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Computer Center Pak — 

For multiple student use in a single classroom or computer center. 

This special Computer Center Pak has been d
esigned to solve the 

needs of those teachers who have more than one computer in their 

classroom. 

Computer Center Paks are presently available for many other 

outstanding programs from Hartley Courseware. 
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LAE LRTI TL I SATS A a a a RE es ig pa a Saag ala 

NAME orn 
For each question choose the a 

Directions: 

1. 

ee 

De 

7. 

9. 

SCHOOL:SCHOOLS::CHILD: 

If you do very well on this pre-test, 

need any practice solving analogies. 

Oe On ee 

DEAD:ALIVE::ASLEEP: _. 

ee tee 

4 

Me 

® 

the letter of the best answer. 

correctly, choose answer "e". 

Don't be surprised if 

people who take this 

before. 

STUDENT 

PARENT 

CHILDREN 

CHILD'S 

none of these 

DREAM 
SNORING 
NIGHT 
AWAKE- 

none of these 

ANALOGIES TUTORIAL 

PENCIL: WRITE::SCISSORS: | 6. 

ae eS 

CUT 

none of these 

BOX:SQUARE::BALL: 

TALK:TALKED::SPEAK: 

on078 

oO eae 

BOUNCE 

PLAY 

GAME 

ROUND 

none of these 

SPEAKER 

LISTEN 

SHOUT 

TALKING 

none of these 

10. 

-PRE-TEST 

nswer that best completes the analogy. Circle 

If none of the answers completes the analogy 

you discover that this test is hard. Remember, most 

test have never had any practice solving analogy problems 

your teacher may decide that you don't 

If you don't do so well, the rest of the 

lessons will help you learn to do better. 

Oe ee 

~ SLOPPY:MESSY::NEAT: 

NEATLY 

TIDY 

FEEL 

DIRTY 
none of these 

COLLAR:SHIRT::HEEL: 

FOOTBALL:SPORT::CHESS: 

OD we 

GARDENER:HOE:#:MECHANIC: 

ee as 

‘| aes 
NECK. - 

none of these 

CHECKERS 

GAME 

FIELD 

PLAYER 

none of these 

SHOVEL 
GARAGE 
WRENCH 

CARS 
none of these. 

SHEEP:FLOCK::FISH: 

on078 

FISHES © 

SCHOOL 

OCEAN 

HERD 

none of these 

This form may be reproduced. 

©) Hartley Courseware, Inc. 

_ Write 
answers here. 

Le 

2. 

10. 



Analogies Tutorial 

Pre-Test 

Il. PEACH:FRUIT::CINNAMON: 

13. 

15. 

17. 

19. 

Zi. 

23. 

2)- 

SUGAR 

PEPPER 

SPICE 

TOAST 

none of these , oo. eo 

SNOW:DRIFT::RAIN: —__ 
SHOWER 

WET 

SUN 

PUDDLE 

none of these Looe 2 

TRY:TRIED::BUY: 

oO op 

cv) O as 2) ak, = 

none of these 

TALL:SHORT::FAT: 

HAT 

Oaow7p 

ay > 7) — 

none of these 

BALL:ROUND::EGG: 

none of these oan co ® 

UW O cs Zz O es 

CLAW:CRAB:sHAND: ___ 
FISH 

PERSON 

FOOT 

WAVE 
none of these See an uae aes 

BRUSH:PAINTER:sNEEDLE: 
THREAD 

SEW 

ARTIST 

SEAMSTRESS 

none of these AG cas Pie 

WHISPERQUIETHSHOUT? 
SECRET 

SILENT 

LOUD 

YEEL 

none of these ae pa ee ees 

12. ANGER:FROWN::HAPPINESS: 
. SMILE foe 

. SADNESS 
none of these pan Ts. 

SE. es > 72) 7, 

14. FARMER:TRACTOR#:PILOT: 

TRUCK 
FIELD 
FLY 
CAPTAIN 
none of these Oe 

16. LEAP:JUMP::PUSH: 

SHOVE 

PULL 

FALL 

PUSHY 

none of these on078 

18. WORD:SENTENCE::CHAPTER: 

PARAGRAPH 

INDEX 
PERIOD 
BOOK 
none ofthese — og OY ? 

20. CLOCK:TIME:: THERMOMETER: 

COLD 

WATCH> 
TEMPERATURE 

DEGREE 
none of these Soe S 

22. LIGHT:HEAVY::WRINKLED: 

ae SMOOTH 

b. PRUNE 

Cc. OED 

d. ROUGH 

e. none of these 

24. BAG:CARRY::ROPE: 

a. STRING = 
b.. TIE 

“Cy SACK 

d. KNOTS 

e. none of these 

Write 

answers here. 

Il. 

12. 

13. 

14. 

15. 

16. 

17. 

18. 

19. 

20. 

21. 

226. 

23. 

24. 

Ds amen 



ANALOGIES TUTORIAL 

~ NAME , POST-TEST. 

Directions: You have learned to solve different kinds of analogy problems. Now rt isetime 

to find out how good you are at solving them: 

Remember to figure out how the words in the first pair go together before you 

try to choose the answer. Make the words in the second pair go together in 

the same way as the first pair. 3 

For each problem, choose the answer that best completes the analogy. Circle 

the letter of the answer. If none of the answer choices completes the problem 

correctly, choose answer eM, | : Write 

‘answers here. 

DUCK:DUCKS::GOOSE: | 2. FAST:QUICK::LITTLE: : 1. 
a. GOOSES Sat a, BIG 
b. GANDER b. SMALL 
c. GEESE c. BIT , ees 
d. CHICKEN ‘d. SPEEDY 
e. none of these e. none of these 

HEALTHY:SICK::HEAVY: 4. PAGE:BOOK::DAY: 3 
a. BRICK a. NIGHT | seo 
Bc TEL | b. YEAR 
c. WEIGHT c. MINUTE 
d. MEDICINE d. AUTHOR oe a ees 
e. none of these e. none of these 

RINK:SKATE::POOL: 6. CRICKET:INSECT::SNAKE: Sg See 
a. TABLE “a. FISH | 
b. SWIM bs. LIZARD 
c. BOWLING c. MOTH 6 
d. WATER dG. BEETLE : 
e. none of these e. none of these 

GLUESTICK YHFEATHER: 8. GERM:DISEASE::RAINSTORM: 7 
a. LIGHT de a. FLOOD | . 
b. BED b. ILLNESS 
c. BIRD c. CLOUDS 8. 
d. FUR d. RAINY 
e. none of these e. none of these 

PAINTER:BRUSH::FARMER: 10. BRING:BROUGHT:SING: 9 
s. TOMATO 4. S0NG 
b. PAINT b. MUSIC 
c. RAIN c. SINGING 10 
4. CROPS d. SANG é , 
e. none of these e. none of these 

This form may be reproduced. 

(©) Hartley Courseware, Inc. 



Analogies Tutorial 
Post-Test - 

Il. 

15. 

17. 

19. 

Zils 

23. 

25 

PLAYER: TEAM::STUDENT: 

SNAIL: 

Ce ae 

SS a 

SHELL::KNIGHT: 

oe Le 

BOOKS 

CLASS 

TEACHER 

GAME 

none of these 

13. PEACH:FRUIT::CABBAGE: | 
GREEN 
DESSERT | 

SPINACH 

GARDEN 

none of these 

ARMOR 

LANCE 

EVENING 

FIGHT 

none of these 

BOX:CARTON2:PAIL: 

WING:BI 

de gan ies 

SH ee ee 

R 

SICK 

HANDLE 

none of these 

DssFIN: | 

none of these 

PAN:COOK::NEEDLE: 

WEAK: STRONG#POOR: 

i ee 

Oe ee 

BOOK:READ::PIANO: } 
ae 

b 
Ce 

d. 
e 

THREAD 

none of these 

HUNGRY 

MONEY 
POWERFUL © 

RICH 

none of these 

MUSIC 

INSTRUMENT | 

PLAY ~ | 

MUSICIAN | 

none of these 

12. 

14. 

16. 

18. 

20. 

tLe 

24. 

FLOUR:BREAD::SUGAR: 

FURNACE:HEAT::LAMP: 

LANTERN 

SNOW:SNOWY::GOLD: 

pee Oh 

NIGHT:DAY::SPRING: 

APPLE:RED::LEMON: 

FLOWERS:VASE::CLOTHES: 

CAR:DRIVER::HORSE: 

Cee ee 

oo ae 

o2078 o20 78 oo0T8 

PO Oe 

ROLLS | 

SWEET 

CANDY 

CANE 

none of these 

ELECTRICITY 

WARMTH 

LIGHT 

none of these 

JEWELRY 

YELLOW 

SILVER 

GOLDEN 

none of these 

SUMMER 
FALL 
BOUNCE 
BROOK 
none of these 

ORANGE 

FRUIT 

none of these 

CLOSET 

RUG 

DRESSES 

WEAR | 

none of these 

SADDLE 

RIDER 

HALTER 

RACE 

none of these 

ee fe 

Write 

answers here. 

2 os 

2. 

14. 

i 

io 

eo 

Ui esis 

Pe Se 
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PURPOSE 

This program helps the student develop a systematic 
approach to the solution of analogies. It introduces 
the student to analogies in a sequential manner 
that assumes no prior knowledge. The student 
will encounter analogies on some_ standardized 
tests and should know how to solve them. Learning 
about analogies also helps the student learn to 
approach a problem logically and to build vocabulary. 

This Hartley program requires a 

48K *Apple Il, I+, He or IIc, or 

Franklin ACE 1000 

and one disk drive. 

When using the Apple Ile, the CAPS LOCK key 

must be down. On the Franklin, 

the LOCK key must be depressed. 

©1983 Hartley Courseware, Inc. 

Dimondale, MI 48821 

*Apple II/Il+/Ile/Ilc are trademarks of APPLE COMPUTER, INC. 
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TEACHER'S GUIDE 

Running the Prograrm.ececccscccccsscscssccsessccscscscscscscsssvscccsccsscsccooee | 

How the Program is Presented..ccccccscsccsssccscscscccvsccevscsscecssccosees 

For: the Teacher On lysisgescscctesccetescrcseessgucccscrsecccceecs seneeebes sagen? 
INtrOdUCTION tO ANAlOZIES...cccccccccesccsccsscsscscccsscsscssccsscsscvsccee/ 
Teaching Strate Pies...ccccccccceccscesccscscsscsccccsscsccecsscsscccsccsscsseees 
ac eneccerwniceewe woo nce se vensevenceedenmauetsesdeessse ll 
I) grec vadcccsscceccsecccccccncccssnsheucestectrecesansanceossmstea! 2 
Change a LESSON. .eccccccscccccccsccscsscsscscsscsscsscscsscsscsscssssoscceoe | 3 
DESIZMN OPtiONS..ccccccccccsccscsscescscccscscsscsscsccscsscsccsosscccsessesseel J 
Check Student Planning.......ccsccscccscccvccessecccvesssecsees A, 
RUT LOSSOM Sxssncccscccntsccecwesnsvasesnsanstasus cnencustanersdestsesverssaga? 7 
Catalog Disks ssccwvewssseensestntsetectcossonessctessearscscssdecnssctautactsss2 7 
Turn Sound: Om/(Ot £ gasctes cachet vtevecs seas scs css sncneaseceeseee eas 29 

Instructional Skil State men tssss. mete. expepeedacys ce gemteeerstieeeeeres<0s a 

Codes. for, Entering Hints/ExplanatiOns..<r...iccnccsssmesessgiesrsesces 30 

Answer Keevs-to Pre/Post CS Scansisveanescsoscsenaresemsiesivagesrion ioe 

Pre/post tests are included with this documentation. The 
answer keys are included in the back of this booklet. 

Field test site schools available upon request. 

<< 
This disk uses a high-speed operating 

system, Diversi-DOS , which is licensed 

for use with this program only. To 

legally use Diversi-DOS, send $30.00 

directly to DSR, Inc., 5848 Crampton 

Cu, Rockford. IE Gli e. You will 

receive a Diversi-DOS utility disk with 

ad 
documentation. 



RUNNING THE PROGRAM (FOR THE STUDENT) 

This disk will boot on. a 3.3 Disk Operating System. 

When running. this program of the 4,0ple= lies you...must 
keep the CAPS LOCK key down. . On-the Franklin ACE 
1000, the LOCK key must be depressed. 

Put. -the-.disk- in..Drive..i# l;-close. the. door.....Turn.<on: your 
computer. If you are using an Apple II Plus, or Apple 
le, the disk will boot automatically when you turn on 
the computer. 

If you have an Apple II - type PR#6 and press RETURN. 
The program will load into your computer and run auto- 
matically - don't type CATALOG! 

The credits will vanish and this screen will appear: 

Type your name. 

Then press RETURN. 

To run a lesson, type in your name and press RETURN. 

The next frame 

to appear is: 

Type the name of the 

lesson you will be 

working on, <name> . 

If your teacher has not assigned you a lesson, you may 
wish to check with him/her before going further. If 
you are using the disk independently and you don't know 
which lessons are available on the disk, simply type 

? (press RETURN) 

to see a list of the lessons. 



This will take you to the ‘'catalog' which will show you 

the list of lessons available on the disk. After all lessons 
on the catalog have been shown, the computer will return 
to the "Type the name of the lesson you will be working 
on." frame. At that time you would type in the lesson 
you have selected. If you are just starting to work with 
the disk and there is no lesson assignment, start with 

the first lesson on Disk I, ANI. 

The first screen in the lesson to appear will be the Instructions. 
The instructions frame may be accessed at any time 
by pressing 'H' and RETURN when a response is called 
for. 

When asked a question you must type only the letter 
of the answer. Example: 

HOT is to COLD as DRY 1s to : 

aw STRONG 

b. WET 

c. WARM 

‘d. FLUFFY. 
answer: b 

You can stop the program any time a response (answer) 
is called for by pressing the ESC key. Results of what 
you had attempted to that point will be kept by the 

computer. 

The lessons on this two-disk Analogies Tutorial program 
are: = —— = a | 

DISK | DISK I 

ANI AN5 AN7 ANIO 
AN2 AN5A AN7A ANIOA 
AN3 AN6 120 ANS 
AN3A AN6A AN8A 
AN4 ANQ 
ANSA AN9A 

2 



HOW THE PROGRAM IS PRESENTED 

After the lesson name (ANI, AN6, etc.) has been entered, 
the first screen to appear will be the Instructions for 
that lesson. 

INSTRUCTIONS 
OBJECT: GROUP ANALOGIES 

In the past few lessons, you 

have learned how to solve 

synonym and antonym analogies. 

In this lesson, you will learn 

~ about OBJECT:GROUP ANALOGIES. 
But first, let's review what 

you have learned so far. 

Press (RETURN. 

Remember-The instruction frame may be accessed at 
any time by the student by pressing 'H' (RETURN) when 
a response is called for. The program will automatically 
return to the appropriate question frame. 

The frames’ in the<clesson. will Be presented =A typical 
question frame looks like this. 

LOVE:HATE:: JOY: 

ANGER 
SADNESS 

HAPPY 

EXCITED 

none of these 

answer: 



If answered correctly, the computer will present the 
next question frame. If incorrect, either a hint frame 
or an explanation frame may be shown. A hint frame 
is used to guide the student toward the correct answer. 

LOVE:HATE::JOY: 

. ANGER 

. SADNESS 

. HAPPY 

. EXCITED 

. none of these 

answer: -@ 

Sorry, Press RETURN for hint. 

Question Frame 

This is an antonym analogy. 

You need to find a word that 

means the opposite of 

JOY. 

Press RETURN. 

Hint Frame 

The computer then returns the student to the frame 
just missed, for another try. The number of chances 
a. student .is given smay=be..set. by the teacher in the 
Design Options. This is aceessed. via. the —Leacher's 

MENU - see page 12. 



sorry, the answer is: 

ae SPEAK: TALK::DRAW: 

You can tell this is a synonym 

analogy because the first two 

words, SPEAK and TALK, mean 

about the same thing. 

Press <RETURN > : 

Explanation Frame 

Each question may be followed by either a 'Hint' or 
an 'Explanation' frame. Which is used depends on the 
content and preference of the author. These feedback 
frames may be changed if desired. 

A hint frame is generally used in tutorials to guide 
the student to the correct answer. 

An explanation frame is generally used in a_ testing 
sequence or when more than just the answer is needed. 



Unless the lesson is stopped by pressing~ the ESC key 

when a response is called for, all items in the lesson 

will be presented. All items missed are stored in Student 
Planning for later review by the teacher. 

At the end of the lesson, the student will be shown the 

following screen indicating the number correct out of 

the number attempted. A little graphic, "GORB", ‘tells 

the student how well he/she did on the lesson just completed. 

Introducing..--GORB! 

OS St a ee 

{ tried 20 problems 

{ and had 12 correct / 

Good, Tim. You're 

beginning to understand. 

Press (RETURN). 

The computer will then return you to the "Type your 

name" frame ready for another student or another lesson. 

If the teacher has set the computer to terminate a 

| lesson after a student gets 10* questions correct in 

| a row, the graph above will change slightly when the 

student achieves this criterion. 

Example: 
SS 

20 possible WoT TP PP Th PP th PP MP th th th om tr mh momo 

iE? correct out: of [4 attempts Mootle WEN ne oon 

GORB will say: "Tim, you tried 14 problems 
and had 10 in a row correct." 

*This can be any number. 



FOR THE TEACHER ONLY 

Introduction to Analogies 

Analogies are word problems that can be fun for students 
when done for their own sake. However, students encounter 

analogies on many standardized tests and should know 
how to solve them. Working with analogies will also 
help students learn to approach a problem logically, 
and will help them to build vocabulary. 

Through the use of the lessons in this program, students 
are taught about analogies in a sequential manner that 
assumes no prior knowledge. The basic information 
that. 1s presented> fo. the students... ts--reproduced here 
for the teacher. 

An analogy is a word problem that uses two pairs of 
words. - The words. in the.first pair are related to each 
other: in <a certain: way. The second pair of words must 
bes-completed: so: that they: relates to each other in the 
same way as the first pair. 

Analogies are written in a structured manner. 
Example: 

PEAR RUT SSPINACHIVEGETABLE 

When reading an analogy, the colon (:) is read '‘is to’, 
and the double colon (::) is read ‘as'. 
Example: 

PEAR is to FRUIT as SPINACH is to VEGETABLE 

This: means that a~ pear isan object that ‘belongs to 
ime group “fruit” just as spinach belongs to tive group 
"vegetable". 

After students become familiar with the form of analogies, 
they begin to. learn to solve them.’ Ihe student must 
choose a word to complete the analogy so that both 
pairs of words relate to each other in the same way. 



Example: 
HOT:@ OED: Bim Ys 4 | 

STRONG 

WET 

WARM 

FLUFFY 

none of these Sg 

In order to solve the analogy, the student must determine 

that HOT and COLD are opposites, and must then choose 

a word that is the opposite of DRY. 

The analogies used in the lessons have five responses. 

Only one response completes the analogy correctly. 

Response "e" is always "none of these’. The three re- 

maining responses are called distractors. A response 

is a distractor when it appears at first glance to be 

correct. Students must learn to recognize distractors. 

A distractor may take several forms: 
It may rhyme with the last word in the analogy. 

It may be a word that is exactly opposite the 

correct answer. 

It may relate to the first pair of words instead 
of to the second pair. 

The types of analogies (with examples) taught in these 
lessons are: 

Synonyms - SHUT:SLAM::TWIST:TURN (AN3,AN3A) 

Antonyms - UP:DOWN:IN:;OUT (AN4, AN4A) 

Object:Group - TRUMPET:HORNS::VIOLIN:STRINGS 
(AN5,AN5A) 

Group:Object - HORNS: TRUMPET::STRINGS:VIOLIN 

Part:Whole - WING:BIRD::ARM:PERSON (AN6,AN6A) 
Whole:Part - BIRD: WING::PERSON:ARM 

Object:Description - APPLE:RED::ELEPHANT:GRAY 

(AN7,AN7A) 



Object:Use - HAMMER:POUND::KNIFE:CUT 
| (AN8,AN8A) 

Objectz:User - TRACTOR:FARMER::HAMMER: 
CARPENTER 

CausezEffect - RAIN:PUDDLE::SNOW:DRIFT 

(AN9,ANQA) 

Grammar - FAT:FATTER::BIG:BIGGER (ANI0,ANI0A) 

Not all sources on analogies agree on how many types 
there are, nor do they all call them by the same names. 
Only eight types of analogies are presented in this program. 
Regardless of the disagreement, the basic characteristic 
of analogies is that both pairs of words must relate 
to each other in the same way. 

Although analogies can be taught as a separate skill, 
they are more effective when incorporated into the 
language arts program. 

As the-tevel sofathe® students’ -interest:-and proficiency 
in solving analogies progresses, they can be challenged 
to make up their own. 

Teaching Strategies 

If it is indicated by the pre-test or judged by the teacher 
that the entire class has had very little experience with 
analogies, it is best to instruct the class in the language 
and mechanics of analogies. 

The teacher may choose to use the traditional method 
of instruction, explaining the concept of analogies and 
how to solve them. Another way is to use your computer 
screen as a blackboard and work through lessons ANI 
and AN2 as a group. 

When instructing the whole class, use a television set 
or large monitor so all students have a clear view of 
the material. Students may respond orally or they may 
each write their responses. 



Either strategy allows students to interact with the 
teacher and to ask questions. As a check of the students' 
readiness, they may start working individually on the 
two introductory lessons, or they may begin with AN3 
if the teacher believes that they are well-grounded 
in the basic information. 

If the level of the students is such that they will be 
challenged by learning about analogies on their own, 
they can start with ANI (Introduction, Part 1) and work 
through the program. 

Student Problems 

After a student has begun work on a lesson, use the 
Student Planning to help you diagnose problem areas. 
The Student Planning keeps track of specific frames 
a student misses. If a student consistently misses certain 
items, you may want to add Hint frames or more practice 
frames. Use the Change a Lesson file to modify any 
of the frames, add Hint or Explanation frames, or simply 
add more practice frames. How to use these will all 
be explained on the following pages. 

Branching 

This program has not been designed to automatically 

branch to an easier or more difficult lesson. It is the 
philosophy of the teachers who designed it that the teacher 
is better qualified to prescribe the next lesson based 
on his/her knowledge of the student's needs and the planned 
classroom activity. 

By using the Design Options, the teacher can define 
the criteria’ under which the program will branch and 
alert the teacher that a new prescription is needed. 

10 



Pre- and post-tests 

A pre- and post-test has been included in your materials. 
They may be duplicated and used to suit your teaching 
style and the level of the students with whom you are 

working. Some suggestions cn the use of these tests 
follow. = : 

Both tests, given in the usual manner (one before 
instruction and one at its conclusion), provide a 
way to measure progress. | 

In cases where most students will be starting. with 
practically no knowledge of analogies, administering 
the pre-test might cause them unnecessary anxiety 
and prejudice them against the subject. 

The pre-test may be used as an alternative form 
of post-test in cases where students did not score 
well on the first post-test and were given additional 
instruction. : 

The pre-test was not designed for placement in the 
program, but rather as a gauge of how much students 
know about analogies. A score of below 80% suggests 
that the student go through the entire program. A score 
of 80% or better indicates that the student is ready 
to work on more advanced analogies. 

11 



_——— 

Teacher's MENU 

The lessons on this disk are for the student. There are 

also programs for the teacher. These programs allow 
the teacher to "do things" to the student lessons on the 

disk. 

The teacher's programs are accessed by using the name 

MENU when the following screen is shown: 

Type your name. 

MENU 

Then press RETURN. 

The following MENU will be shown: 

X26 FREE SECTORS» 

DO YOU WANT TO: 

- CHANGE A LESSON 

~ CHECK STUDENT PLANNING 

RUN LESSONS 

CATALOG DISK 

TURN SOUND ON/OFF 

WHICH? 

The following pages will describe exactly 

This will tell 

you how much 
Space Is 
available. 

One lesson 

will take 

10-20 sectors. 

how to use 

each of these programs on the Teacher's MENU. 

12 



1 - CHANGE A LESSON 

If you wish to change a lesson already on the disk, select 
1 - Change a Lesson. 

First, you will need to sues the lesson you wish to 
Eee or add to. 

NAME OF LESSON 

TO BE CHANGED: 

The lesson will be loaded into the computer. You can 
either add more frames or change existing ones. 

LESSON: AN1 

YOU HAVE 21 FRAMES 

IN THIS LESSON. 

WANT TO ADD MORE FRAMES? [N] | 

Adding Frames 

If you want to increase the number of items, type Y. 
You are limited to 30 items per lesson. You will then 
be asked: 

ADD HOW MANY FRAMES? 
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After indicating the number of frames you wish to add 

to the lesson, the 'Instructions' frame will be shown 

with the option of changing it by indicating Y or N. 
If you answer Y, the cursor will move to the first line 

of the instructions. An instruction frame may look like 

thiss 

This frame may be 

INSTRUCTION accessed any time 
Bo by pressing H when 

SYNONYM ANALOGIES a response is called 

Before we begin learning about for. 

SYNONYM ANALOGIES, let's see 

how well you remember what you 

have already studied. 

- REMEMBER - Read carefully and 

think before you answer: 

Enter instructions. 

You may then type new instructions. If you don't wish 

to change a line, just press RETURN to move the cursor 
to the next tine. 

If you are adding frames, you will be shown the frame 
you wish to add. (If the lesson already had 19 items, 
Frame #20 will appear blank; the cursor on the first 
line, ready for you to type in the item.) 

To capitalize a letter, press the '“' just before the letter 
to. be. capitalized..." To,-make a." ...: 1k; da+4qjueStIOM, use 
the '@' sign. 
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Frames may be either question frames or information 
frames. Here is what a blank frame looks like before 
any words are typed into it. 

Question Frame 

This may take any format you would like. 

You may enter 

6 lines here. 

You may enter 

4 responses 

here; any one 
of these will 
be considered 
correct. 

Instead of a Question frame, you can enter an 'Information' 
frame. When an information frame precedes a question, 
the student can (by use of the « key), go back to the 
Information frame for help in answering the question. 
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Information Frame 
This frame requires 

no response. y When you solve an analogy, 

look at the first pair of 

The % in the words carefully. If the first 

answer's place will two words are synonyms, then 

indicate to the , you know you are trying to 

Cemrputer that there solve a SYNONYM ANALOGY. 

will be no answer. 

(press return) 

Adding frames (or changing frames) 

After entering a new frame, or changing an existing 

frame, you will then branch to the 'Secondary' MENU. 

DO YOU WANT TO: 

ENTER HINT FRAME 

ENTER EXPLANATION FRAME 

GO ON TO NEXT FRAME 

RE-ENTER PREVIOUS FRAME 

END THIS LESSON 

WHICH? 



This allows you to enter a 'Hint' frame or an 'Explanation' 
Frame. The hint frame will be shown to the student 
after he misses the question. If you wish to enter a 
Hint frame for the first question, select 1 - Enter hint 
frame and this will appear: 

You may enter 

6 lines of text. 

Enter HINT for frame #22. 

See pages 30-32 for some short-cuts for entering clues. 
Many commonly used clues, such as "This is an antonym 
analogy. You need to fina a word that means the opposite 
of « have been coded for you....1o.type.-this clue, 
you need only type *e (the code) and the last word from 
the question. Pages 30-32 list all ‘the codes and the 
hints’ they. produce. 

After entering the hint frame and pressing RETURN, 
the computer will automatically place you at the next 
frame (assuming you were entering more than one addi- 
tional frame), ready for the next question or more infor- 
mation. 
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Soe —— ee ee ee ey ae 

Select 2 - Enter explanation frame. This would be used 
when a hint might not be appropriate, but you want 
to give the student feedback other than just the answer. 
The Explanation frame will be shown to the student 
after he has missed the question on his last try. (The 
number of tries 1S set by the téachér at. the end of 

the lesson by using the Design Options). 

~ Answer is 

shown. 

Sorry, the answer is: 

You may enter 
| 6 lines of text. 

Enter EXPLANATION for 

frame #1. 

3 - Go on to next frame. This simply allows you to 
go. to. the =nexts consecutive. frame “witheu entering a 
hint or explanation frame for the previous frame. 

You may 4 - Re-enter previous frame if you have given 
a hint frame and want to look at the question frame 
you just entered. 

Selecting 5 - End this lesson, will take you to the DESIGN 

OPTIONS for the lesson you have just entered. The : | 
first frame will ask you to enter the concept being taught,1.e., 

CONCEPT:SYNONYM ANALOGIES 

Unless you are completely re-writing the lesson, you 
may want to leave the concept which is already listed. 
This will be used in the Student Planning section. 
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Design Options 

The first of the Design Options will be given: 

For instructional 
DESIGN OPTIONS lessons that are 

carefully sequenced, 

DO YOU WANT THE FRAMES OF THIS a wore want them 
LESSON PRESENTED TO THE STUDENT IN fm Pr oe ae same 
RANDOM ORDER OR THE SAME ORDER order. For drill or 
IN WHICH YOU ENTERED THEM? tests, you may want 
ENTER ‘R’ OR ‘S’ ==) (s] random order. 

If you are using DESIGN OPTIONS 

the hint option, 

you will need at HOW MANY TRIES WOULD YOU LIKE 
least 2 tries. TO GIVE THE STUDENT BEFORE THE 

CORRECT ANSWER IS DISPLAYED? 

ENTER A NUMBER FROM 1109 ==> 

The following ‘Student Safeguards' allow you to set the 
criteria upon which the computer will branch to _ the 
end of the lesson. It is the philosophy of the teachers 
who designed this disk that if a lesson is too easy or 
too difficult, the computer should terminate the lesson. 
The TEACHER should make the new prescription. 
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STUDENT SAFEGUARDS 

IF THE STUDENT IS DOING POORLY, 
THE LESSON WILL TERMINATE IF HE/SHE 
HAS LESS THANL4D% CORRECT ON THE 
FIRST TRY. 

(ENTER A NUMBER FROM 1 TO 49) 

The next question relates to the above decision. 

STUDENT _ SAFEGUARDS 

EVEN IF THE STUDENT IS DOING 
POORLY, AT LEASTL_] 4 FRAMES 
WILL BE PRESENTED BEFORE THE 
LESSON IS TERMINATED. 

(ENTER A NUMBER FROM t TO 25) 

You will need to skip at least some frames. If you don't, 

the lesson will terminate on the first frame if there 

is an error (0% will be below any % that you set in the 

previous step). 
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STUDENT SAFEGUARDS 

IF A STUDENT IS DOING WELL, THE 
LESSON WILL TERMINATE AFTERLIO 
CONSECUTIVE CORRECT ANSWERS 
ON THE FIRST TRY. 

(ENTER A NUMBER FROM 1 TO 25) 

If there is a variety of skills taught or reviewed in one 
lesson, you may want the student to complete all the 
work no matter how well he/she does on the first 10. 
If so, change to 25 or the number of problems in a lesson. 

Note: By using the random order option and the Design 
Options, this disk was designed to allow you to create 
a modifiable item pool. Rather than drawing a specific 
number of items, the items will be used until the student 

meets the criteria you specified (in terms of the number 
of items in a row correct). 

This type of criteria was considered preferable to a % 
because if takes into accounf< the fact that the child 
may do poorly in the beginning but learn the concept 
during the lesson and begin to answer all items correctly. 
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The student safeguards 
do not apply to these 
questions. The authors 
assumed the teacher 

would want all missed 

items reviewed. 

DESIGN OPTIONS 

AFTER THE STUDENT HAS GONE THROUGH 

ALL THE FRAMES IN A LESSON, DO YOU 
WANT THE QUESTIONS HE/SHE MISSED TO 
BE PRESENTED AGAIN? — 

ENTER “YOR ‘N’ ==) 

DESIGN OPTION 

WHEN THE QUESTIONS ARE PRESENTED 

AGAIN, HOW MANY TRIES WOULD YOU 

LIKE TO GIVE THE STUDENT BEFORE 

THE CORRECT ANSWER IS DISPLAYED? 

ENTER A NUMBER FROM 1109 ==> [1] 
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After all the Design Options have been set, you will 
be asked if you want to: 

SAVE THIS LESSON?(Y/N) 
If Y, the new frames added, or changes made in the 
lesson, will be saved. If N, the new frames added 
or changes made will be ignored and the lesson will 
remain as it was. 

Changing Frames 

If you want to change existing frames, select the l- 
Change a lesson option from the menu. 

If you just wish to change some of the frames and not 
add new items, answer N to the question: 

ADD MORE FRAMES? (Y/N) 

You will be shown all the frames as they exist. If you 

wish to change a line, type in the new line. If no change 
is desired, geess RETURN to. go on. to, the next line. 
Use the« key to back-up to the preceding line or frame. 
Use the —-key as a short-cut to go from frame to frame. 

Review pages 16-18 for adding hint or explanation frames. 
If you do not want to page through all the frames, type 
END at the beginning of the first line of a question 
or information frame. This will branch you to the Design 
Options. The changes made up to (but not including) 
this frame will be saved ALONG WITH THE REMAINING 
UNCHANGED FRAMES. 
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2 - CHECK STUDENT PLANNING 

As a student works through a lesson, the errors that 
he/she makes are recorded into the Student Planning 
file. To see this file, bring up the Main MENU: 

{26 FREE SECTORS) 

DO YOU WANT TO: 

CHANGE A LESSON 

CHECK STUDENT PLANNING 

RUN LESSONS 

CATALOG DISK 

TURN SOUND ON/OFF 

WHICH? 

and select 2 - Check Student Planning. The first frame 
to appear is: 

STUDENT PLANNING 

WANT TO DELETE ALL STUDENTS 

AND CLEAR THE FILE? (Y/N) 

Type N if you want to -see the files Y 11 you ‘want to 
completely erase all student results. Press RETURN. 

If you typed N, indicating you would like to see the file 

and not erase it, this frame will appear: 
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YOU HAVE 4 STUDENTS IN FILE. 

THERE IS ROOM FOR 46 MORE. 

DO YOU WANT TO: 

1 = SEE AEC STUDENTS 

2 - SEE SOME STUDENTS 

- PRINT STUDENT SUMMARY 

- BELETE ALL. STUDENTS 

DELETE INDIVIDUAL STUDENTS 

GO BACK TO MENU 

WHICH? 

If you choose I - SEE ALL STUDENTS, the computer 
asks: . 7 

ARE YOU USING A PRINTER? (Y/N) 

if ¥,. it will ask for the slot. it will usually be 1 or 
2. If yeure noe sure, - take colt the cover and check. 
Your priter- card should be located in=slot 1 or 2. Then 
all the records will be printed. 

If you are not using a printer, results will be displayed 
On tite screen. Scrolling ol results.is under coniro!l of 
the teacher. 

H--¥You Want to see only some of tie stocents, — select 

2 - SEE SOME STUDENTS and press RETURN. 

This frame appears: 

STUDENT PLANNING 

NOTE THE NUMBER TO THE LEFT OF 

THE STUDENT(S) YOU WISH TO PRINT 

OR: DISPLAY. 

PRESS RETURN 
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As you select the students whose records you want to 

view, you will be typing just the number. 

ENTER STUDENT NUMBERS 

1-< ANS> Tim 

2-<AN3> Jane 

3 -etc. 
The computer keeps 

7s @ TO PRINT a running tally on 

TYPE ‘END’ TO QUIT ENTERING STUDENTS the number of students 
you have selected. 

Type the number of a student you want to see and press 
RETURN. For example: If you type 2, the lesson name 
and student name will appear at the bottom of the frame 

- This is a check. Press RETURN if that is the student 
you wish to--see.=" [his-givesyou=a chance to change 
your mind and enter N if you don't want to see that 

particular student. 

2- <AN5> — Tim TO PRINT 

Continue selecting students whose records you want 
to see. When you have entered all of the students you 
wish to see, type END (in place of another number). 
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The following frame will appear: 

ARE YOU USING A PRINTER? (Y/N) 

If you type N, the records will come up on your monitor. 
If you type Y, you will be asked: 

WAICA- SLOF? 

Lf “wilt -usually~ be ~Ior. 2.2. 1t you are-not -sure, ‘take -off 
the cover and check. The printout will be in the following 
format: 

STUDENT: TIM 

LESSOM: AN5 : 

CONCEPT:OBJECT:GROUP ANALOGIES 

THERE ARE 23 FRAMES IN THE LESSON 

INCLUDING 13 QUESTIONS. 

STUDENT HAD 9 CORRECT ON 1ST TRY. 

FRAMES MISSED ON 1ST TRY: . 

556,11,17 

3 RIGHT ON SUBSEQUENT TRIES. 

CONSISTENTLY INCORRECT FRAMES: 

PRESS RETURN 
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After all information is displayed, you will be asked: 

WANT TO DELETE ALL STUDENTS 

AND CLEAR FHE FILE? (¥2N) 

Respond as desired. 

The ESC key may be pressed at any time to terminate 
display or printout of student results. A maximum of 
50 records can be stored in this Student Planning file 
before it must be emptied. To empty the file, answer 
Y to the question at the end of the display/printout, 
or use option 4 from the Student Planning Menu - Delete 
all students. 

3 - PRINT STUDENT SUMMARY from the Student Planning 

MENU allows you to see or print out a summary of records 
for the entire class. The .summary.:ts. in the following 
format: 

STUDENT NAME 

SMITH, J. 100% 

HARTLEY, T. | 68% 

CORTEZ, J. 

HARTLEY, J: 

PRE So: -RETURN 
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The printout of the Student Summary will include more 
information than you can see on the screen. The printout 
includes: the skill statement and the number correct/number 
of questions. 

NUMBER 
STUDENT NAME —LLSSON cee iti eee SLE Fer 
SMITH, J. Sa 100% 20/20 PART:WHOLE 

ANALOGIES 

4 - DELETE ALL STUDENTS 

If you want to clear all of your records, use this option. 

5 - DELETE INDIVIDUAL STUDENTS 

A number of teachers have asked for this option. This 
is most valuable when several teachers are using the 
same disk. This allows you to print the records of just 
a few of your students and then erase only those selected 
records irom the- file. |e procedure is te sane as 
see some students.” 

3 - RUN LESSONS 

See pages 3-6 for an explanation of how to Run Lessons. 

4 - CATALOG DISK 

This file tiolds the list of all Jessons. on ithe disky This 
can also. be accessed by typing. a ¢ when the "Type the 
name of the lesson you will be working on" appears. 

5 - TURN SOUND ON/OFF 

SOUND IS<OFF> 

DO YOU WANT: 

1 - SOUND ON 

Z - SOUND OFF 

WHICH? 

After making “your selection, ‘you--will be = returned to 
the Main MENU. 
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CODES FOR ENTERING HINTS/EXPLANATIONS 

Type this code to produce this clue: 

*a The second pair of words must. 

be related to each other in 
the same way as the first 
pair of words. 

Xb When you read an analogy, 
's' stands for 'is to" and 

‘ee! stands for ‘as’. 

2G To be synonyms, the words must 
mean the same thing. 

¥d This is a synonym analogy. 
You need to find a word that 

means about the same as 

*¢ This is an antonym analogy. 
You need to find a word that 
means the opposite of 

¥f This is an object:group 
analogy. You must find a 
word that names the group 

*p This is an object:group 
analogy. You must find a 
word that belongs to the group 

*h This is a part:whole analogy. 
You need a word to tell what 

*j This is an object:description 
analogy. You must find a 
word to describe 

*k This is an object:use analogy. 
You must find a word to tell 
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ean 

Type this code to produce this clue: 

ad) This is an objectsuser 
analogy. You must find a 
word that names 

*m This is a cause:effect 
analogy. You must find a 
word to tell the effect caused by 

*n This is a grammar analogy. 
You need a word that 

XO To be a synonym analogy, the 

first two words must mean 
about the same thing. 

xp To be antonyms, the words must 
be opposite in meaning. 

*q To be an antonym analogy, the 
first two words must be 
Opposite in meaning. 

aT To be an object:group analogy, 
the first two words must name 
an object and the group to 
which that object belongs. 

= In an object:description 
analogy, one word in the first 
pair names an object, and the 
other word describes that 
object. 

aE In an objectzuse analogy, one 
word in the first pair names 
an object, and the other word 
tells the use of that object. 

*u In an objectzuser analogy, one 
word in the first pair names 
an object, and the other names 
a person who uses that object. 
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Type this code 

*y 

ew 

eX 

to produce this clue: 

In a parts:whole analogy, one 
of the words in the first pair 
is a part of the other word. 

In a causezeffect analogy, the 
first word in the pair causes 
the second to happen. 

In a grammar analogy, the 
first two words are related 
because of some rule of 
English language usage. 
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INSTRUCTIONAL SKILL STATEMENTS 

After the first two introductory lessons, each _ lesson 
begins with a brief review. A new type of analogy 
is then Imtroduced. Practice 1s provided on the new 
analogy and analogies previously learned. 

ANI Introduction of the concept of an analogy including 
what an analogy is and how to read it. 

AN2 Introduction to analogies continued. The student 
learns to define an analogy in terms of word 
problems which show relationships. 

AN3 The student learns to identify word pairs that 
are synonyms and identify and solve synonym 
analogies. 

AN4& The student will learn to identify antonym word 
pairs and identify and solve antonym analogies. 

AN4A_ Additional practice in solving synonym and antonym 
analogies. 

AN5 The student will learn to identify object/group 
word pairs and identify and solve object/group 
analogies. 

ANDSA Additional practice in the solution of object/ 
group analogies and analogies previously presented. 

AN6 The student will learn to identify and solve 
part/whole analogies. 

AN6A Additional practice on _ part/whole analogies 
and all analogies previously presented. 

DISK I | 

AN7 The student will learn to identify and solve 
object/description analogies. 
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AN/7A 

AN8 

AN8A 

ANS 

ANIA 

ANIO 

ANIOA 

The student will learn to identify and _ solve 
object/description analogies. 

The student will learn to identify and solve 
object/use; object/user analogies. 

Additional practice on object/use and object/user 
analogies and all analogies previously presented. 

The student will learn to identify and = solve 
cause/effect analogies. 

Additional practice on  cause/effect analogies 
and all analogies previously presented. 

The student will learn to identify and solve 
grammar analogies. 

Additional practice on grammar analogies and 
all analogies previously presented. 
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ANSWER KEYS TO PRE/POST TESTS 
ANALOGIES TUTORIAL 

Pre-Test Post-Test 
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Grades 5-8 

This two-disk program provides the student 

with a method of attack for solving analogies. 

Practice in identifying and solving analogies is 

provided. HINTS or EXPLANATIONS are 

given for incorrect responses. 

Type of analogies include—synonym:antonym, 

object:group, part:whole, object:use, object: 

user, cause:effect, object:description, and gram- 

matical usage. 

Lesson content may be modified to provide a 

continuous challenge for the student. Individual 

and class records are kept by the computer. 

©Hartley’ Courseware, Inc. 
Dimondale, MI 48821 (517)646-6458 
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