 ****
Ecducational value: 74 ******
Instructional Design: 62 ******

-

TEDDY'S ART SHOV
¢ See Picture Special firtwork
Get Background Yata Disk

| Get Stick-cns
L Teddy's Library
L

Print Options
See Instrestions

RETURN - choose

Final Rating: 32***

User Friendliness: 45 *****
Educational Value: 30 ***
Instructional Design: 27 ***

LA = Language
TI = Time

Retations

CP = Creative Projects
NB = Number

OT = Otber Topics
SE = Seration

CL = Classification

104
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SP = Spatal
"~ Version Reviewed  NA = Not Apphicable



SOFTWARE DESCRIPTICNS

Title: Teddy’s Playground Final Rating: 83 ********
Company Sunburst Communications. Inc User Friendliness: 84 ********
Date 1085 Educational Value: 94 r**#=xx
Price $65 00 Instructional Design: 76 ********
Age 5-9
Computer Apple

Conceptual Area

® Practice with color and shape attributes

CcL2

@ Helv-’ ”‘3 ng

é t
Comments Child uses joystick, mouse or LI |
ar-ow keys to move freely around three v L
main areas of Teddy's playground to
arrange pieces by shape. color, or
shading Includes supplementary matenals E
Simiiar in design to "Gertrude's Secrets i.//
Color monitor required ' '
Title: Telling Time Final Rating: 34 ***
Company Orange-Cherry Media User Friendliness: 31***
Date 1984 Educational Value: 31 ***
Pnce $39 00 Instructional Design: 37 ****
Age 5-9
Computer Apple*. C64 TRS80 IBM, Atar: Pet
Conceptual Area T1'9
= Clock practice
Comments Provides nractice with clock-reading
skills Multiple-choice questions are
presented concerning the time shown on a
rough clock Child enters answer by typing
letter Reading required A better clock-
reading program s in "Learning About
Numbers™ by C&C Software
Title: Tiger's Tales: A Reading Adv. Final Rating: 80 ********
Company Cunburst Communications inc User Friendliness: 66 *******
Date 1286 Educational Value: 94 *********
Price $65 00 Instructional Design: 83 ********
Age 5-7
Comnuter Apple’. C64
Concemtual Area LA/S.8

® Reading vocabhu'ary & comprehension

Cornrients  Five interactive stories in
which child selects pictures related

tothe story Includes a picture/word
matching actvity Large, easy-to-read
letters Supplementary worksheets and
activihes are included Can beused with
Muppet Learning Keys Reading required

LLA = Language
Relavions  TH = Time

CP = Creative Projects
NB = Number

OT = Other Topics

CL - Classification  SP = Spatidl
SE = Seriation

" = VersionReviewed  NA = Not Applicable
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Corceptual Area
» Clock practice

Time Master

Micro Power & Light
1980

$2995

5-7

Apple

Ti.9

Comments Child must be abie to read
“set hand tohalf past seven” to

use this program Hands are moved
with arrow keys Choices are hours,

half hours, guarter hours, minutes.

or start and set the clock Poor

design Notrecommended

Title:

Company

Date

Prnice

Age

Computer
Conceptuai Area

Tink’s Adventure
Mindscape. Inc

1984

$2995

4-8

Apple*. Co4, IBM, Atar,
LA/4 SP/4.7

» Key location, alphabetical order

Comments Five games on one disk, designed

togive pracice with alphabet order
(eg.F.G,_lyandkeylocation Games
are played by using joystick or arrow
keys to steer “Tink's" boat or helicopter
tovarrous islands Mostgames are not at

aprescroolievel Color monitor recommended

Title:

Company

Date

Price

Age

Computcy
Conceptual Area

Tink’s Subtraction Fair

M.ndscape, inc

1985

$29 95

4-8

Apple. C64 1BM Atarn
NB/3,7,8 OT/1 SP/7

s Subtraction skills, concepts of money

Comments Child uses arrow keys or joystick

tosteer "Tonk' through the midway of a
far As he proceeds, Tonk can stop at one
of seven tents to play subtraction games,
earning tokens that allow entry into game
tents Three aifficulty levels Menus

require reading

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
instructional Design:

B1 wITCHES BREW
.. 1 TONKER

59 ARkt
49 L2 2223
67 Ahkhkk o
47 hhkkk

28 *hk
38 *hk kK

25 *hk
16 *k l

41 Xhkk
48 hhkkkk
54 hhkkkk
28 *hk

LA = Language CP = Creative Projects  OT = Other Topies  CL = Classthicaton  SP = Spatial

Relations

TI = Time

NB = Number

SE = Senation

*

= Version Reviewed

NA = Not Apphcable

114




SOFTWARE DESCRIPTIONS

Title:

Company

Tinka’s “Aazes
Mindscape Inc

Final Rating:
User Friendliness:

43 hhkkk
49 ik Rk k

Date 1986 Educaticnal Value: 48 »*
Prce $29 95 Instructional Design: 32 ***
Age 4-8

Computer Apple* IBM C64 Atar

Conceptual Area

NB1349SP.7

s Strengthen mathematical skills

Comments Child uses joystick or arrow keys
to stear “Tinka' through a maze to

answer math problems and avoid obstacles
Four levels offer practice with “more™ or
“less.” single-cigit addition, counting, and
double-digit additior, Many menus recuire
adult or reader help Best for home use

nnmnm

Title: Tonk in the Land of Buddy-Bots Final Rating: 56 ******
Company Mindscane Inc User Friendliness: 54 *****
Date 1984 Educational Value: 66 *******
Price $29 95 Instructional Design: 49 *****
Age 4-8
Computer Apple’. C64.I1BM Atari
Conceptuat Area SP/15,7 0T/

s Problem solving

WHICH ONE I5

DIFFERENT?
Comments Child uses joystick or arrow U;E ? ”? e nﬁ U‘;E
keys to move "Tonk through a 65- FEA 1A r_%: A ﬁ?‘ FiA
screen landscape filled with rooot H .H.' It '? H L

parts, sky holes, and enemy soldiers

Along the wav, Tonk can stop to play

one ¢f six games on memory, matching and
spatial refations Joystick use s optioral

PRESS THE NUMBER

Title: Touch & Write Final Rating: 85 *********
Company Sunburst Communications Inc User Friendliness: 96 **********
Date 1586 Educational Value: 94 *********
Price $7500 Instructional Design: 71 *******
Age 5-7
Computer Apple
Conceptual Area LA/4.5

= nting practice

Comments Child touches screen (Touch

Window required) to make letters
Contains 4 stroke lessons and 19
letter lessons, based on the Palmer
Manuscript style Allows flexibility
indesign Child can practice strokes
letters, or words Work can be printed

LA = Language
elations T = Time

CP = Creative Projects
NB = Number

O7 = Other Topics
SE = Senation

CL = Classificaion  SP = Spatial
* = Version Reviewed NA — Not Applicable

107 112



SOFTWARE DESCRIPTIONS

Title:
Company

Matn

[N ei8w]

Price

Age

Computer

Conceptual Area
8 Classificetion

Touch and Match
ECS

1986

$29 95

3-6

Apple

CL24

Comments Chiid needs only touch tne
screen (Touch Window reguired)

to identify identical associated, or
different pictures among jour that

are shown Menu requires reading
Some setup required by adult Clear but
limited graphics Easy for a child to use

Title:

Company

Date

Price

Age

Computer

Conceptual Area
& Memory skills

Touch and See
ECS

1986

83995

4-7

Apple
OTCL2

Comments A memory game in which
chitdren match six pairs of shapes.
tetters, pictures or words hidden

N 12 boxes Timer shows time I'mit
Child touches screen to make matches
Touch Window required Written

menus

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Toybox

SDL

1986

$1000

1/2-up

C64” Apple (128) IBM
Thi1CP124

® Exploration of the computer

Comments Each keystroke puts a different
shape, color, or special effect on the
screenin a random position Effects
accumulate on the screen. creating a
composition that can be saved onthe

disk Extremely easy to use

Final Rating:

User Friendliness:
tducaiionai vVaiue:
Instructional Design:

MRt
B

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational value:
Instructional Design:

&
-

3
]
i

65 2223223
62 2 25221

59 L2 25224

61 Ahhhhh
59 Ak kR k
80 122222321
49 2 2 224

73 Ak k
84 L2 2222231
72 332222
67 252222

LA = Language

Relations

Tl = Time

CP = Creative Projects
NB = Number

OT = Other Topies - CL = Classitication
SE - Sernation

.

= Version Reviewed

SP - Spaual
NA = Not Apphicable
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to give practice u
snapes or letters

confusing Game

Zompany
Date
Price

Age

Computer

Conceptual Area

Title
Cornpany
Date
Price

Age
Computer
Conceptual Area

to match a model
number blocks J

Title:

= Deveiops speliing and vocabulary

Comments Seven games on one disk designed

nscrambling or matching
Games take place in

an interactive story that feature "Tuk’
on his way to town Some instructions are

s are not appropriate for the

eariy childhood level Color monttor reauired

Up & Add’Em
Spinnaker Software Corp

1984

$9 95

3-7

Apple* IBM C64
NB1347

« Matching numbers

Comments Child completes a rainbow by using
joystick or arrow keys to match numbers

to sets. match sets, or do simple addition

or subtraction problems Four levels

(9-4 =5 most difficult) Allows high level

of child-control iBM version comes on the

back of the Apple disk

: Webster’'s Numbers
EduWare
1983
$3995
4-8
e, Cb4
N 5,4SP124

s Basic math concepts

Comments Four games Ribbet — child
moves through maze to catch numerals
1-9 inorder Balloon Race - child
steers balloons to numerals to match
aset Shape Up - child moves shapes
child unscrambles

Pushover -
oystick or paddles required

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

SOFTWARE DESCRIPTIONS

Title: Tuk Goes to Town Final Rating: 41 ****

Company Mindscape. Inc User Friendliness: 44 ****
Date 1984 Educational Value: 59 ******
Price $2995 Instructional Design: 29 ***
Age 4-8

Computer Apple” C64 IBM Atan

Conceptual Area LA4511SP 4

75 132322223
82 ARAA KA k&

86 E2 222322 21

61 322224

Final Rating:

User Friendliness:
Educational Value:
Instructional Design:

67 3323223
56 ARk k&

86 (223222224

65 Ahkhkhkhkkk
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Relations T

LA = Language CP = Creative Projects

I = Tume NB = Numbci

OT - Other Topies - CL - Classthication SP -
NA = Not Applicable
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Sk = Scriation = Verston Reviewed
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SOFTWARE DESCRIPTIONS

Title:

Company

Date

Price

Age

Computer
Conceptual Area

What’s in a Frame?

Sunburst Communications ng

1987

365 00
5-11

Apple
OT:1CL 14

s Memory practice by context clues

Comments Two activities Did You See This? —
frame shows several objects for a timed period
Then cne object at a time is shown, and chiid
must decide if it was in the oniginal frame

What's :n a Frame? - from given objects. child
marks ones that were in an onginal frame

Keeps records Touch Window optional

Title:

Company

Date

Price

Age

Computer
Conceptuai Area

Word Factory
Island Software
1983

$25 00

3-6

Apple

cL2

® \Word discnmination

Comments Child uses < or > keys to
discrminate between matching

words Leaves child with iittle

controi Limited 'n content Poor
design Not recommended

Title:

Company

Date

Price

Age

Computer
Conceptual Area

Words

Lawrence Hall of Science
1984

$34 95

4-6

Apple

LA4.58

® |etter disc . word experiences

Comments Presents three games. two on letter
recogmtion and one on simple sentence
structure Kindergarten children were able
touse the Funnv Letters and Words activity
Activities effectively focus on the atinibutes

of letters Best for 5-y2ar-olds Some

readingused.c g

. ‘Press Return "

Final Rating:

Usger Friendliness:
Educational Value:
Instructional Design:

Final Rating:

User Friendliness:
Educational Value:
Instructionai Design:

Final Rating:

User Friendliness:
Educational vaiue:
Instructional Design:

83 hhkkkdkdkddk

b /- RTTITTTY
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86 E2 22223223
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12*

61 et deddde
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LA = Language

Relations  TI

= Tme

CP = Creative Projects
NB = Number

OT = Other Topics
SE = Senation

*

CL — Classification
= Version Reviewed  NA - Not Applicable

SP = Spatal
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SOFTWARE DESCRIPTIONS

Title: Writingto Read 2.0 Final Rating: 45 *****

Company 1BM Educational Systems User Friendiiness: 32 ~*
Date 1982 Educational Value: 74 *******
Price  $580 00 Instructional Design: 41 ****
Age 56

Computer IBM
Conceptual Area LA/4.56
& Reading skills

Comments A fourteen-disk computer-based
curriculum designed to teach reading skills
through writing, using phonetic spelling
Computers are only one component Eacn disk
covers three words Child hears letter or word
and must type Voice synthesizer require¢
Ratings apply only to software

LA = Language CP = Creative Projects  OT = Other Topies  Cl. - Classitication SP = Spatial
Refations TI = Time NB = Number SE = Semation * = Verson Reviewed  NA = Not Applicable
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EVALUATION PROCESS

This chapter contains the Early Childhood Software Evaluation
Instrument that was developed to

1. Focus specifically on the carly childhood category of
software, covering issucs important when working with
three- to six-year-old children

2. Generate numencal values in both specific and
general categories to provide quick comparison of
software packages

3. Record descriptive information about specific
programs for purposes of recommendation, prescription.
and documentation

Thirteen separate percentage scores ranging from 1 to 100
are generated by the Instrument and are defined in Calculation of
a Component Score. found in this chapter. and Guide to the
Software Descrintions. found in Chapter 1.

Terms used in the Instrument that may be unfamihar to
the reader have been included in the Glossary (Appendix 5).

El{lC ne LY
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ERIC

= ||m Provided by ERIC

EARLY CHILDHOOD SOFTWARE EVALUATION INSTRUMENT

© 1985 High/Scope Educational Research Foundation

Title SUMMARY OF RATINGS
: °
Company Minie:
af . [
AUNO S} MenuDesign %
T , o,
Address . fechn %
Content Presentation %
Conient Sirength _%
EaseoiUse ___%
- o o
Phone 1¢ ) reedback Yo
N O
Phone 2 ( ) . Embedded : ... forcements %o
<,
Date CMiI Techmiques Yo
Use %
Age-range
Educational V %
Price
instructional Design ___%
Notes
OVERALL RATING %
Computer Components
——Appleli —_IBMPC _ Ced e Arar 600 .. TRS 80
A 1%
———Applelt-  ____BMPCy ___ C'26 . Atar 1200 Maclntosh —2 & g':
—37."dis
7 tar, 4 [l
— Appletle _ - Acorn . PET Atar 120XE ______ Appre IGS ROM cartridge
Appieilc . Adam o Amga ——_ Other _Classroom
applications
—Usersguide
. . — Warranty {iist terms)
Peripherals intentions
Req. Opt. ——_Specified uy veveioper
ot .
—— PKleyboard N —_ 'nferred by analys! Mode Of
C r monitor .
olormortor - —— Interaction
- JOySHCk(s) — This program s designed 1o provige expenence w ir
| i .
. Paddle(s) - couniing skilis Drel and practice
—_— Mouse —_ —lefter recognition skiits Tut
— Tutonal
Wy o F; nat i ' ion skt
—— Muppetkeypoara ___ —— matching or aiscnmnation sk Gaming
—_— Koala Pad — . computer skills -
—.—dimylation
——  TouchWirdow ___ —— amedwm for creative act: sty e
Vorce synthesis — Probiem solving
oce sy A ——-Open-ended dvergent
P Printer List the specific apjectives ¢t the proqrar
—— Oiher (speufy)

na 1




Summary of program: Provide a concise summary of the program s main points conient
features. strengths and weaknesses

Classroom Observations




LANGUAGE (LA)

1 Describing objects events
and relations

2 ____Descnbing feelings. one s own
and others’

3 —_Having one s own spoken
language written and read
aloud

4 ____Recognizing ietters

5 . Recognizing words —

matching written words
6 —_ Matching sounds and symbols
7 —— Matching rhyming words
8 __ Usinglanguage to specify
actions sit runfast siow into

toward, etc
9 Writing stories
10 ____Foliowing a simple (2- or

3-step) sequence of orai or
wrnitten directions

NUMBER (NB)

1 Comparing amounts more
less. same

2 —__Arranging two sets of symbols
in cne-to-one correspondence

3 ___Counting objects. counting by
2s

4 ____Recognizing numerals

5 —— Estmating the number of
objects

6 — Measuring (Iength) using units

7 ____ Combining groups of objects,
taking objects away

8 . Recogrizing and naming the

npumerals 1, 2.3 etc

CLASSIFICATION (CL)

1 ldentifying attnibutes of things
color, shape. size. function

2 ____ldentifying how things are the
same or differeni, sorting and

matching
3 Describing obyects in difierent
~ays. sorting and re-sorting
4 identifying attributes an object

does not possess. finding the
object that does not belong to

a set

5. . Holding more than one
atinbute nmino at atime

6 — Distinguishing between “al!
and “some’

ERIC

Aruitoxt provided by Eic:

Conceptual Areas

Check the item(s) present in the program

TIME (T1)

! — Stopping and starting an
action on signal

2 — Observing and describ:ng
changes

3 __Expeniencing and describing

different rates of speed

Experiencing and describing

time intervals — tong. short

cecmparative terms

4

5 Anticipating future events and
making appropriate
preparations

6 ___ Identifying the order of a

sequence of events reversing
the order of events — before.
aiter. atthe same time

7 —_ Comparing the duration of
events occurnng atthe same
tme — longer shorter, etc

8 —__Using atimer to measure the
duration of events
9_ __Reading time from clocks and
watches
SPATIAL RELATIONS (SP)

1 __ Fiting things together and
taking them apart

2 ____Rearranging and reshaping
objects

3 —— ldentifying things from different
points of view

4 ___ Experencing and descnbing
the relative positions.
directions. and distances of
things — inside, outside,
above. helow, before behind
on under toward away

5 . ldentifying and naming body
parts head.legs. arms, etc

6 .—— Locating things in the
classroom of school on simple
maps

7 —_ Interpreting representations of
spatial relations in arawings
and Dictures

8 . Distinguishing and descibing
shapes —- ciitle, square
trangle. doughnut (open &
closed shapes)

9 ____ Identfying and reversing
spatial order
10 —— Identifying shapes produced

by cuts and folds

A o
116

SERIATION (SE)

1 Making comparisons - shape.
shades of color pitch and:or
speed

2 ___ Arranging several things in

order and describing their
relations by size color. etc

3 —_Fitting one ordered set ¢t
objects to another through tnal
and error

4 ____Inserting objects into an

ordered sequence

CREATIVE PROJECTS (CP)
1 — Drawing pictures

2 ___Creating sounds or music
3 Programming

4 ___Designing. changing. and
printing a ptan or proGuct

OTHER TOPICS (OT)
1 ___ Practicing memory skiils
2 .. Recognizing and naming the

parts of the computer

Typing or practicing keyboard

skilis

4 ____ Makingsigns word
processing. or keeping
records (Of potential use tc
preschooi and kindergarten
teachers )

2
o]




User Friendliness

Minimum User Competency

When considering the portions of the program designed or intended for the child s use rate the
method in which the child's answers are entered into the computer (Numbers indicate the method s

point-value ) |
8 ___Touch screen or use voice |
8 ___Touch any key or one key ‘
7 ___ Move the cursor to a visual representation (icon) using a joystick grapnics tablet light pen,

or mouse

6 Use only 1-4 keys on the keyboard consistently, e g spacebar and RETURN
5__ Move the cursor with the arrow keys |
4 ___Find and press one of the number keys and'or RETURN
3 — Find and press one of the letter keys and-or RETURN
2 Typeinaword/RETURN
1

—— Press more than une key simultaneously e g CONTROL-C

Menu Design

6 . Picture or talking menu, touch screen to make the selection

5 ___ Picture or tatking menu, move cursor 1o selection with penpheral device such as a joystick
or @ mouse

4 ___ Picture or talking menu, move cursor to selection with arrow keys/RETURN to make the
selection

3 ___Picture or talking menu, press specific keyto make choice (e g anumber key)

2 __ Simple wnitten menu. with less than six choices, using large letters

1 Wntten menu witn more than six choices or small letters

Technical Features

some
always extent never

e Program instructions can be reviewed
onthe screen

¢ When a child holds a key down, only one
Inputis sent to the computer, except where
intended. such as in a drawing program

¢ Getting to the part of the program to be
used by the child requires only inserting a
disk and starting the computer

¢ Ifthere are datafiles e g vocabulary
words, that c..1 be changed doing so
1S easy

* Random generation 1s & part of the
program’'s design

¢ Packaging of the program 1s weli designed
providing storage capacity for the program
matenals

¢ Program package comes compiete and
ready-to-use

* Program design allows for quick loading
time and miumal disk-reading time

¢ Program provides quick. obvious move-
ment to and from the menu

¢ The title screen sequence 1s not long o.
can be bypassed

¢ Coloris used

¢ Animated graphics are used

¢ Sound can be turned off or on from the
program

total (13 possible)

ERIC w7 103
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Educational Value

Content Presentation

some
always extent never NA

* Theconcept rather than the game,
1S the central learming outcome
¢ Theprogram is enjoyable to use
» Conlent s arranged In a challenging way
¢ Elements of the program are motivating
to the child _—
o This program could be of interest to users
other than the program’s target audience.
e g, parents, older sibhings, etc
o Content s applicabie for early chiidhood
age-range
* Thechild can control own sequence
throughout the piogram
e Child caneit the activity at
any point
e Language, text, or print is appropnate
for the early childhood age-range - —_
* The program includes data files (e g .
words, numbers) that can be changed -
® The program provides demonstrations
» Practice 1s meaningfulto the child (e g .
geographic location, home environment)
* The grephics
— are not overly "“cute”
— do not detract from the program's
overall intentions
» Graphics do not promote unnecessary
stimulation
* Music/sound does not promote
unnecessary stimulation
e Content s free fromracial bias -
» Content s free from ethnic bias
o Content s free from sexual bias

total (19 possibie)

Content Strength

some
always extent never NA

This program provides a good presentation

of one or more conceptual areas —_

¢ The program piesents a clear focus on
one or more conceptual areas

® The concept. rather than the game. 1s
the central learning outcome

¢ The program provides practice with the

concept In diffenng contexts _

Elements of the program match direct

expernences — —

The program s enjoyable touse

total (6 possiple) - ——

ERIC 17e
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Inciructional Design

some
Ease Of Use always extent never NA
¢ Canthechild do the program the first time
without help

= Canthe child do the program af

few ttmes without help
Does the child have control over
— time aliowed for problems
— rate of display —
—order ‘display —
— exiting at any time
The written instructions
— provide technical details for the
program where needed -
— provide stategies for extending the
concepts Into noncomputer contexts —_—
— are well organized

total (9 possible)
Feedback some

always extent never NA
¢ The child1s aware of when he/she makes
an incorrect response

¢ The childis aware of when he/she makes
a correctresponse

o Feedback explamns/shows why responses
are not correct

¢ Feedbackresponses are vaned

¢ Feedback is directly correlated to
keystroke -

¢ Feedbackis appropirate because it

— s nonthreatening
— reinforces content

— 15 understood by the child

¢ Feedback effectively makes use of sound

and graphic capactties of the computer

¢ Arecord of the child’'s work
— 15 kept .
—canbe printed

— 15 Informative

total (12 possible)

Embedded Reinforcements always oot never NA
¢ Graphic reinforcements are in support of,
or reinforce, the content or
concepts presented

¢ Sound reinforcements are In support of,
or reinforce, the content or
concepts presented _

total (4 possible)

CMI Techniques

Techniques of Computer Managed Instruction
- are not used in this convergent-style program (0 points)
— . arenct appliable to this divergent-style progran: (NA)
——are not applicable because the user or adult selects
difficulty level (NA)
—_are used (check those that apply — 1 point each)
—— feedback s individualized to the child's response
—— program helps a child understand his or her
progress, € g . how many problems remaining
—— arecord of the child's work 1s recorded
— program s designed so that it can automat:cally adapt
to an approprate difficulty level

—__total (4 possible)

Q 1!\::\,
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CALCULATION OF A COMPONENT SCORE

The follownna formula ic uco
Hne foliguwang Iorrmuig g uge

component of the pregram

¢

(X+Y2) x100=S
n-2

Where

X = Total of checks in "always” column

Y = Total of checks in ' some exten! " column

Z = Total of checks inthe 'N/A column

n = Number of items in a category (such as Feedback)

S = Score for a component of the program (as a percent)

For example

Feedback some

always extent never NA

e The child 1s aware of when he she makes an \/

INcorrect response
» The chiid is aware of wnen hesshe makes a
correct response
o Feedback explains/shows why responses are
not correct —_ \/
¢ Feeaback responses are varied v —_ —
¢ Feedback s directly correlated to keystroke W
¢ Feedback 1s appropriate because it
— 1s nonthreatening
— reinforces content
—1s understood by the user
* Feedback effectively makes use of sound and \/
graphic capaciies of the computer S
¢ A record of the child’'s work /
— 15 kept
-—can be printed — v,
— s informative

NS

Total (12 possible) b Y 7 7
In this example

Total of checks under " always )

Totai of checks under some extent )

Total of checks under "N'A )

(Numter of terns under tne heading ' Feedback )

L I
- NN
N~~~

SN <X

i

So. when applving the formula above,

6+ 22 100 = 70
12 -2

The component score (S} for Feedback is 70%

ERIC 121
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APPENDIX 1: EARLY CHILDHOOD SOFTWARE PRODUCERS

Advanced ldeas, Inc.
2550 Ninth Street

Berkcloy, CASATIC

415:526-9700
Dinosaurs

Alphaphonics
PO Box2n4
San Mateo. LA 94401
415/588-8082
Alphaget
Astro s ABCs

American Guidance Service
Publishers Building
Circle Pines. MN 55014
800/328-2560

SocPix

Aquarius People Materials
PO Box 128
Indian Rocks Beach. FL 33535
800/338-2644
813/595-7890

Alpha Teach

Counting Skiils

Cnitter Count

Jr Typer

Language

Ordering/Sequencing

Spatial Relationships

Artworx

150 N Main Street

Fairport. NY 14450

800/828-6573
Hodye Podge
Monkey Math

BeCi Software
78 Dartmouth Street
Boston, MA02116
617/531-5116
Frut Tree'Gumball
My Book
Number BeCt
Shape Gatnes

C&C Software
5713 Kentiord Circle
Wichita KS67220
316'683-6056
Learning About Numbers
Letters and First words
Magic Crayon

CBS Software
CBS Inc , One Fawcett Place
Greenwich CT 06836
203/622-2500

Astro Grover

Big Bird's Funhouse

Big Bird s Spec.al Detivery

Dr SeussFix  Puzrier
Ducks Ahoy
Ernie’s Big Splash

Ernie’'s Magic Shapes
Grover's Ammal Adventures
Letier-Go-Round

Pais Around Town

Compu-Tations
P O Box 502
Troy M1 48099
313/689-5059
Early Elementary |
Early Eternentary Il

Compu-Teach

240 Bradley Street

New Haven CT 06511

800/448-3224
ABsCenes
Anthraatic

D.C. Heath & Company
125Spnng Street
Lexington MA 02173
800,/225-1149
A GreatLeap
Aiphabots
Grabbit Factory The
Learning Line, The
Math Maze
Maze-O
Not Too Messy Not Too Neat
Picture Dictionary
Sweet Shop The

177
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Data Command

P O Box 548

Kankakee IL 60901

815933-7735
Alphabet Sounds
One Banana More

Davidson and Associates, Inc.
3135 Kashiwa Street
Torrance, CA 90505
800 556-6141
In CA, 213/543-4070
Math and Me

Designware, Inc.
185 Berry Street
SanFrancisco CA 94107
800.572-2272
415/546-1866
Creature Creator
Notabte Phantom, The
Spellicopter

DIL International
2025 Lavoisier Street, #180
Sainte-Foy, Quebec
Canada. G1V 1N6
800/463-5581
Extrateletactograph, The
Mary Marvel and Willy Wiz at
the Costume Ball
Mary Marvel and Willy Wiz in
the Garden

DLM

One DLM Park

Allen. TX 75002

800/527-4747
Alpnabet Circus
Animal Photo Fun
Comparison Kitchen
Fish Scales
Number Farm
Shape & Color Rodeo
Teddy Bear-rels of Fun

Dunamis, Inc.
3620 Highway 317
Suwanee. GA 30174
404'932-0485
Distributors for the
PowerPad ($99 95)

E.C.S.
PO Box4758
Ove:land Park KS 66204
913/831-3800
Adventures of Jimmy Jumper
Color Find
Rabbit Scanner
Touch and Match
Touch and See




Educational Activities, inc.
P O Box 392
fregport NY 11520
800:645-3739
Adventures of Dobot The
Copycats ABC for Micrc and Me
Early Childhood Learning
Program
First Encounters
First Numbers First Words
It's Not Game
Spaceship Lost

Edusoft
P O Box 2560
Berkeley. CA 84702
800/EDUSOFT
4151548-2304

Alphabet Song and Count

EduWare

185 Berry Street

San Fransisco, CA 94107

800/572-2272

415/546-1237
Introduction to Counting
Spelling and Reading Primer
Webster's Numbers

EMC Publishing

300 York Avenue

St Paul. MN 55101

800/328-1452
Reading Readiness
Space Chase

Firebird Licensees, Inc.
71 Franklin Turnpike
Waldwick, NJ 07463
201:444-5700
Fantastic Animals
Talking Teacher

First Byte, Inc.

2845 Temple Avenue

Long Beach C/A 90806

800245-4525

In CA. 800/562-1112
First Letters and Words
First Shapes

First Star Software
18E 41st
800 223-1545

I Love My Aiphabet

Floppy Enterprises

71SE Filimore Avenue

Eau Clarre WI54701
Floppy Letters and Numerals
Floppy Match-Ups in Mazes
Fleppy Printing Practice
rloppy Same and Difterent
Ficppy WhatIs Missing

Grolier Electronic Publishing
Sherman Turnpike
Danbury. CT 06816
800'858-8858
Explorng Your Worid The
Weather
First Steps to Reading
Play Togethar Learn Together
Rhyming to Read

Hartley Courseware, Inc.
Box 419
Dimondale M1 48821
800.247-1380
InMI 517.646-6458
Bird s Eye View
Colors and Shapes
Conservation and Counting
Dr Peet s Talk/Writer
Early Skills
Letter Recognition
My Words
Observation and Classification
Otie ana Seymour
Patterns and Sequences
Pictures Letters and Sounds
Size and Logic

Houghton Mifflin Co.
Ed Software Division
125E Lake Street Suite 304
Bloomingdale IL 60108
312:980-9710
Kindermath il
Reading Comp Leve! 1
Reading Helpei .
Reading Starters
Sound Ideas Consonants
Sound Ideas Vowels
Sound Ideas Word Attack

HRM Software
175 Tompkins Avenue
Pleasantvilte, NY 10570
800 431-2050
Alice in Wonderlanu
Jack and the Beanstalk

IBM Educational Systems
P O Box 2150
4111 Northside Parkway N W
Atlanta GA 20055
800'426-2468
Bouncy Bee Learns Letters 1 0
Bouncy Bee Learns Words 10
Prnimary Editor 1 0
Writing to Read 2 0

Inteilectual Software
798 North Avenue Drive
Bridgeport, CT 06606
800:232-2224
Developing Language Skilis
Diskovery Adding Machine
Diskovery Take Away Zoo
Taik About a Walk

Island Software
Box 300
Lake Grove. NY 11755
516/585-3755
Letter Games
Mitk Bottles
Puss in Boot
Word Factory

Jostens Learning Systems, Inc.
600 W Unwiversity Drive
Arington Heights, I_60004
Distributors of the Utanic
voice synthesizer

Laureate Learning Systems
110 East Spring Street
Winooski. VT 05404
802 655-4755

Micro-LADS

Talking Nouns |

Taik:ng Nouns |l

Talking Verbs

Lawrence Hall of Science
University of California
Berkeley CA 94720
415 642-3167

Estimation

Music

Numbers

Words




Learning Company, The
545 Middiefield Road Suite 170
Menlo Park, CA 94025
800'852-2255

Bumble Games

Gertrude's Secrets

Juggle's Rainbow

Math Rabbit

Moptown Parade

Reader Rabbit

Learning Technologies, inc.
4255 LBJ Freeway Suite 131
Dallas, TX 75244
8001238-4277
in TX 214,385-2351
Arimal Hotel
Bike Hike
Flving Carpet. The
How t. Weigh ar Elephant
Let's GoFishing
Lion’s Workshop
Same or Different
Shutterbug’s Patterns
Shutterbug's Pictures

MECC
3420 Lexington Avenue North
St Paul, MN 55126-8097
612/481-3500
Anthmetic Critters
Counting
Counting Critters 1 0
EZ Logo
First Letter Fun
Fun FromAtoZ
Money Works
Paint With Words
Path-Tactics
Sound Tracks

Micro Power & Light Company
12820 Hilicrest Road Suite 219
Dallas, TX 75230
214/239-6620

Country Combo

Time Master

Micro-Learningware
P O Box 307
Richmond, VA 23220
507/625-2205
Teddy Bears Counting Fun

Microkd, Inc.
PO Box?24156
Minneapois MN 55424
612 926-2292
Beginning Counting
Beginning Reading Skifis
Counting
Eariy Math
Learning the Alphabet

Midwest Software
Dwvision of Zero-One Lid
Box 214
Farmington MI48024
313'477-0897

Kinder Koncepts MATH

Miliiken Publishing Co.
1100 Research Boulevard
St Louis MO 63132
314'991-4220
Alien Counter & Faceflash
Alphabetization Sequence
Jar Game & Chaos The
Math Sequences

MindPlay
82 Montvaie Avenue
Stoneham. MA 02180
800:221-7911
Cat 'n Mouse
Cotton Tales
Math Magic
Picture Perfect
Race the Ciock

Mindscape, Inc.
Education Dwision
3444 Dundee Road
Northbrook. IL 60062
800/221-98&4 312 480-7667
InIL 800/942-7315
Best Electronic Wora Book Ever
Body Awareness
Castle Clobber
Color Me
Counting Critters
Fun With Direct:ons
Growrup and Smali
Knowing Numbers
Letters and Words
LOGO Power
Many Ways to Say | Love You
Shapes & Patterns
Tink s Adventure
Tink s Subtraction Fair
Tinka s Mazes
Tonk in the Land of Buddy-Bots
Tul Goesto Town
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NTS Software

141 W Rialo Avenue

Rialto CA 92376

714 875-2968
Starting Out Set 1

Orange-Cherry Media
P O Box 390
Pound Ridge NY 10576
800 672-6002

Teling Time

P.E.A.L. Software
3200 Wilshire Boulevard
Suite 1207 South Tower
Los Angeies CA 900610
213:451-0997
Exploratory Play
Keytalk
Representational Play

Paperback Software
2612 Exghth Street
Berkeley CA 24710
415644-2116

My ABC's

PDI Software
95 East Putnam Avenue
Greenwich CT 06830
203'661-8799
Alphabet Arcade, The
Preschool IQ Builder |
Preschoot 1Q Builder 11

Personal Touch, Corp.
4320 Stevens Creek Boulevard
San Jose. CA 95129
408:246-8822
Makers of the Touch
Window ($199 00)

Polarware/Penguin Software
2600 Kesinger Road P O Box 311
Geneva 1L60134
312 232-1984

Electronic Crayon Series

PTl/Koala Industries
269 Mount Hermon Road
Scotts Valley CA 95066
800 223-3022
Koala Pad Graphics Exhibitor




Random House Software
400 Hahn Road
Westminster, MD 21157
800/638-6460
Charlie Brown's 1-2-3's
Charlie Brown s ABC's
Peanuts Maze Marathon
Peanuts Picture Puzziers

S.D.L.
Dale Moss
2715 Cabrilo #105
San Francisco, CA 94121
415/221-2479
Toybox

Scandura Training Systems
798 North Avenue Drive
Bridgeport, CT 06606
203/335-0960
Adventures in Space
Beginner Reader

Scarborough
55 S Broadway
Tarrytown, NY 10591
914/332-4545

Bund a Book About You

Scholastic Software

730 Broadway

New York, NY 10003

800/325-6149
Talking Textwrier

Sierra On-Line
Sterra On-Line Bldg
Coarsegold, CA 93614
800/356-5252
209/683-6858
Learning With Fuzzywomp
Learning With Leeper

SouthWest EdPsych Services
PG Box 1870
Phoenix, AZ 85001
602/253-6528

The Reading Machine

Spinnaker Software Corp.
One Kendall Square
C¢ nbridge, MA 02139
800/826-0706
Alpha Build
Alphabet Zoo
Delta Drawing
Early Learning Friends
Facemaker
Facemaker Golden Edition
Grandma's House
Kids on Keys
Kidwriter
Kindercomp
Kindercomp Golden Edition
Peter and the Wolf Music
Peter Rabbit Reading
Story Machine
Up & Add 'Em

Springboard
7808 Creekridge Circie
Minneapolis, N 55435
800/654-6301
Early Games
Easy as ABC
Make a Match
Mask Parade
Music Maestro
Puzzle Master
Rainbow Painter
Stickers

Sterling Swift
7901 S IH-35
Austin, TX 78744
512/282-6840
Music Readiress

Stone & Associates
7910 Ivanhoe Avenue, Suite 319
La Jolla, CA 92037
800/621-0852 #520
Kid's Stuff
Memory Master
My Letters, Numbers, and Woras

Strawberry Hill Software
202-11961-88th Avenue
Delta, British Columbia
Canada v4C 3C9
604/594-5947
Surrounding Patterns

Street Electronics Corp.
1470 East Valley Road
P O Box 50220
Santa Barbara, CA 93150
805/565-1612
Makers of the Echo and
Cricket voice synthesizers

Sunburst Communications, inc.
39 Washington Avenue P O Box 40
Pleasantville, NY 10570
800/431-1934
in Canada 800/247-6756

Counters

Getting Ready to Read an 1 Adc

Magic Siate

Memory Building Blocks

Muppet Learning Keys

Muppet Word Book

Muppets On Stage

Muppetviile

Now You See It, Now You Don't

0Odd One Out

Simon Says

Space Waste Race

Teddy and Iggy

Teddy's Playground

Tiger's Tales A Reading

Advenlure
Touch & Write
What's ina Frame
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Teach Yourself by Computer

349 W Commercial Strest

Suite 1000

E Rochester, NY 14445

716/381-5450
Match-On-A-Mac

THESIS

P O Box 147-CC

Garden City, Ml 48135
Math Facts Level |
Preschoo! Fun

Troll Associates
100 Corporate Drive
Mahwah, NJ 07430
800/526-5289
Bremen Town Musicians
I Can Count
Magic String, The
Rumpelstiltskin
Speliing Bee, The

Weekly Reader Software

10 Station Place

Norfolk, CT 06058

800/327-1473

203/542-5553
Stickybear ABC
Stickybear Math
Stickybear Numbers
Stickybear Opposites
Stickybear Printer
Stickybear Reading
Stickybear Shapes
Stickytear Town Builder
Stickybear Typing

Wescott Software
2316 Park Place
Evanston, IL 60201
312/328-1367
Fun With Letters and Words
Fun With Memory
Fun With Numbers

World Book, inc.
Merchandise Mart Plaza
Chicago, IL 60654
312/245-3456
Come Play With Pockets
Happy Birthday, Pockets
Pockets and Her New Sneakers
Pockets Goes on aPicnic
Pockets Goes on Vacation
Pockets Goes to the Carnival
Pockets Leads the Parade




APPENDIX 2: SOFTWARE LISTING BY CONTENT AREA

LANGUAGE

Overall

Title Concept Rating
Explore-a-Story: A Great L.eap » Language experience 90
Not Too Messy, Not Too Neat s Language experience 89
Touch & Write s Printing practice 85
Keytalk s A beginning literacy activity 84
Cotton Tales » Word processing. language deveiopment 82
Easy as ABC s [etter recognitvon, alphabet order 82
First Letter Fun s |etter recognition 82
Muppet Word Book s Letters and words 82
Reading Comprehension: Level 1 » Reading comprehension skiils 82
FunFromAto 2 = Alphabet skills practice 81
Magic Slate = Word processing 81
Muppets On Stage s Counting skills, letter recognition 81
Sound Ideas: Consonants s Consonant sounds 80
Sound Ideas: Vowels s Five vowel sounds (Iong, short) and y 80
Talking Nouns | » Language development 80
Talking Nouns i s Language development 80
Talking Textwriter s Exploration of written language 80
Talking Verbs » [ anguage development 80
Tiger's Tales: A Reading Adventure » Reading vocabulary & comprehension 80
Dr. Peet’s Talk/Writer » Language exploration and skil's 79
Peter Rabbit Reading s Letters, letter sounds, and words 79
My Words » Language exper:ence 78
Pictures, Letters, and Sounds s [etter recognition 78
' Stickybear Reading » Word and sentence fun 77
Fun With Letters and Words s [etter recognition 76
Kid’s Stuff = Counting skills, letter recognition 76
Talking Teacher 2 Letterdentification 76
Micro-LADS & Syntactic comprehension 75
Electronic Crayon Series = Computer coloning 74
First Letters «..d Words n [etters & words, dinosaurs 74
Kidwriter s Creating computer storybooks 73
Paint With Words = Word recognition 73
Bouncy Bee Learns Letters 1.0 s |etter recognition 72
Sound ldeas: Word Attack s Consonant blends. clusters and digraphs 72
Exploratory Play s Early language acquisition 71
‘ Reader Rabbit » Basic reading skills/comprehension 71
Representational Play » Early language acquisition 71
Best Electronic Word Book Ever s Reading readiness skills 70
Adventures of Jimmy Jumper ® Prepositional concepts 69
Alice in Wonderland s Remembering a sequence of events 69
Jack and the Beanstalk s Word recognition, event sequence 69
| Race the Clock s Memory 69
| Reading Helpers » Reading skills 69
Story Machine & Creative activity 69
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Overall

Title Concept Rating
Alphabet Circus » | etter recognition, alphabet order 68
Build a Book About You s Creating a book 68
Letters and First Words ® | etters inihial consonants 68
Letters and Words ® | eller recognition, alphabet order 68
Alphabetization Sequence = Alphabelizing ietter discrimination 67
Spellicopter = Spelling practice 66
Cat 'n Mouse » Relational concepts 65
Reading Machine, The ® Various language skilis 65
Charlie Brown’s ABC's ® L etter recognition & association 64
Getting Ready to Read and Add 8 Numerals, U/L- case letters 63
My ABC’s ® etter and numeral recognition 63
Reading Starters & Reading skills 63
Astro’s ABCs s |etter recognition skills 62
Bouncy Bee Learns Words 1.0 » Word knowledge 62
I's No Game 8 Personal safety skills 62
Kids on Keys = Letter recognition 62
Words = | etter disc , word experences 61
| Love My Alphabet ® | etters, alphabetical order 59
Stickybear ABC ® | etter recognition 59
Beginning Reading Skills ® Beginning reading skills 57
Alpha Build » Upper/lower-case, alphabetical order 56
Letter-Go-Round ® | elter matching 56
Memory Master s Memory skills 56
Primary Editor 1.0 » Word processing 56
Talk About a Walk » Classifying household objects 56
Maze-o s Spelling words 55
Alphabots 8 |etter recognition 54
Floppy: Match-ups in Mazes ® |etter recognition. numencal order 53
Picture Dictionary = Word recall and memory 53
Alphabet Song and Count = Alphabet order. counting skilis 51
Alphabet Zoo » | etter recognition 51
Alphaget ® Letter recognition practice 51
Exploring Your World: The Weather » Body parts, weather words 51
Hodge Podge & | elter recognition 51
Spelling and Reading Primer » Spelling and reading practice 51
ABsCenes 8 | etter recognition skilis 50
Floppy: Printing Practice » | etter and numeral formation 50
Learning the Alphabet ® Matching letters. alphabetical order 50
Space Waste Race » Letter/numeral recognition 49
Copycats: ABC for Micro & Me! ® Matching. alphabet order 48
Letter Recognition = Location of letters on keyboard 48
Floppy: Letters & Numerals 8 | etter recognition 46
Magic String, The » Reading skills 46
My Letters, Numbers, and Words = | elter recognition 46
Bremen Town Musicians = Homonyms. context clues comprehension 45
Writing to Read 2.0 s Reading skilis 45
Preschool Fun = Counting letters, & matching 44
First Steps to Reading » |nitial consonants 43
Rumpelstiltskin ® Reading comprehension 43
Alphabet Arcade, The 8 Alphabetizina dictionary skills 42
Developing Language Skills ® \/ocabulary words 42
Stickybear Typing » Typing skills 42
First Numbers: First Words ® |-to-1 correspondence, visual memory 41
Jr. Typer ® Touch typing 41
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Overall

Title Concept Rating
Tink’s Adventure s Key location. alphabetical order 41
Tuk Goes to Town = Develops spelling and vocabulary 41
Alpha Teach » Aiphabet. imitial consonants 39
Beginner Reader ® BRhyming words 39
My Bonk = Wniting stories 38
Language ® [ anguage recognition 37
Rhyming to Read s Bhyming words 37
Letter Games 8 Letter recognition 34
Speliing Bee, The = Spelling skills 32
Alphabet Sounds ® Letter sounds. initial consonants 29
Early Eiementary i = | etter recognition counting 28
NUMBER

Overall
Title Concept Rating
Counting Critters 1.0 s Counting and early math concepts 81
Stickybear Math = Counting, addition and subtraction 81
Arithmatic Critters » Counting. addition, and subtraction 78
Learning About Numbers » Counting. clocks. basic math facts 78
Math and Me = Shapes, patterns. numbers, ar.d addition 78
Math Rabbit s Counting, matching sets addition subt 78
Money Works s Money skills 76
Up & Add’Em = Matching numbers 75
Number Farm a Counting skills 74
Learning With Fuzzywomp = Counting. matching, num crder 73
Conservationa d Counting = Counting skilis 71
Fish Scales » Measurement 71
Kindercomp Golden Edition » Counting letters matching. and drawing 70
Counters = Counting experiences 69
Diskovery Adding Machine s Counting, addition skills 69
Math Sequences a Number readiness 69
Path-Tactics s Counting. basic math facts 69
Diskovery Take Away Zoo = Counting, subtraction practice 68
Pockets Goes to the Carnival » Counting. 1-1 correspondence 68
Charlie Brown’s 1-2-3’s = Numeral recognition, counting 67
Knowing Numbers a Fundamental math skill practice 67
Webster's Numbers ® Basic math concepts 67
Introduction to Counting = Counting 66
Stickybear Numbers » Counting 64




Counting Critters
Arithmatic

Counting

Fun With Numbers
Tink’s Subtraction Fair
Numbers

Kinder Koncepts MATH
Kindermath i

Sweet Shop, The
Counting

Math Magic

Grabbit Factory, The
Math Maze

Alien Counter & Faceflash
Bumble Games
Monkey Math

Starting Out: Set 1
Beginning Counting
Early Math

Tinka’'s Mazes

How to Weigh an Elephant
Astro-Grover

Counting Skills

I Can Count

Milk Bottles

Math Facts Level 1
Let’s Go Fishing

Critter Count

Teddy Bears Counting Fun
Number BeCi

Fruit Tree/Gumball
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Counting addition and subtraction
Counuing skills

Prnimary anthmetic skills

Numeral recognition, adding and subtract
Subtraction skiils, concepts of money
Numeral disc . counting

Number and math skills

Math fundamentals

Nurnber matching basic facts
Counting skills, basic facts

Math facts (add, sub mult , div )
Numerals, basic math facts

Basic math facts

Numeral recognition counting
Piotting (x.y) points on a grid

Basic math facts. numernical oiaer
Counting, basic facts

Counting from 1 t0 9

Counting, numerical order, basic skills
Strengthen mathematical skills
Estimation of weight

Counting, adding. and subtracting
Counting skills

Countingupto 10

Comparing amounts

Counting, numeral recognition
Counting and addition skills

Basic math facts

Counting skills

Grouping and counting

Counting, adding. and subtracting

62
60
€0
59
59
58
57
57
54
53
53
52
52
51
49
49
45
43
43
43
42
41
40
49
39
38
36
34
32
29
28




SPACE

Overall
Title Concapt Rating
Puzzle Master = Problem solving (puzzles) 84
Stickybear Town Builder s Map skills 80
Delta Drawing s Drawing, programming concepts 78
Surrounding Patterns s Visual imagery. symmetry 77
Bird’'s Eye View s Perspective and positional refationships 73
Pals Around Town = Community exploration 73
Stickybear Opposites s Opposites, & g . "nearfar” 73
Adventures of Dobot, The = Problem solving. critical thinking 70
Dr. Seuss Fix-Up .. . Puzzier = Problem solving 7C
Fantastic Animals s Part/whole relationships 70
Stickybear Shapes a Shape identification 70
Grandma'’s House = Explonng and arranging 68
Body Awareness s ! ocation of body parts 64
Pockets Goes on Vacation = Positional relationshios 63
Floppy: WhatIs Missing = Parts and wholes, body parts 62
Fun With Directions = Perceptual and cognitive skiils 62
Juggle’s Rainbow = Spatial relationships 62
Facemaker Golden Edition s Creativity, memory, and concentration 61
Ernie’s Big Splash = Planning, predicting. probtem solving 59
Peanuts Picture Puzzlers s Probiem solving (puzzles) 59
Tonk in the Land of Buddy-Bots a Problem solving 56
Adventures in Space a Spatal relationships 46
Spaceship Lost = Spatial relationships 45
Flying Carpet, The = Shape recognition 44
Puss in Boot s Spatial concepts 34
Space Chase = Spatal relationships 31
Spatiat Relationships = Spatial relationships 25



CLASSIFICATION

Qverall

Title Concept Rating
Muppetville s Classifying, memory skills 87
Gertrude’s Secrets = Classifying and seriating 84
Teddy’s Playground = Practice with coicr and shape attributes 83
Teddy and lggy @ Sequential memory practice 81
Observation and Classification 2 Classification skiils 80
First Shapes = fve basic shapes 78
Ollie and Seymour ® Pedestrian safety, readiness skills 77
Peter and the Wolf Music = Music skills pitch and melody 77
Colors and Shapes = Color ID, visual discrimination 76
Grover’s Animal Adventures » Classifying animals 76
Make a Maich = Matching 75
Pockets Leads the Parade » Pattern recognition 75
Odd One QOut = Matching/discrimination 74
Match-On-A-Mac = Matching, counting, upper/lower-case 73
Shape & Color Rodeo ® Recoynizing shapes ard colors 73
Comparison Kitchen = Compare and categorize pictures 72
Patterns and Sequences = Maiching/discrimination 72
Happy Birthday, Pockets ® Visual discrimination 71
Color Find = Matching colors 69
Come Play With Pockets = Visual memory, tracking skills 66
Shapes & Patterns » Visual disc , cognitive skills 66
Dinosaurs = Reading, math, and memory skills €5
Touch and Match = Classification 65
Learning Line, The = Matching 62
Mary Marvel. . . Costume Bali = Varety of basic skills 62
Mary Marvel. . . the Garden = Functional intelligence, social skills 62
Pockets and Her New Sneakers » Sorting and classification skills 62
Eariy Skills s Shape and word discrimination 61
Pockets Goes on a Picnic s Classification, partiwhcie rel 61
SocPix = Classification (class membership) 61
Castle Clohber ® Logical thinking skills 56
Moptown Parade = Classification and seriation 55
Same or Different = Visual discrimination, matching 55
Lion’s Workshop & \isual discrimination 49
Ernie’s Magic Shapes = Visual discrimination practice 45
Preschool 1Q Builder | ®» Matching, shapes, numbers. letters 43
Jar Game & Chaos, The 8 Probability, discrimination 42
Fioppy: Same and Different = Visual discrimination 1
Preschooi 1Q Builder | = Concepts of same and different 38
Shutterbug'’s Patterns = Sequencing, pattern recognition 36
One Banana More » Reading readiness, count:ng 34
Reading Readiness s Matching shapes, letters, numerals 32
Big Bird’s Special Delivery = Cyject recognition 31
Early Elementary | = Counting and matching 27
Country Combo s Creative experience 26
Word Factory » Word discnmination 22
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SERIATION

Overall
Title Concept Rating
Size and Logic s Size discrimination, patterns 77
Grownup and Small ® Adult and baby name. 68
Notable Phantom, The » Musical notation pitch recognition 66
Shape Games = Pattern recognition 44
Ordering/Sequencing = Seniation concepts 38

TIME

Overall
Title Concept Rzting
Early Learning Friends s Shapes. colors. sizes. and timing 71
Rabbit Scanner, The m Eye track:.g. matching 67
Estimation ® Est oflength. area, & tme units 64
Creature Creator = Partern matching. programming 62
Ducks Ahoy 8 Logical reasoning skills 54
Peanuts Maze Marathon s Problem solving (maczes) 28
Telling Time s Clock practice 34
Time Master = Clock practice 25




CREATIVE PROJECTS

Overall
Title Concept Rating
Color Me ® Drawing. c:eating 89
Mask Parade a Creative design 84
Stickers = Creative activity 84
Rainbow Painter = Drawing 80
Picture Perfect ® Draw, coior and wrile 79
Koala Pad Graphics Exhibitor = Drawing 76
Magic Crayon = Drawing with arrow keys 75
EZ Logo = Problem solving. directionality 74
Sound Tracks & Making pictures 74
Extrateletactograph, The = Drawing and wnting stories 73
Music Maestro & Practice with musical notation 73
Toybox = Exploration of the computer 73
Learning Witk Leeper & Counting. matching. drawing 69
Many Ways to Say | Love You = Creative gesign 69
Kindercomp = Matching, U/L-case practice. drawing 68
Early Games = Counting, letters, and drawing 60
LOGO Power ® Teach 12 basic LOGO commands 59
Music ® Senation of pitch 59
Teddy Bear-rels of Fun 2 Creating pictures, graphics, and stories 56
Facemaker ® Pattern matching, creative activity 54
Early Childhood. . . Program = Conceptual skill development 53
Stickybear Printer = “Printing fun for everyone” 43
Music Readiness = Music concepts pitch and rhythm 41

OTHER TOPICS

Overall
Title Concept Rating
Memory Buildir-, Blocks & Visual and auaitory memory <k ils 89
Simon Says = Chaining memory exercise 85
What's in a Frame? = Memory practice by context clues 83
Now You See It, Now You Don’t = Memory skills 81
Fun With Memory = Memory 77
Anima} Photo Fun = Animals and therr habitats 70
Shutterbug’s Pictures = Memory skills, reading readiness 61
Touch and See & Memory skills 61
Big Bird's Funhouse s Concentration and mamory 49
Animal Hotel = Memaory skilis 45
Play Toge er Learn Together ® introduction to computer use 44
Bike Hike = Memory, recall of objects 41
Fivst Encounters » Computer literacy skills 32
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APPENDIX 3: TALLY OF SOFTWARE TITLES

— LANGUAGE — — NUMBER —
# EXPERIENCE PROGRAMS (X = 1 program) # EXPERIENCE PROGRAMS (X = 1 program)
LA 1 Describing objects, XEXXXXXXXX (10) NB.1 Comparnngamounts | XXXXXXXXXXXXXXXXXX (18)
events, and refations more, less, same
LA/2 Describing feelings. XXXX (4) NB/2 Arrangingtwo setsof | XXXXXXXX (8)
one's own and others’ symbols in one-to-one
correspondence
LA/3 Havingone's own XXXXXXXXXXXXX (13)
spoken language NB‘3 Countingobjects, XXXXXXXXXXXXXXXXXXXX
written and read aloud counting by 2s PO 009 0.00.0.0.0009.0.0.0.0.0.0¢
XXXXXXXXXXXXXXX (55)
LA/4 Recognizing letters XXXXXXXXXXXXXXXN XXX _
AV 00.0.0.0.0.9.9.0.0.0.0.0.0.0.9.0.0 NB.4 Recognizing numerals | XXXXXXXXXXXXXXXXXXXX
) 9.9:0.9,0:0.9.9.0,:0.0.:0.9.9.0.9,0.0,04 XOOCCOOOOOOOOXXX XXX
XXXXXXXXXXXXXXXX (76) XXX (43)
LA'S5 Recognizing words — | XXXXXXXXXXXXXXXXXXXX NB/5 Estimating the number | XXXXXXXX (8)
matching wrtten words | XXXXXXXXXXXXXXXXX XXX of objects
) 9.99.9.9909999.09999.9.9.9.94
X(61) NB/6 Measuring (length) XXXXX (5)
using units
LA/6 Matchingsounds and | XXXXXXXXXXXXXXXXXXX (19)
symbols NB/7 Combining groups of | XXXXXXXXXXXX (12)
objects. {aking objects
LA/7 Matching rhyming XXXXX (5) away
words
NB./8 Recognizing and XXXXXXXXXXXXXXXX (16)
LA/8 Using language to XXXXXXXXAXXXXXXXXX (18) naming the numerais
specify actions sit 1.2.3 etc
run, fast, slow, into,
toward. etc
LA/9 Wnting stories XXXAXXXXXXXXKX (14) CLASSIFICATION
LA/10Following a simple (2- | AXX (3) -
or 3-step) sequence of # EXPERIENCE PROGRAMS (X = 1 program)
oral or written directions CL/1 Identifying attributes of | XXXXXXXXXXXXXXXXXXXX
things color, shape. XXXXXXXXXXXX XX (34)
size. function
— — CL/2 Identifying how things | XXXXXXXXXXXXXXXXXXXX
SERIATION ar~ the same or YXXXXXXX XXX XXX XXXXXX
different, sortin XXXXXXXXXAXXXRXXKKKX
# EXPERIENCE PROGRAMS (X = 1 program) and matching 9 XXXXXXXXXX (70)
SE/1 Making compansons XXXXXXIXXXX (11)
— shaoe shades of CL/3 Describingobjectsin | XX (2)
color, pitch, ana/or different ways. sorting
speed and re-sorting
SL/2 Ananging several XXXXXX (6) CL/4 Identifying attributes XXXX (4)
things in order and an object does not
describing therr possess finding the
relations by size, object that does not
color, etc belong {0 a set
Sk/3 Fitting one ordered set CL/5 Holding more than XXX (3)
of objects to another one attribute in mind
through tnal and error atatime
SE/4 inserting objects into anj X¥XXXXXXXXX (12) Cl/6 Dist xguishing between
ordered sequence “all " and “some’
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— SPATIAL RELATIONS — — TIME —
# EXPERIENCE l PROGRAMS (X = 1 program) # EXPERIENCE PROGRAMS (X 1 program)
SP 1 Fiting things together | XXXXXXXXXXXX (12) 11 Stopping and starting | XXXXXX (6}
and taking them apart an action on signal
SP2 Rearranging and XXXXXXX (6} Ti2 Observing and
reshaping objects describing changes
SP/3 Identifying things from | XXXX (4) TI3 Experiencing and XXXXXX (6)
different points of view describing different
rates of speed
SP'4 Experiencing and XXXXXXXXX XXX AKX XXX X
describing the relative | XXXXXXXXXXXXXXXXX (37) TI4 Experencang and XXX (3)
positions, directions describing time
and distances of things intervals — long. short
— nside. outside, comgparative terms
above below, before
behind, on, under TS5 Anticipating future XXXX (3)
toward. away events and making
appropriate
SP5 Identify ng and naming | XXXXXXXXXX (10) preparations
body parts head. legs
arms etc Th6  Identifying the order of | XXXXXX (6)
asequence of events,
SP & Locatingthings inthe | XXXXX (5) reversing the order of
classroom or school on events — before,
simple maps after atthe same time
SP/7 Interpreting XXXXXXXXXXXXXXXXX (17 TI.7 Comparng the duration
representations of of events occurring at
spatial relations in the same time —
drawings and pictures longer, shorter etc
SP8 Distinguishing and XXXXXXXXXXXX 112) T8 Usingatimerto
descnbing shapes — measure the duration
circle, square trangle of events
doughnut (open and
closed shapes) TI9 Readingt nefrom XXX (3)
- clocks and watches
SP:9 Identifying and XX (2)
reversing spatial order
SP10 Identifying shapes
produced by
cuts and folds
— OTHER TOPICS —
# AREA PROGRAMS (X = 1)
OT 1 Practicing memory XUXXXXKXXXAXKXXXXX XX
~— CREATIVE PROJECTS — skills XXXXXXXXXXXXX (24)
OT 2 Recognizing and
# AREA PROGRAMS (X 1) naming the parts X (1)
CP't Drawing pictures XXXXZXXXXXXXXX (14) of the computer
CP:2 Creating sounds or XXXXXXXXX (9) T OT 3 Typing or keyboarding | XXX (3)
musiC practice
CP,3 Programming XXXXXXXX (8) OT 4 Making signs word XXXXXXXX (8)
processing or keeping
CP:4 Designing changing. 1 XXXXXAXXXXXXXXXXXXX X records (Of potential
and printing a plan XXXXKXXX (29) use to preschooi and
Or proguct kindergarten teachers )
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APPENDIX 4: SOFTWARE LISTING BY COMPUTER BRAND

Overall
Title Computer (* = version reviewed) Rating
ABsCenes Apple’. IBM Mac 50
Adventures in Space Apple 46
Adventures of Dobot, The Apple® IBM C64 70
Adventures of Jimmy Jumper ArLnle 69
Alice in Wonderland App'e 69
Alien Counter & Faceflash Apple” Atar 51
Alpha Build Apple® IBM. C64 (cartndge) 56
Alpha Teach Apple 39
Alphabet Arcade, The Apple” C64 Atarn 42
Alphabet Circus Apple”. IBM, C64 68
Alphabet Song and Count Apple 51
Alphabet Sounds Apple 29
Aiphabet Zoo Appie” IBM C64 1
Alphabetization Sequence Apple 67
Alphabots Apple 54
Alphaget Apple 51
Animal Hotel Apple 45
Animal Photo Fun Apple 70
Arithmatic Apple* IBM. Mac 60
Arithmatic Crittc s Apple (64K) 78
Astro’s ABCs Apple 6z
Astro-Grover Apple C64” 41
Beginner Reader Apple 39
Best Electronic Word Book Ever Apple® C64 70
Bike Hike Apple® C64 41
Bird’s Eye View Apple* IBM 73
Body Awareness Apple 64
Bremen Town Musicians Appie 45
Build a Book About You Apple 68
Bumble Games Apple 49
Castle Clobber Apple IBM*. CB4 Atar 56
Cat 'n Mouse Apple” 1BM 65
Charlie Brown's 1-2-3's Apple 67
Charlie Brown’s ABC’s Apple*. C64 IBM 64
Color Find Apple 69
ColorMe Appie” IBM C64 89
Colors and Shapes Apple 76
Comparison Kitchen Apple” IBM 72
Conservation and Counting Apple 71
Copycats: ABC for Micro & Me! Appie” C64 48
Cotton Tales Apple 82
Counters Apple 69




Overall

Title Computer (" - version reviewed) Rating
Counting Appie’. C64 53
Counting Critters Apple 62
Counting Critters 1.0 Apple (64K) 81
Counting Skilis Apple®. TRS 80 40
Country Combo Appie 26
Creature Creator Apple. IBM 62
Critter Count Apcle 34
Delta Drawing Aprle, IBM* Ce4* 7
Developing Language Skills Apple 42
Dinosaurs Apple’, IBM C64 65
Diskovery Adding Machine Apple 69
Diskovery Take Away Zoo Apple 68
Dr. Peet's Talk/Writer Apple 79
Dr. Seuss Fix-Up . .. Puzzler Apple C64° 70
Early Childhood. .. Program Apple®. C64 53
Early Elementary | Apple® Atan. IBM 27
Early Elementary Il Apple 28
Early Games Apple*. IBM. C64 Atan 60
Early Skills Apple 61
Easy as ABC Apple’, Mac. IBM. C64 82
Electronic Crayon Series Appie* (128K), IBM, C64 74
Estimation Apple 64
Exploring Your World: The Weather Appie*, C64 51
Exploratory Play Apple {(64K) 71
Explore-a-Story: A Great Leap Apple (128K) 90
Extrateletactograph, The Apple Il + or Ite (not lic) 73
EZ Logo Apple (64K) 74
Facemaker Apple. IBM*. C64 Aan 54
Facemaker Golden Edition Apple*. Amiga 61
Fantastic Animals Apple*, IBM, C64 70
First Encounters Apple 32
First Letter Fun Appie (64K) 82
First Letters and Words Apple IGS*, Mac, Amiga Atan ST 74
First Numbers: First Words Apple*, C64 41
First Shapes Apple IIGS*, Mac Amiga, Atari ST 78
First Steps to Reading Apple*, C64 43
Fish Scales Apple 71
Floppy: Letters & Numerals Apple 46
Floppy: Match-ups in Mazes Apple 53
Floppy: Printing Practice Appie 50
Fioppy: Same and Different Apple 41
Filoppy: What Is Missing Apple 62
Flying Carpet, The Apple, C64 44
FunFromAto 2 Apple (64K) 81
Fun With Directions Apple 62
Gertrude’s Secrets Apple® IBM*, C64 84
Getting Ready to Read and Add Apple. IBM*, Atan C64* 63
Grabbit Factory, The Apple 52
Grandma’s House Apple®. C64. Atan 68
Grownup and Small Apple 68
Hodge Podge Apple*, C64. 1BM Atan 51
How to Weigh an Elephant Apnle*. C64 42
1Can Count Apple 40
1 Love My Alphabet Apple”. Ce4 Atar 59
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Overall

Title Computer (* - version reviewed) Rating
Introduction to Counting Apple” 'BM Atarn 66
It’'s No Game Apple 62
Jact. a-- the Beanstalk Apple 69
Jar Game & Chaos, The Apple”. Atar 42
Jr. Typer Apple*, TRS 80 41
Juggle’s Rainbow Apple, 1BM*, C64 62
Keytalk Apple (64K) 84
Kid’s Stuff IBM*, Apple. Atan ST 76
Kids on Keys Apple’. IBM, C64 Atarn 62
Kidwriter Apple*, C64" IBM 73
Kinder Koncepis MATH Apple’, C64. PET 57
Kindercomp Apple, IBM”. CB4, Atan 68
Kindercomp Golden Edition Apple’, IBM 70
Kindermath|l Apple (64K) 57
Knowing Numbers Apple 67
Koala Pad Graphics Exhibitor Appletle™, Il + 1BM 76
Language Apple*. TRS 80 37
Learning About Numbers Apple 78
Learning Line, The Apple 62
Learning With Fuzzywomp Apple”, C64 73
Learning With Leeper Apple’. C64. Atan 69
Let’s Go Fishing Apple”, C64 36
Letter Games Apple 34
Letter Recognition Apple 48
Letters and First Words Apple 68
Letters and Words Apple 68
Lion’s Workshop Apple’, C64 49
LOGO Power Apple 59
Magic Crayon Apple 75
Magic Slate Apple 81
Magic String, The Apple 46
Make a Match Apple” |BM”, Atar 75
Many Ways to Say 1 Love You Apple C64’ 69
Mary Marvel . . . Costume Ball Apple 62
Mary Marvel . . . the Garden Apple 62
Mask Parade Apple’. IBM C64 84
Math and Me Apple (128K) 78
Math Facts Level 1 Appie 38
Math Magic Apple” 1BM 53
Math Maze Apple” IBM Atari 264 52
Math Rabbit Apple’. IBM 78
Math Sequences Apple 69
Maze-o Apple 55
Memory Building Biocks Apple 89
Micro-LADS Apple 75
Milk Bottles Apple 39
Money Works Apple (128K) 76
Monkey Math Apple®. C64, Atari 49
Moptown Parade Apple”. 1BM* C64 55
Muppet Word Bock Apple 82
Muppets On Stage Apple* 1BM, C64 81

o
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Overall

Title Computer (" = version reviewed) Rating
Muppetville Apple 87
Music Apple 59
Music Maestro Apple® IBM. C64 Atarn 73
Music Readiness Apple 41
My Letters, Mumbers, and Words IBM*, Appie, Atar ST 46
My Words Apple (64K) 78
Not Too Messy, Not Too Neat Apple 80
Notable Phantom, The Apple’, IBM. C64 bb
Now You See It, Now You Don’t Appie 81
Number Farm Apple’. C64 1BM 74
Numbers Apple 58
Observation and Classif. Apple 80
0dd One Out Apple” Co4 74
Oftieand Seymour Apple 77
One Banana More Apple 34
Ordering/Sequencing Apple’, TRS80 38
Paint With Words Apple (64K) 73
Path-Tactics Apple’. IBM, C64 69
Patterns and Sequences Apple 72
Peanuts Maze Marathon Apple’, C64, iBM 46
Peanuts Picture Puzziers Apple*, C64. IBM 59
Peter and the Wolf Music Apple*. C64 77
Peter Rabbit Reading Appie*. C64 79
Picture Dictionary Apple 53
Picture Perfect Apgle’. IBM 79
Pictures, Letters, and Sounds Apple 78
Play Together Learn Together Apple’, IBM C64 44
Preschool Fun Apple 44
Preschool 1Q Builder | Apple’. C64 Atan PET’ 38
Preschool IQ Builder 11 Apple*. C64 PET TI 43
Pussin Boot Apple 34
Puzzle Master Apple’. IBM Co64 84
Rabbit Scanner, The Apple 67
Race the Clock Apple*, IBM 69
Rainbow Painter Appie’. C64 80
Reader Rabbit Apple’ IBM, C64 Appie HGS 71
Reading Comprehension: Leve} 1 App.e (64K) 82
Reading Helpers Apple (64K) 69
Reading Machine, The Apple 65
Reading Readiness Apple 32
Reading Starters Apple (64K) 63
Representational Play Apple (64K) 71
Rhyming to Read Apple’ C64 37
Rumpelstiltskin Apple 43
Same or Different Apple* C64 55
Shape & Color Rodeo Apple’. IBM. C64 73
Shapes & Patterns Apple 66
Shutterbug’s Patterns Apple’ Co4 36
Shutterbug’s Pictures Apple’ Co4 61
17
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Overall

Title Computer (* = version reviewed) Rating
Simon Says Apple*, C64 85
Size and Logic Apple 77
SocPix Apple 61
Sound Ideas: Consonants Apple (64K) 80
Sound Ideas: Vowels Apple (64K) 80
Sound ldeas: Word Attack Apple (64K) 72
Sound Tracks Apple (64K) 74
Space Chase Apple 31
Space Waste Race Appie’. Atar, TRS 80 49
Spaceship Lost Apple 45
Spatial Relationships Appie 25
Spellicopter Apple*. IBM, C64 66
Spelling and Reading Primer Apple’, IBM. C64 51
Spelling Bee, The Apple 32
Starting Out: Set 1 Apple’. TRS80 45
Stickers Apple, IBM*. C64 84
Sticky:car ABC Appie*, Atar, Cé4 59
Stickybear Math Apple*, IBM, C64 81
Stickybear Numbers Apple®, iBM, Atari, C64 64
Stickybear Opposites Apple”. Atari. Ce4 73
Stickybear Printer Apple 43
Stickybear Reading Apple® IBM, C64 77
Stickybear Shapes Apple”, Atari, C64 70
Stickybear Town Builder Apple’. C64 80
Stickybear Typing Apple”, IBM, C64 42
Story Machine Apple’. IBM Atar, C64 TI 69
Surrounding Patterns Apple’. C64 77
Sweet Shop, The Apple 54
Talk About a Walk Apple 56
Talking Nouns | Appie (128K) 80
Talking Nouns |} Apple (128K) 80
Talking Textwriter Apple (128K). Apple IIGS I1BM 80
Talking Verbs Apple (128K) 80
Teddy and lggy Apple” C64 81
Teddy Bear-rels of Fun Apple’. C64 56
Teddy Bears Counting Fun Apple 32
Teddy’s Playground Apple 83
Telling Time Apple*. C64 TRS 80, iBM Atar, Pet 34
Tiger's Tales: A Reading Adventure Apple*, C64 80
Time Master Apple 25
Tink's Adventure Appie*, C64. IBM Alari 41
Tink’s Subtraction Fair Apple*, C64 IBM, Atar 59
Tinka's Mazes Apple*, IBM. C64. Atar 43
Tonk in the Land of Buddy-Bots Apple®. C64. IBM, Atar 56
Touch & Write Apple 85
Touch and Match Apple 65
Touch and See Apple 61
Toybox C64° Apple (128). IBM 73
Tuk Goes to Town Apple*. C64 IBM Atan 41
Up & Add 'Em Apple”. IBM, C64 75
Webster's Numbers Appie’, C64 67
What's ina Frame? Apple 83
Word Factory Apple 22
Words Apple 61
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Cé64 (1038 titles)

Overail
Title Computer (* = version reviewed) Rating
Adventures of Dobot, The Apple”, IBM, C64 70
Alpha Build Apple*, IBM, C64 (cartridge) 56
Aiphabet Arcade, The Apple®. C64, Atar 42
Alphabet Circus Apple*, IBM, C64 68
Alphabet Zoo Apple*, IBM, C84 51
Astro-Grover Apple. C64* 41
Best Electronic Word Book Ever Apple*, C64 70
Big Bird's Funhouse C64 43
Big Bird’s Special Delivery C64 (cartnidge). IBM 31
Bike Hike Apple*, C64 41
Castle Clobber Apple, IBM*, C64. Atan 56
Charlie Brown's ABC's Apple*, C64. IBM 64
Color Me Apple”, IBM, C64 89
Copycats: ABC for Micro & Me! Apple*, C64 48
Counting C64 60
Counting Apple*, C64 53
Delta Drawing Apple. IBM*, C64* 78
Dinosaurs Apple’, IBM, C64 65
Dr. Seuss Fix-Up . .. Puzzler Apple, C64~ 70
Ducks Ahoy C64 (cartndge) 54
Early Childhood . . . Program Apple*, C64 53
Early Games Apple*. IBM, Cé4, Atari 60
Early Learning Friends C64 71
Easyas ABC Apple*, Mac, IBM, C64 82
Electronic Crayon Series Apple* (128K), IBM. C64 74
Ernie’s Big Splash Co4 59
Ernie’s Magic Shapes Cé4-. Atan, IBM 45
Expl. Your World: The Weather Apple*, C64 51
Facemaker Apple, IBM*, C64. Aiarn 54
Fantastic Animals Apple*, IBM, C64 70
First Numbers: First Words Apple*, C64 41
First Steps to Reading Apple* C64 43
Flying Carpet, The Apple*, C64 44
Fruit Tree/Gumball C64* VIC 20 28
Gertrude’s Secrets Apple®, IBM*. C64 84
Getting Ready to Read and Add Apple. IBM*, Atan, C64* 63
Grandma’s House Appie*, C64, Atar 68
Grover’s Animal Adventures C64 76
Hodge Podge Apple®, C64, IBM, Atan 51
How to Weigh an Elephant Apple*, C64 42
! Love My Alphabet Apple®, C64. Atar 59
Juggle’s Rainbow Apple. IBM*, C64 62
Kids on Keys Apple*, IBM, C64, Atar 62
Kidwriter Apple*, C64*, IBM 73
Kinder Koncepts MATH Apple*, C64, PET 57
Kindercomp Apple, IBM*, C64. Atan 68
Learning With Fuzzywomp Appie*, C64 73
Learning With Leeper Apple* C64. Atan 69
Let's Go Fishing Apple* C64 36
Q 1 . ¢
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Overall

Title Computer (* = version reviewed) Rating
Letter-Go-Round C64* (cartndge). Atan 56
Lion’s Workshop Apple*, C64 49
Many Ways to Say ! Love You Apple, C64* 69
Mask Parade Apple®, IBM, C64 84
Math Maze Apple*, IBM, Atari, Cé4 52
Monkey Math Apple*, C64, Atan 49
Moptown Parade Apple*, IBM*, C64 55
Muppets On Stage Apple®, IBM, C64 81
Music Maestro Apple”, IBM, C64, Atan 73
My Book C64*, Alar 38
Notable Phantom, The Apple®, IBM, C64 66
Number BeCi C64*, VIC20 29
Number Farm Apple*, C64, IBM 74
Odd One Out Apple*, C64 74
Pals Around Town Ce4 73
Path-Tactics Apple®, IBM, C64 69
Peanuts Maze Marathon Apple*, C64, IBM 46
Peanuts Picture Puzzlers Apple*, C64, IBM 59
Peter and the Wolf Music Apple*, C64 77
Peter Rabbit Reading Apple*, C64 79
Play Together Learn Together Apple, IBM, C64 44
Preschool 1Q Builder | Apple*, C64, Atari, PET" 38
Preschool 1Q Builder i] Apple’, C64, PET, TI 43
Puzzle Master Apple*, 1IBM, C64 84
Rainbow Painter Apple”, C64 80
Reader Rabbit Apple*, IBM, C84, Apple iIGS 71
Rhyming to Read Apple* C64 37
Same or Different Apple*, C64 55
Shape & Color Rodeo Apple*, IBM, Ce4 73
Shape Games C64", VIC 20 44
Shutterbug’s Patterns Apple*, C64 36
Shutterbug’s Pictures Apple*, C64 61
Simon Says Apple*, C64 85
Spellicopter Apple*, IBM Ce4 66
Spelling and Reading Primer Apple*, IBM, C64 51
Stickers Apple. IBM*, Ce4 84
Stickybear ABC Apple*, Atan, Cé4 59
Stickybear Math Apple*, 1IBM, Ce4 81
Stickybear Numbers Apple*, IBM, Atan, C64 64
Stickybear Opposites Apple*, Atar, C64 73
Stickybear Reading Apple*, IBM, C64 77
Stickybear Shapes Apple”, Atan, C64 70
Stickybear Town Builder Apple*, C64 80
Stickybear Typing Apple*, IBM, C64 42
Story Machine Apple”. IBM, Atari, C64. Tl 69
Surrounding Patterns Apple*, C64 77
Talking Teacher Cé4 76
Teddy and iggy Apple*, C64 81




Overall

Titie Compuier (* = version reviewed) Rating
Teddy Bear-rels of Fun Apple*, C64 56
Telling Time Apple*. C64, TRS 80 IBM. Atari. Pet 34
Tiger's Tales: A Reading Adventure Apple*, C64 g0
Tink’s Adventure Apple*, C64, IBM, Atari 1
Tink’s Subtraction Fair Apple”, C64, IBM, Atan 59
Tinka’'s Mazes Apple*. IBM, C64, Atar 43
Tonk in the Land of Buddy-Bots Apple*, C64, IBM, Atan 56
Toybox C64”, Apple (*28), IBM 73
Tuk Goes to Town Apple*. C64, IBM, Aten 41
Up & Add’Em Apple®, IBM, C64 75
Webster's Numbers Apple’, C64 67
l 1
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IBL.. (87 titles)

Overall
Title Computer (* = version reviewed) Rating
ABsCenes Apple*, IBM, Mac 50
Adventures of Dobot, The Apple*, IBM. C64 70
Alpha Build Appie’, IBM, C64 (cartndge) 56
Alphabet Circus Annle®, IBM. C64 68
Alphabet Zoo Apple*, IBM, C64 (520 95) 51
Arithmatic Apple*, IBM, Mac 60
Big Bird’s Special Delivery C64* (cartridge), IBM 31
Bird’s Eye View Apple*, IBM 73
Bouncy Bee Learns Letters 1.0 IBM 72
Bouncy Bee Learns Words 1.0 IBM 62
Castle Clobber Apple, IBM*, C64, Atar: 56
Cat'n Mouse Apple*, IBM 65
Charlie Brown’s ABC’s Apple*, C64, IBM 64
Color Me Appile*, IBM, C64 ($34 95) 89
Come Play With Pockets IBM 66
Comparison Kitchen Apple’, IBM 72
Creature Creator Apple*, IBM 62
Delta Drawing Acoe, IBM:, Co4* 78
Dinosaurs Apple*, IBM, C64 (334 95) 65
Early Elementary | Apple*, Atar, {BM 27
Early Games Apple*, IBM. C64, Atar 60
Easy as ABC Apple*, Mac, IBM, C64 82
Electronic Crayon Series Apple* (128K), IBM, C64 74
Ernie’s Magic Shapes C64*, Atari, IBM 45
Facemaker Apple, IBM*, C64, Atar 54
Fantastic Animals Apple’, IBM, C64 {$7 99) 70
Fun With Letters and Words IBM 76
Fun With Memory IBM 77
Fun With Numbers IBM 59
Gertrude’s Secrets Apple®. IBM*, C64 (329 95) 84
Getting Ready to Read and Add Apple, IBM*, Atan, C64" 63
Happy Birthday, Pockets IBM 71
Hodge Podge Apple®, C64. IBM, Atar 51
Iintroduction to Counting Appie’, IBM, Atar 66
Juggle’s Rainbow Apple, IBM*, C64 62
Kid’s Stuff IBM*, Apple, Atar ST 76
Kids on Keys Apple*, IBM, C64 (320 95). Atan 62
Kidwriter Apple*, C64°, IBM 73
Kindercomp Apple, IBM*, C64 Atarn 68
Kindercomp Golden Edition Apple*, IBM 70
Koala Pad Graphics Exhibitor Appig lle*, [l +, IBM 76
Make a Match Apple , IBM*, Atarn 75
Mask Parade Apple®, IBM, C64 84
Math Magic Apple’, IBM 53
Math Maze Apple’, iBM Atan (319 95), Cé4 52
Math Rabbit Apple®, IBM 78
Memory Master IBM*. Atari ST 56
Moptown Parade Apple”, IBM”. C64 55
Muppets On Stage Apple*, IBM, C64 81

143

145




Overall

Title Computer (" = version reviewed) Rating
Music Maestro Apple*. IBM, C64, Atar 73
My ABC'’s (BM 63
My Letters, Numbers, and Words IBM*, Appie, Atan ST 46
Notable Phantom, The Appte”. IBM, C64 66
Number Farm Apple*, C64 1BM 74
Path-Tactics Apple’. IBM, C64 69
Peanuts Maze Marathon Apple*, C64. 1BM 46
Peanuts Picture Puzzlers Apple*, C64, IBM 59
Picture Perfect Apple*, IBM 79
Play Together Learn Together Apple*, iBM, C64 44
Pockets and Her New Sneakers 1BM 62
Pockets Goes on a Picnic IBM 61
Fockets Goes on Vacation IBM 63
Pockets Goes to the Carnival iBM 68
Pockets Leads the Parade 1BM 75
Primary Editor 1.0 1BM 56
Puzzie Master Apple”. IBM. C64 84
Race the Clock Apple*. IBM 69
Reader Rabbit Apple*, IBM, C64, Apple IIGS 71
Shape & Color Rodeo Apple*, IBM, Co4 73
Spellicopter Apple* iBM, C64 66
Spelling and Reading Primer Apple’, IBM, C64 51
Stickers Apple, IBM*, C64 84
Stickybear Math Apple” IBM, Cg4 81
Stickybear Numbers Apple*, IBM, Atar, C64 64
Stickybear Reading Apple*, IBM, Co4 77
Stickybear Typing Apple®, IBM, C64 42
Story Machine Apple”, IBM, Atan, C64, Tl 69
Talking Textwriter Apple (128K}, Appie 1iGS. IBM 80
Telling Time Apple*, C64, TRS 80, IBM. Atan, Pet 34
Tink’s Adventure Apple*, C64, I1BM, Atar 41
Tink’s Subtraction Fair Apple*, C64, IBM., Atarn 59
Tinka’'s Mazes Apple*. IBM, C64, Atar 43
Tonk in the Land of Buddy-Bots Apple*, C64, IBM, Atan 56
Toybox C64" Apole (128), IBM 73
Tuk Goes to Town Appie*, Co4, IBM. Atan 41
Up & Add 'Em Apple, 1BMI, C64 75
Writing to Read 2.0 (BN 45




]

ATARI (37 titles)
Overall
Title Computer (* = version reviewed) Rating
Alien Counter % Facefiash Apple”, Atan 51
Ailphabet Arcade, The Apple*, C64, Atan 42
Castle Clobber Apple, IBM , C64, Atari 56
Early Elementary | Apple”, Atan, IBM 27
Early Games Apple*, IBM, C64. Atari 60
Ernie’s Magic Shapes Ce4”, Atari. IBM 45
Facemaker Apple, IBM*, C64. Atan 54
First Letters an.. Words Apple lIGS*, Mac, Amiga Atan ST 74
First Shapes Apple IGS™, Mac, Amiga, Atan ST 78
Getting Ready to Read and Add Apple, IBM*, Atarn, C64” 63
Grandma’s House Apple, C64, Atar 68
Hodge Podge Apple”, C64, IBM, Atari 51
| Love My Alphabet Arle*, C64, Atar 59
Introduction to Counting A Hle™. IBM, Atan 66
Jar Game & Chaos, The Apple”, Atan 42
Kid'. Stuff IBM*, Apple, Atani ST 76
Kids on Keys Apple*, IBM, C64, Atar 62
Kindercomp Apple, IBM*, C64, Atar 68
Learning With Leeper Apple*, C64, Atani 69
Letter-Go-Round C64" (cartndge), Atar 56
Make a Match Apple”, IBM™, Atan 75
Math Maze Apple*, IBM, Atari, C64 52
Memory Master IBM*, Atan ST 56
Monkey Math Apple®, C64, Atan 49
Music Maestrc Apple*, IBM, C64. Atan 73
My Book C64*, Atar 38
My Letters, Numbers, and Words IBM*, Apple, Atan ST 46
Preschool 1Q Builder Apple*, C64 Atay PET” 38
Space Waste Race Apple*, Atarn, TRS 80 49
Stickybear ABC Apple*, Atar, C64 59
Stickybear Numbers Anple® IBM, Atar, Co4 64
Stickybear Upposites Apple”, Atari, Co64 73
Stickybear Shapes Apple, Atar, Co4 70
Story Machine Apple®, IBM, Atar, C64, Tl 69
Telling Time Apple*, C64. TRS 80. |BM, Atari Fet 34
Tink’s Adventure Apple*, C64, IBM, Atarni 41
Tink’s Subtraction Fair Apple’, C64, IBM. Atan 54
Tinka's Mazes Apple*, IBM, C64, " ~n 43
Tonk in the Land of Buddy-Bots Apple’, C64, IBM, Atan 56
Tuk Goes to Town Apple*, C64, IBM, Atan 41
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APPLE Il GS (4 titles)

Overall

Title Computez (" = version reviewed) Rating
First Letters and Words Apple iIGS*. Mac, Amiga, Atan ST 74
First Shapes Apple lIGS*, Mac, Amiga. Atan ST 78
Reader Rabbit Apple’, IBM, C64, Apple iGS 71
Talking Textwriter Apple (128K). Apple liGS, iBM 80

MACINTGSI (6 titles)

. Overall

Title Computer (" = version reviewed) Rating
ABsCenes Apple*, IBM, Mac 50
Arithmatic Apple*, IBM, Mac 60
Easy as ABC Apple”. Mac, IBM, C64 82
First Letters and Words Appie lIGS*, Mac, Amiga, Atan ST 74
First Shapes Apple lIGS*, Mac, Amiga, Atar ST 78
Match-On-A-Mac Macintosh (128K) 73

AMIGA (7 titles)

R Overall

Title Computer (" = version reviewed) Rating
Beginning Counting Armiga (512K) 43
Beginning Reading Skills Amiga (512K) 57
Early Math Amiga (512K) 43
Facemaker Golden Edition Apple’, Amiga €1
First Letters and Words Apple IGS*. Mac. Amiga, Atan ST 74
First Shapes Appie iGS", Mac, Amiga, Atan ST 78
Learning the Alphabet 4 nga(512K) 50

TRS 80 (7 titles)

Overall

Title Computer (* = version reviewed) Raiing
Counting Skills Apple*, TRS 80 40
Jr. Typer Apple*, TRS 80 41
Language Apple*. TRS 80 37
Ordering/Sequencing Apple*, TRS 80 38
Space Waste Race Appie”, Atar, TRS 80 49
Stariing Out: Set 1 Apple* TRS80 45
Telling Time Apple’, C64, TRS 80. IBM, Atan, Pet 34
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APPENDIX 5: GLOSSARY

Definitions are given here for Surves terms or computer terms that may be untanuliar to the reader

BASIC — Acroaym for Beginners All-purpose 5y mbolic Instruction Code. A language often used with
microcomp uters, using word-fihe commands rather than numerical codes A relatively casy language 1o learn

Branching — The capacity of & program to adjust its Ies el of challenge to match the child's performance. an miportant
component of Computér-Managed Instruction (CMI) For example.f the child performs a tash poorly . the program
automatically presents a simpler task

Chip — A uny silicon surface containing a compulter cireunt.

Computer literacy — Familianty with the parts of & microcemputer and some measure of programming shall.
Computer-Managed Instruction (CMI) — A capacity of a computer program that allows a teacher to set up
individuahzed activities This often includes the ability to sort. print. and automatically update performance records of
children who use the program. {Sec Branching )

Cricket voice synthesizer -— An attachment i, the Apple lic computer. Plugs into the modem port of the computer
Equivalent to the Echo lIp voice synthesizer Made by Street Electronics Corporation. Costs about $100 (See Echo
voice synthesizer.)

Cursor — A symbol. such as a dash or box. that marks on the screen where the next keystroke will occur

Disk — See Floppy dish.

Disk drive — The mechanism into which the disk or diskette 1s mserted. Mahes the disk rotate as on a record player.

Divergent — Sce Open-ended.

Drill and practice — A program design that provides repeated practice with spectfic shills or concepts Frequently
involves answer cheching. performance feedback. or chances to review mussed problems.

Echo voice synthesizer — A computer attachment that permits computer output to be spoken Plugs 1aside the
computer. Requires spectal software that takes advantage of speech capability . Costs about $100. Made by Street

Electromcs Corporation (See Cricket voice synthesizer.)

Embedded reinforcements — A program’s pictures or sounds that relate to and work with the content, rather than
beng merely entertaining or attention-getting.

Floppy disk — A viny L dish. coated with magnetic inatettal, on which computer programs can be recorded for storage.
Also called diskette.

Graphics — The pictorial part of a program presented on the sereen Clten animated and 1n color

Hardware — The phy sical cquipment that makes up a computer system. such as the monitor, computer. heyboard.
printer.

Icon — A picture or symbol that stands for a word. Often used in menus to make a program usable by nonre Jders.
Imagewriter — A printer designed for Apple nmputers The Imagewriter H can print in color if it has special ribbon.
Joystick — A computer attachment. Moving the joystich handle up. down. left. or right mahkes an ohject or cursor move

in corresponding directions on the screen A button on the joy stich may also he used to stop or start action or pich up an
object

l)v.s
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1 74 oy s Sagaes $ae LY - Y [ AR,
K — A abbiviation for Kilu, ur the CICTTiN

. safid, ustiath TOICIing 10 a ve puier’ s sciiivly sizc i byics A 04K computer,
for example. has 64 thousand bytes of memory A byte can be rougiiiy translated as vne alphabet Character.

Key experiences — The learning objectives ot the High Scope Curmiculum Appronimately fifty guideposts tor
planning classroom activities and evaluating learning progress

Koala Pad — A book-sized. touch-sensttive pad that allows intormation to be entered mto the coniputer by drawing
with a stylus or finger on the pad. Mostly used for drawing.

Light pen — A pen-shaped aitachment sensitive to the hight of the computer’'s TV display Can be used to ™ draw ™" on
the screen or to point to and sclect objects or areas on the screen.

Load — To copy a program’s mstructions from a dsk or tape into the computer’s memory

LOGO — A computer language that uses a combination of simple tntructions and graphics. Commonly used to
introduce programming procedures to children.

Memory — An ability of a computer system to store information for later retrieval
Menu — A list of a computer program’s choices displayed on the screen
Microcomputer — A desktop-sized comp »er with many of the capabilities of larger computers

Monitor -— The video display c.evice attached to most microcomputers  Like a television screen without « channel
tuner.

Mouse — A handheld computer attachmi.at whose movement (left, right, up, or downj on 4 desk moves objeats or g
cursor in corresponding directions on the screun. A button on the mouse may also be used to stop or start an action or
pick up an object.

Muppet Learning Keys — A separate heybuoard that plugs mnto a joystick port: Contains numbers 0-9 in left-to-night
order and letters in alphabetical order, plus eight culor heys 1t re juires specially designed software. Produced by
Sunburst Comniunications, it costs about $100.

Open-ended — The quality of computer progranis. such as word processing. programming. and draw ing programs,
that allows many different results to be produced.

Paddles — A computer attachment with «1als that can be turned to move an object or cursor vn the sereen Similar in
operation to knobs of an Etch-a-Sketch game.

Password — A word or code that allows a child to use parts of & computer program. or gives aeeess to his or her stored
files.

Peripheral — An attachment to the computer, such as a keyboard, monitor, printer, mouse. or voice synthestzer.
PowerPad — A large (12" by 12" ouch-sensitive graphics tabict that plugs mto the Apple 11, He. or HGS computer
(not the llc). Often used witk pictare templates that can be lard over ats surface. allowing children to press pictures to

enter answers into the computer. Also called WonderWorker Produced by Dunamis, Ine | it costs about $200

Program — An organtzed set of instructions, written tn ¢ computer language, that mahkes the computer perform o
specified task. Programs are referred to as ““software. ™
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Programming — The process of giving the computer insiructions Several programming activities evast for children,
e g.. fordrawmg — “*Delta Drawing™ and " LOGO™. tor programming the movements ot a tace or object —
“Facemaker.”” **Creature Creator ™

Simulation — A program that models ¢ real-lite situation. such as the operation ot a lemonade stand. the tlying of an
arplane. or the eaploration of a volcano Sumuldations are tfreguently designed to allow children o practice shills or
concepts 1n a htelike situation

Software — The information tha* controls the computer This information is usually stured on an clectromagnetic
medium such as a disk or tape  See Program

Touch Window — A touch-sensitive transparent screen that fits over o computer monitor. allow g tnformation to be
entered into the computer by touching screen images with o finger or stylus 1t requires specially designed software
Produced by Personal Touch Corporation. 1t costs about $200

Tutorial — A computer program. or part thereof. demonstrating a process or shill. such as matching objects
one-to-one . with provisions for children to model or try the same process or shill on their own

WonderWorker — See PowerPad

Word processor program — A program that cnables « child to use the comiputer to write. a5 with a ty pewriter Word
processing programs nsually have additional features. such ds abality to edit. save. and recall written materal, ability to
reformat writien material: and ability to choose print style.
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