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INSTRUCTIONS FOR USING
SOUND IDEAS
ON APPLE® COMPUTERS

Machine Requirements

Sound Ideas can be used on Apple® Ile, Apple II Plus (with a 16K RAM Card),
Apple Ilc, and Apple IIGs computers equipped with a single or double disk drive, a
color or monochrome monitor, and an Echo+™ or Cricket™ speech synthesizer.

The Echo+ Speech Synthesizer

Sound Ideas requires an Echo+ speech synthesizer, made by Street Electronics
Corporation. We suggest you consult the Echo+ guide for instructions on
installation.

If you are using Sound Ideas with an Apple Ilc computer, you must substitute the
Cricket synthesizer, also made by Street Electronics, for the Echo+. Please consult
the Cricket guide for instructions on installation.

Headphones (purchased separately) may be used with Sound Ideas. The Echo+ and
Cricket have headphone jacks for 1/8" mini-plug headphones.

Starting Sound Ideas

To start Sound Ideas on an Apple computer:

1.

2.

Turn on the power switch on the video monitor.
Insert the selected Sound Ideas diskette into disk drive 1.
Turn on the Apple computer.

The system will read the diskette in the drive and will start Sound Ideas.
After a brief pause, you will see the introductory screen for Sound Ideas.

On an Apple Ile or IIc, make sure the CAPS LOCK key is down.

Apple is a registered trademark of Apple Computer, Inc.
Echo+ and Cricket are trademarks of Street Electronics Corporation. 9-91239



SOUND IDEAS
Summary of Keys and Their Functions

KEY FUNCTION
For All Packages
SPACE BAR Moves the cursor.
RETURN Enters an answer.
CONTROL/C  Terminates a lesson and displays student's
performance screen.
For Consonants & Vowels
When the title page
is displayed: 2 To skip first level of instruction.
P To view previous child's performance.
During lesson: H Repeats the name of the picture on which the cursor
is placed.
For Word Attack
When the title page
is displayed: CONTROL/T  Displays the teacher menu.
During tutorial: R Repeats the name of the picture on which the cursor
is placed.
H Repeats the name of the keyword picture.
During practice: R Repeats the name of the picture on which the cursor
is placed.
H Recalls the keyword picture and name for the letters
on which the cursor is placed.
During story: R Repeats the hidden word on which the cursor is
placed.
H Repeats the context sentence.
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PHILOSOPHY AND GOALS
OF SOUND IDEAS

THE PHILOSOPHY. There is general agreement
among educators that language mastery comes ini-
tially through the ears rather than the eyes and that be-
ginning reading is facilitated by an understanding of
the relationship between speech sounds and the
representation of those sounds in print. The Sound
Ideas program is based on the belief that the
microcomputer can serve the teacher as a tireless ally
in this teaching-learning process, providing a combi-
nation of capabilities available in no other medium.

Sound Ideas is a phonics program in software
form, designed by experienced teachers and computer
specialists. Through a unique combination of
computer-generated speech, graphics, and print, the
program provides the learner —even at the pre-literate
level — with self-paced learning experiences not possi-
ble with other instructional aids.

THE GOALS. The program has several
educational goals:

e To help develop aural discrimination and ability
to identify consonant and vowel sounds.

e To help develop consonant letter/sound
correspondences.

e To assist in the recognition of letter
combinations frequently associated with each
vowel sound.

e To provide practice in using letter/sound
correspondence as a cue in identifying unfamiliar
words.

e To provide early experiences with computer
operation and applications.

BENEFITS OF THE PROGRAM. Sound Ideas can
contribute to the quality of your teaching-learning
environment in many ways.

The learning process takes advantage of the
child’s established ability in aural comprehension.
All instructions are spoken by the computer.
Help is also provided orally.

Because the needed computer operation is

simple —requiring only three command keys—
children can work with Sound Ideas
independently, with no need for direct teacher
supervision. Alternatively, the program may be
used by two children working together or by a
small group under teacher guidance.

The practice so necessary for reinforcement of
regular classroom instruction is presented
through colorful, child-oriented graphics, in a
setting that motivates and invites participation by
the user.

The interactive format provides opportunity for
immediate error correction by the child.
Immediate evaluation of every lesson is presented
to the learner in a colorful display. Because the
microcomputer is an objective evaluator, learning
takes place in a non-scolding, non-threatening,
private setting.

For the teacher, Sound Ideas records individual
student progress.

Because the program is self-pacing, each child
can progress at a rate appropriate to her/his
development.

Classroom tests have shown that children find
Sound Ideas an enjoyable learning experience
while, at the same time, they gain familiarity
with microcomputer operations.




INTRODUCING SOUND IDEAS
TO YOUR CHILDREN

Computer Readiness

In many instances, Sound Ideas will be a child’s first
experience with the microcomputer. For this reason,
there should be a brief “readiness” program before any
“hands-ons” activity begins. For example, the children
should be allowed to examine the computer and to
learn the names of the major parts. You may even
want to have the children draw a picture of the system.

HANDLING DISKETTES. It is most important the
children learn how to properly care for and handle the
diskettes.

Here are a few important rules that can prevent
unnecessary damage to diskettes.

1. Do not touch the surface through the open slot.

2. Do not write on the outside wrapping.

3. Do not leave a diskette close to any source of
heat, such as a radiator or in a sunny window.

4. Avoid spilling liquids, such as milk or a soft
drink, on the diskette.

5. When not in use, keep the diskette in a covered
container that protects it from dust.

6. Do not put the diskette near operating electrical
equipment.

USING THE DISK DRIVE. Each child should have
a chance to insert a diskette in the disk drive, and
bring the program up on the screen. Machine
instructions are included in the program binder.

USING THE KEYBOARD. A computer keyboard
can look formidable to the inexperienced. Before a
child actually begins to use Sound Ideas, he or she
should learn about the keys that will give instructions
to the computer.

Only three keys are required for the child to operate
the Sound Ideas program: the SPACE bar, the H key,
and the RETURN key. Precious computer time can be
saved if the children are familiarized with the keys in
advance. For the first few lessons, you might want to
highlight these keys with small colored stickers.

Glossary of Computer Terms

THE VOCABULARY OF COMPUTING. Shown
below is a beginner’s glossary of terms used in the
world of computers. Introduce these words as the need
arises in discussing the computer and the Sound Ideas
program. You and your children will need to know
these words to talk about your computer. Also, these
words will initiate a technical vocabulary which, with
additions in successive years, will form an important
part of the child’s progress toward computer literacy.

Boot: The first step in starting most programs. In
many computers it is done automatically by the
program.

Cursor: A marker on the computer screen to show
you your current position. :

Diskette: A round sheet of plastic, inside a permanent
plastic sleeve. Diskettes are used for storing
information from a computer. Sometimes they
are called 'a “floppy disk(ette)” or just “disk”.

Disk Operating System (DOS): A program the

computer uses to keep track of information on a
diskette.

Hardware: Another name for the computer and all
of the things plugged into the computer (i.e.,
computer, monitor, disk drive, and printer).

Menu: A list of things a computer program can do.
Like a restaurant menu, a computer menu allows
you to easily pick which part of the program
you wish to use.

Monitor: A television-like screen used to display
information from the computer.

Prompt: A message, printed or spoken by the
computer, that tells you what the program wants
you to do.

Program: A set of instructions that tells the
computer what to do. Computer programs are
sometimes called software.

Speech Synthesizer: The part of a computer that
enables the computer to talk.



Classroom Strategies

IMPLEMENTING SOUND IDEAS. Sound Ideas
may be the first computer-based program you have
used with your children. If so, the experiences of other
teachers may be of value to you.

1. Every child using the computer should be
familiar with the proper procedures for starting
and stopping the system, handling diskettes, and
using the disk drives. Some teachers have found
it useful to test the child on these procedures
and issue a “computer license” when mastery of
the procedures has been demonstrated.

2. It will be useful to develop and discuss a set of
ground rules on the use of the computer and
software. For example:

e How much time can each person spend at the
computer?

e How will each know when time is up?

e Where will the diskettes be stored?

e Who is responsible for getting diskettes and
putting them back in the binder?

e How is progress recorded?

Be sure to select procedures that are consistent

with the regular activities in your classroom. If

children are to carry out their computer sessions

in a central lab, the classroom teacher and the

center supervisor will want to develop joint

(x procedures to discuss with the children.
3.

Have a schedule that provides time with the
computer and with the accompanying Activity
Book. Children can then check to see who is
listed in the daily schedule.

4. A wall chart and sheets of stickers are supplied
with each Sound Ideas package. The chart may
be posted in the classroom. Upon finishing each
lesson, a child receives the sticker for that lesson
and places it on the chart.

5. The specifics for planning computer involvement
by the children in a class is affected by the
availability of equipment and materials. Whether
you have the luxury of your own classroom

computer, share one that is transported from
room to room, or use some central facility, good
planning will help extend the range of
independent activities.

INSTRUCTIONAL TIPS. Sound Ideas is a tool for
the teacher. It is designed to supplement, not replace
classroom instruction. The program is most effective
when the child has been introduced to the lesson
concept prior to seeing it on the computer. The
computer lesson can then provide additional practice
and reinforcement in a high-interest setting.

In most classrooms, the child’s time on the
computer is likely to be brief. The Activity Book can
serve as a valuable adjunct to this instruction. The
Activity Book lessons are closely tied to the computer
lessons, many require the same kinds of comparisons
as in the just completed computer lesson. Because of
these similarities, the Activity Book can serve to
extend the computer lesson without extending
computer time.

Although the computer refers the child to the
Activity Book only after they have successfully
completed the computer lesson, you may also want to
work through the Activity Book lesson with children
who could not complete the computer lesson. The
Activity Book page could serve as topic for one-on-
one instruction before the child tries the computer
lesson again.

As you and the children gain experience with the
computer and the routines for effective class use, you
may want to consider adding software programs in
other subject areas.

A FINAL NOTE. Sound Ideas is designed to be fun
for the child. A “talking computer” with colorful
graphics, animated letter/characters, and stickers can
be the basis for many creative and enjoyable
classroom activities.




PROGRAM SEQUENCE AND OPERATION

Program Sequence

Sound Ideas progresses through different levels of
lesson difficulty. The earliest lessons start with simple
auditory discrimination of letter sounds. This is
followed by a gradual introduction of the letter or

letters which correspond to that sound. The most
difficult task requires that the child apply his/her
knowledge of the letter-sound correspondence in a
simple decoding task.

target letter,
word, or
picture

pointer letter/character scorekeeping

comparison pictures

PROGRAM STRUCTURE. All lessons in Sound
Ideas are variations of the format shown here. In each
consonant or vowel lesson, the computer’s voice asks
the child to make a comparison between a target item
and three pictures. Depending on the level of
difficulty, the target item may be a picture, a picture
with a letter, a letter, or a word. There are four basic
formats used in Sound Ideas.

LEVEL 1. At the earliest level, the child is shown a
target picture and must identify which of the
comparison picture names has the same beginning
sound as the target picture name. For this level, no
reference is made to the letter(s) that might make that
sound. The target in this example is a picture of a
mountain and the three pictures are pail, mouse (the
correct answer), and pig.




LEVEL 2. This level also uses a picture target, but
only as a reference. The child’s primary task is to find
the comparison picture whose name begins with the
sound for a target letter. In the example, the correct
picture is that of a mountain. A small image of the
target letter replaces the pointing finger as the cursor.
In some of the Level 2 lessons, the word form is shown
(e.g., mountain, pail, and lock would be printed under
the picture after they were picked) as part of the
reinforcement message.

a
L

N

LEVEL 3. Now the picture reference is removed,
and the child must make the comparison solely on the
basis of the letter or letters. If extra help is needed, a
target picture can be briefly recalled to aid the child in
making their choice. This help feature is more fully
described in the section describing the extra help key.
In Vowels, the target is a word containing the vowel
and its pictorial representation. As in Consonants, the
child must find the comparison picture that has the

(n same vowel sound.

LEVEL 4. The letter is now placed within the

context of a word and the student is encouraged to use
‘ the letter as a cue in matching the target word with its
picture. Comparison pictures are selected to insure
that the correct choice can be made solely on the basis
of the target letter. In this example, only walrus begins
with the appropriate initial sound.

walrus
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CONSONANT REVIEW. Sound Ideas: Consonants
finishes with a lesson reviewing all of the consonants
sounds. The review tests the child’s ability to combine
the consonant sound with a phonogram. In this
example they move the ap phonogram to the box
containing the letter m to construct the picture name
map. This task serves as a natural bridge to the vowel
sounds introduced in Sound Ideas: Vowels.

CONSONANTS

i th
4 ﬁ v sh
d 1 ch
o 3 r
= j
I f
m s n
2 t b
P c/k
1
1 1
T 1 ] L T A
1 2 3 4 5 6 7

DISK NUMBER

Each lesson begins with a brief tutorial to introduce
the child to the concept. Progression through levels is
gradual. As the chart shows, the first three diskettes of
Sound Ideas: Consonants use Levels 1 and 2 formats.
Diskette 4 uses Levels 2 and 3. Starting on diskettes 5
and 6, only Levels 3 and 4 are used. The blends sh, th,
and ch on diskette 7 use only Level 4.

Vowels, by their very nature, require a slightly
different approach. In Sound Ideas: Vowels, the
vowel sounds for a, e, i, and o are contained on
diskettes 1 through 4. Each of these diskettes teach the
short vowel sound in one lesson, the long vowel sound
in a second lesson, and review both vowel sounds in a
third lesson.

The short and long vowel lessons use Levels 3 and
4. Rather than using a single letter as the target in
Level 3, these lessons use a picture and the picture’s
name, e.g., a picture of a cage with the word cage
underneath. The task remains the same, to match a

VOWELS
41 a é i 0 u
a e 1 0
o 3
>
m
4 —
2
1
1 1 1 1 1
| | § T | § LB
1 2 3 4 5

DISK NUMBER

comparison picture sound to the target vowel sound.
The incorrect choices will always have different
vowels, never the different form of the same vowel;
the incorrect choices for cage would never be words
with a short @ sound. Level 4 presentations are the
same as those used in Sound Ideas: Consonants.

After the short and long vowel lessons have been
mastered, the child is given the opportunity to review
both sounds. The review lesson uses a Level 4 format.
Unlike the short and long lessons, the review lesson
always contain a short and long vowel alternative
among the choices. For example, the child might be
shown the target word cage. The comparison pictures
might include a cage (the correct choice) a calf (short
a alternative) and a cot.

Diskette 5 contains one lesson contrasting the ii and
u sounds in a level 4 format. Also on this diskette is
a brief lesson on y as both a consonant and a vowel
sound.

™



Program Operation

LESSON SELECTION. After a diskette has been
booted, the title screen appears, followed by the menu
from which lesson selection is made. In the menu,
each lesson on the diskette is represented by an
animated letter. The training and review lessons are
represented by the “Master of Ceremonies” image.

This is how the menu for the diskette containing the
letters s, t, and p would appear. Pressing the SPACE
bar moves the cursor between the letters. When the
cursor is at the desired letter, pressing the RETURN
key loads that lesson. The lesson begins at the lowest
level for the selected letter. If that level had been
successfully completed in a previous session, it can be
skipped by typing 2 when the title screen first appears.

COMPLETING A LESSON. The child selects
pictures by moving the cursor from box to box. The
cursor moves to the next box by pressing the SPACE
bar. When the cursor is on the child’s choice of
answers, the RETURN Kkey is pressed. The choice may
be changed before RETURN is pressed.

GETTING EXTRA HELP. A child may get help by
pressing the H key. At Levels 1 and 2 this causes the
computer’s voice to say the name of the picture (either
target or comparison) at which the cursor is pointing.
At Level 3, pressing H when the cursor is on the target
letter will show a picture whose name begins with the
target letter. For example, on the letter m, the
computer responds to H by showing a picture of a

mountain and saying “Mountain begins with the
sound for the letter m.” At Level 4, the child is
supposed to read the target word and, for this reason,
the H key will not read the target word in Level 4.

THE TRAINING UNIT. To assist in the learning of
these keys, a child’s guide for the completion of
computer lessons appears at the beginning of the first
diskette in Sound Ideas: Consonants. This training
unit slowly takes the child through each of the keys
and how they are used in the lesson. If the child
forgets how to use a key, a spoken prompt reminds
him or her. When the training session is completed,
the child is automatically introduced to the first
lesson, m. During the m lesson, the spoken prompts
are still maintained to insure complete understanding
of the key functions. The prompts are removed in the
remainder of the lessons in Sound Ideas.

MOVING FROM LEVEL TO LEVEL. The
program closely monitors the child’s performance to
insure that they are not presented with the next level
of the task before they have mastered the current level.
For each level the child is given five sets of
target/comparison items. If he or she answers at least
four correctly, the program automatically moves them
to the next lesson level. If they finish the lesson
successfully, the computer will refer them to the
appropriate page in the activity book.

If they answer fewer than four correctly, they are
given a brief tutorial and then five more
target/comparison items are shown. If they still fail to
answer at least four correctly they are given another
tutorial sequence and one more set of five items. If
they have not met the criteria of four out of five on
the third set, the program will tell them to see their
teacher for more help.

The teacher can stop the lesson at any time by
pressing CTRL/C. (Hold down the CONTROL key
and simultaneously press the C key.) When stopped in
this way, the program immediately stores and then
displays the child’s performance up to that point.

The Consonant Review, Diskette 7, varies slightly
from the standard consonant progression. The intent
of the Consonant Review is to test each of the 20
consonant sounds and blends. Each sound is presented
once. Any consonant sounds that were missed are
presented again in a second cycle. If they are missed
again, they are repeated in a third cycle. This
progression continues until all of the consonant
sounds have been answered correctly.



Performance Monitoring

FOR THE CHILD. The child can follow his or her
performance during each activity. The score is shown
by a variety of non-numerical images: accumulating
balloons, juggling balls, and so on.

FOR THE TEACHER. When the child finishes a
lesson, the program will not allow them to continue
until the teacher has looked at their performance
report. Any key the child presses will cause the
computer to repeat the Activity Book assignment. To
obtain a performance report at session’s end, type
CTRL/C. The reports will be similar to the ones
shown below.

STUDENT PERFORMANCE
Sound: V
Sets

1st 2nd
2 5 Yes
1 3 No

Master

This report is for the letter v. It presents the
number of correct answers for each set of five
presentations. From this report you could see that the
child mastered Level 3 after two sets, getting two
correct in the first set and five in the second. The child
failed to master Level 4, getting one, three, and three
correct in the first second and third sets.

STUDENT PERFORMANCE
SOUND: THE BLENDS
SOUND SETS MASTER

TH 1
SH
CH

When only Level 4 is used, as in the th/sh/ch lesson
and the vowel review lessons, performance is shown
separately for each blend or vowel sound. In this
example, the child passed th after one set, sh after
two, and ch after three.

STUDENT REVIEW
SETS ' MASTER

LONG A P Yes
SHORT A 1 Yes

In the vowel review lesson, performance would be
shown separately for the long and short vowel forms.
In this example, the child passed the short a after one
set of five and the long a after two sets.

REVIEW STUDENT PERFORMANCE
SND ATT SND ATT SND ATT SND ATT

For the Consonant Review, each of the 20
consonant sounds is displayed. Beside each is the
number of times the student attempted (ATT) the
sound prior to mastery. An asterisk beside the letter
indicates that the child had not mastered that lesson
before the session was completed. In this example, b
and j had not yet been mastered (with three attempts)
when the lesson was halted.

The teacher has the option of printing these reports
before clearing the screen. The program will not
present another lesson until the CTRL/C report
sequence is done. The Sound Ideas program always

_records the most recently completed lesson results on

the diskette. If the teacher was unable to record the
prior student’s results, it can be recalled by pressing P
when the title screen is displayed.

Only one lesson is saved in this manner and each
new lesson will displace the prior results on the
diskette.




ACTIVITY BOOKS OVERVIEW

The Activity Books are an important part of the
Sound Ideas program. They are correlated with the
computer program. The Activity Books provide
transfer of phonics principles developed by the
software to an environment of books and print, not
unlike the materials children use in their regular
reading program.

There are several features of the Activity Books
that the teacher will find useful.

o Integration with software: The activity lessons
are introduced by the software lessons. As each
child successfully completes a computer activity,
the computer will provide spoken reference to a
specific page of the Activity Book. Among the
illustrations on that page will be a rendering of
one of the computer images as one of the correct
choices.

e Perforated pages: The teacher may choose to
have the children share their work with parents,
establishing an important link in a home/school
partnership.

e Circle the correct answers: Each of the activities
are completed by the same procedure of circling
the correct answer(s). All confusion as to what a
child is supposed to do is eliminated, and the
focus can be directly on the task.

Left-to-Right, Top-to-Bottom: Activities are
presented in a setting that promotes the Left-to-
Right, Top-to-Bottom approach so important in
learning to read.

Letter formation: Throughout the program,
children will find an appropriate model for the
formation of upper and lower case letters. All
letters reflect the shapes and sizes found in the
handwriting programs for young children.

Progress record: The inside back cover offers an
interesting record-keeping system. The teacher
will be able to see at a glance how far each child
has progressed. Each child will have a handy
reminder of what he or she has completed and
where to begin the next computer lesson.

Black line masters: A set of black line masters
are included in the Teacher’s Edition of the
Activity Book. Permission is granted for these to
be reproduced. Some extend the phonic
principles, while others provide for new
experiences in other reading skills and activities.

Letter to parents: Among the black line masters
at the back of this Teachers’ Edition, you will
find a letter you may wish to distribute to
parents to describe this new computer software
program to them.




ACTIVITY BOOK FOR
" INITIAL CONSONANTS

THE INSTRUCTIONAL CYCLE. With the excep-
tion of the initial consonant m, the first to be
presented, the Sound Ideas software program in-
troduces the initial consonants in groups of three.

The Activity Book uses the same grouping of con-
sonants. Each set of three consonants is organized into
an instructional cycle of ten pages.

The first page always introduces an initial con-
sonant.

Each initial consonant is introduced by a large
illustration of the key word that begins with the sound
of the initial consonant.

Eight smaller illustrations are arranged around this
large illustration. The first of these is always one of
the illustrations from the software program. A dashed
line encircles the computer illustration as a sample of
what is expected of the learner.

Task of the learner: to circle each small illustration
whose name begins with the same sound as the name
of the large illustration.

In the upper left corner, the initial consonant is
printed in upper and lower case forms. The name of
the picture is printed in manuscript form at the bottom
e ook o et i e g b, T f e cund v e i, i he @ of the large illustration.

small pictures that begin with the ame wund as scesow.  (Disk 2:5)

The second page always provides practice with the
consonant.

At the top of the page, a drawing of a listener alerts
the learner that this page is a listening/sound-alike
activity.

A reduced copy of the large illustration is used to
remind the learner of the sound of the initial
consonant.

Task of the learner: to circle all of the illustrations
on this page whose names begin with the same sound
as the name of the reduced illustration at the top of the
page. :

The same format is used with the additional two
consonants in each group:

The third page always introduces the second
consonant.

The fourth page always provides practice with the
second consonant.

Copyright - 1988 Houghion Mifflin Company
Al rights reserved.

The fifth page always introduces the third consonant.

The sixth page always provides practice with the third
consonant.

@ QRSCTs Look b o the . i the e i s e e e same The Teacher’s Edition pages continue after the sample
Activity Book.




The seventh page of the instructional cycle always
reinforces the visual forms of the three consonants
that have been introduced in each group.

The activity on this page as a looking/seeking
experience is signaled to the learner in picture form.

The consonants in the group appear in upper and
lower case forms in the left margin. Other consonant
forms appear in each row.

Task of the learner: to circle the letter form in each
row that looks exactly the same as the initial
consonant in the left margin.

v || W,
VI IN| O

X @]

7]
(7]

-~ 0| A <|W”

pld|p|b|g

oemECTIONS: Look at the letter in the first box. Circle the letter that is the same as the first letter in @
the row.  (Disk 25, T, P)

The eighth page is essentially the same as the
previous page, but on this page, each. of the
consonants in the group are presented in the left
margin as the first letter in a word form. Other word

o~ forms appear in each row.
. A : i i
suit llsevenl suit )| seal |truck Task of the learner: to circle the word forxtns in each
o/ row that look exactly the same as the word in the left
margin.

turtle | team | bell |table |turtle

pig | pie | pig | girl | pear

Sun || Run | Son | Sun | Stop

Pie | Pig | Pin | Tip | Pie

Copyrighs © 1988 Moagheon Mifftn Compeny.

Al righes reverved.

Tiger || Tiger |Rider | Trip | Tire
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Copyrigh © 1836 Houghion Mifflin Company.
AD rights reserved.

A& B B | A

EE

DMECTIONS: Look at the picture in the first bo. Circle the picture that begins with the same sound
as the first picture in the row.  (Disk 255, T, P)

Capight © 1885 Houghuon Miffin Company

Al righs reserved.

o
b
i
wl B
o
G
=z

W

DIRECTIONS: Look at the letter in the box. Circle the picture whose name begins with that @
leter.  (Disk 6:W, V, L)

T12

The ninth page is designed as a review for the three
consonants that have been introduced in this group.
These reviews are presented in two levels of difficulty.

In the beginning of the Activity Book, each row is
introduced with an illustration whose name begins
with one of the three consonants in the group.

Task of the learner: to circle the illustration in each
row whose name begins with the same sound as the
illustration in the left margin.

As competencies develop, this review activity is
changed. Instead of illustrations in the left margin,
each row is introduced with a letter form representing
each of the consonants.

Task of the learner: to circle the illustration in each
row whose name begins with the same sound as the
letter in the left margin.

The tenth page is a review activity whose purpose
is to present these familiar sounds and pictures in a
meaningful context.

This review page contains a large illustration of a
familiar scene. The name for each six smaller
illustrations on the page begins with a consonant
studied in the preceding lessons. The small illustrated
items also appear within the large picture but may be
in different positions and partly obscured by other
persons or objects.

Task of the learner: to locate each of the smaller
illustrations within the large illustration, and to draw
a circle around each of them.

3



ACTIVITY BOOK FOR
LONG AND SHORT VOWELS

THE INSTRUCTIONAL CYCLE. The long and
short forms of each vowel are presented together on
each disk of the Sound Ideas software program.
Vowels are presented in exactly the same order in the
Activity Book, using an instructional sequences of
eight pages.

The first page always introduces the short vowel
form.

The short vowel is introduced using a large
illustration of a key word containing the short vowel
form (e.g. fan, bell, and dish). The page format and
task are identical to those used to introduce consonant
sounds (see example on page T-10).

The second page always provides practice with the
short vowel.

Using the same format and task employed in the
consonants (see example on page T-10), the learner

cape

=\

stump | gate

lamp

omecmons: Circle the picture in each row whose name thymes with the name of the first picture. @
(Disk 1: short a)

must circle all of the illustrations whose names have
the same sound of the short vowel as the name of the
reduced illustration at the top of the page.

The third page always introduces the long vowel
form.

Form and content are similar to that used to
introduce the short vowel form. The key illustration is
now always one-syllable words whose long vowel
sounds conform with the two-vowel of final -e rule.

The fourth page always provides practice with the
long vowel. 4

The form is similar to that used with the short
vowel form. The illustration at the top of the page is
a reduced copy of the key image from the previous
page.

The fifth and sixth page are always a review of
rhyming words with short and long vowel sounds
respectively.

At the beginning of each row, there is a word and
illustration whose name has the short/long vowel
sound being reviewed.

Task of the learner: to circle the illustration and
word in each row that rhymes with the first picture.

T13




DIRECTIONS:
(Disk 2: sho:

w: Say each word. Circle the small picture whose name has the same sound of e. @

rt & long ¢

T14

The seventh page is always a review of both the
long and short vowel forms.

At the top of the page, there are reduced copies of
the large illustrations that introduced both the long
and the short vowel forms.

Each illustration on the page includes an
illustration, the word form, and small illustrations of
the key words.

Task of the learner: if the name of the illustration
has the sound of the long vowel, the learner is to circle
the small illustration whose name contains the long
vowel sound. If the name of the illustration has the
sound of the short vowel, the learner will circle the
small illustration whose name contains the short vowel
sound.

The eighth page always presents a review activity
within a large illustration.

This activity is the same format as the consonant
review activity.

Task of the learner: (a) to circle those items in the
large illustration that appear in the small illustrations
below. As with the consonant review page, some of
the illustrations may be partially obscured or shown in
other positions; (b) to complete the part of the large
illustration whose outline is represented by a series of
dots, beginning with number 1.

)
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- Dear Parent,

The computer will profoundly influence each child now in this school.
Because of the powerful, but relatively inexpensive microcomputer,
children can benefit from computer-based education at an early age.
Today’s parents are sure to see microcomputers play an ever increasing
part in what and how their children learn. It is this school’s responsibility
to assure that its pupils are educated for life in the computer era and that
sound learning principles guide the use of the computer in their education.

Knowing your concern with your child’s schooling, we think you will be
interested in a recent addition to the materials we use in beginning reading
instruction. It is a computer-based phonics program, totally new in form
and content created by a team of reading and computer education
specialists. The program, entitled Sound Ideas, includes both software for
the computer and pupil activity books. Perhaps the most exciting
dimension of Sound Ideas is the use of computer-generated speech. While
operating the computer, your child hears the voice of a teacher giving
instructions and help during each step in the learning experience.

Sound Ideas, we believe, will serve a significant role in our school’s early
reading curriculum. Its unique use of speech, innovative graphics, and
correlated activity books augments teacher instruction and the basic
textbook. Classroom trials show that the program can motivate the young
reader to apply and extend his or her skills. Additionally, by using the
simple-to-operate computer software, each child obtains early computing
experiences, an important beginning on the road to computer literacy.

Your child will be bringing home completed Sound Ideas activity pages.
You will also be hearing more and more computer language being spoken
by your child. We hope you will share and encourage your child’s
enthusiasm about computing.

This letter may have aroused your curiosity about this new reading

software. If you would like to see it in action, please call me. We’d be
delighted to have you visit the classroom when it’s in use.

Sincerely,




FOLLOW THE ALPHABET

A-B-C-D-E-F-G-H-I-J-K-L-M-N-O-P-Q-R-S-T-U-V
W-X-Y-Z

T16

DIRECTIONS: Follow the letters of the alphabet to make a picture.

)

)

ed.

from Houghton Mifflin.

roduced without permission

Copyright © 1986 Houghton Mifflin Company. All rights reserv:

This page may be rep

J



P

i

\

7

O | N,

HIDDEN WORDS

hl ol el c

fix|d o|g

P e e e T

, |

7
\
TN

(
\

T o e e — ———— ] ————— —— s - ——

hilu/m|/b m

S

I

el h|n| e]ls

r
I

£
g
; 2




HIDDEN WORDS

e

m | S

S

h

i

I

\
)
/

~N

e | e

glcla

b

/7
N

/
\

g|oOo | a

Z|l hl|o

T18



~

This page may be reproduced without permission from Houghton Mifflin.

Copyright © 1986 Houghton Mifflin Company. All rights reserved.

~

FIND A RHYMING WORD

DIRECTIONS: Find the words that rhyme.

Draw a line between each.

T19




FIND A RHYMING WORD
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DIRECTIONS: Find the words that rhyme. Draw a line between each.
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DIRECTIONS: Follow the letters of the alphabet to make a picture.
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DIRECTIONS: Look at the picture in the large box. Think of the sound monkey begins with. Circle the @
small pictures that begin with the same sound as monkey. (Disk 1<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>