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We hope you and your child spend many happy hours with The Playroom. 

As you’ ll find, it’s a delightful, child-sized world that’s filled with games, 

toys, surprises... and learning experiences. Every game, toy, and surprise 

has something interesting to teach your child. 

Young children are, as every parent knows, infinitely curious by nature. 

They love to explore. That’s how they learn new things, and they love to 

learn. 

The Playroom is designed to encourage this natural curiosity and reward it 

with fascinating new discoveries. As children play in The Playroom, they 

automatically begin to learn about letters, numbers, and time. But they're 

learning more than basic math and reading concepts, they’re also learning 

about computers and exercising their thinking skills. 

More than just a learning program, The Playroom is also a cheerful, 

tireless playmate for your child. A playmate who’s always willing to play 

the same game a dozen times in a row, who never gets bored, for example, 

at repeating the same words over and over, as often as your child desires. 

A playmate who is never busy, tired, or under the weather. 

The entire Playroom development team has worked (and played) to make 

The Playroom the kind of program we want for our own children and 

those of our friends. But we’d love to get your reactions, too. So please 

feel free to drop us a line and tell us what you and your child think. © 

Signed, 

The Broderbund Team 



Using this Guide 

The Playroom Program Guide is both a guide to using The Playroom 

program and a resource for additional activities to encourage your child’s 

desire to learn. Each section contains specific information of interest. If 

you are familiar and comfortable with computers, the Quick Start section 

may be all you need to start using The Playroom. If you prefer a more 

in-depth explanation, the Getting Started section contains step-by-step 

instructions for starting The Playroom and for installing it on a hard disk. 

The Menu Options section explains how to customize The Playroom for 

your specific needs. The Playing the Games section offers specific infor- 

mation on each game in the Playroom. The Learning List explains which 

skills are emphasized in The Playroom activities. The Playroom Activities 

section provides additional activities that you and your child can share in 

conjunction with The Playroom. 



QUICK START 
If your child will be handling The Playroom program disks, we recom- 

mend you spend time explaining the proper way to hold, insert, and 

remove disks, stressing the importance of being careful with the disks. 

Each disk has a label with a picture and a letter. The Playroom will prompt 

for the correct disk with both the letter and the picture. You may want to 

practice the correct procedures together the first few times your child uses 

The Playroom. 

Also, please be sure to remove the Velcro tab from the Dakin® “Pepper 

Mouse” before letting your child play with it. 

APPLE Il 

Put The Playroom Disk A into your disk drive, close the drive door, and 

then turn on your computer and monitor. 

IBM/TANDY & COMPATIBLES 

Start up your computer with a DOS disk. At the A> prompt, put The 

Playroom Disk A into your disk drive; then close the drive door and type 

PLAYROOM and press Enter. (See “Getting Started” for special 

‘instructions if you have a Hercules, EGA, or VGA card, or are using 

the Tandy 1000). 

MACINTOSH 

Put The Playroom Disk A into your disk drive and turn on your computer 

and monitor. 

Getting Around 

Press any key or mouse/joystick button to begin. Move the cursor to an 

object on the screen that interests you and choose it. 



* Mouse or joystick — Use your mouse or joystick to move the cursor and 

press the button to choose. : 

¢ Keyboard only — Use the arrow keys to move the cursor and 

Enter/Return to make a selection. Use the Esc key to go back to the 

Playroom screen from one of the toys in the playroom. In the Computer 

and Spinner Toy game, use the Spacebar key to wake up Pepper, the 

sleeping mouse. 

For help, use “Shift—?” (Apple), “#8” (Macintosh), or 

F1 UBM or Compatibles). 



GETTING STARTED 
Apple 
1. Insert The Playroom Disk A into your disk drive and close the drive 

door. It is advisable to create backup copies of your disks. See page 47 

for more information. 

2. Turn on your computer and monitor. 

3. The program will load itself into memory and wait for you to press a 

key, or the mouse or joystick button to start the game. During the game 

you will be prompted to insert another disk when necessary. Please make 

sure you wait until the red disk drive light is off before doing so. 

NOTE: You will need to briefly insert The Playroom disk A into your 

disk drive when starting the program from a hard disk. 

4. To choose an object on the screen you may use a mouse, joystick, or 

keyboard. Move the cursor to the object with the mouse, joystick, or 

arrow keys. Press the button or Return key to choose the object. 

HARD DISK INSTALLATION 

You can install The Playroom on your hard disk by following the steps 

outlined below: 

1. Insert The Playroom Disk A into a floppy drive. 

2. Use the Apple II System Utilities to create a sub-directory on your hard 

disk and name it Playroom. 

3. Now use the System Utilities to copy all of the files except ProDOS on 

Disk A to the Playroom sub-directory on your hard disk. 

4. Remove the Disk A, turn it over and reinsert it with side B up in your 



floppy drive and repeat the process. Continue this with Disk C and side D. 

If you are uncertain how to use the System Utilities please see your Apple 

It Utilities Guide. 

SPECIAL KEYS FOR APPLE COMPUTERS 
Arrow Keys Move the cursor 

Return Selects object pointed to by cursor 

Spacebar Wakes up (or puts to sleep) Pepper Mouse, activates 

surprise time 

Escape From Game screen, takes player back to the Playroom 

screen 

Tab Moves the cursor to the Game Control Panel 

Shift —? Brings up menu screen with Help, Sound, Levels, and 

Printer options 

Control-P Brings up printer dialog box if printing is enabled 

Letters (Aa-Zz) Choose a letter 

Control-S Toggles sound on/off 

Control-Q Quits 

IBM, TANDY & Compatibles 

1. Start up your computer using your DOS disk. It is advisable to create 

backup copies of your disks. See page 46 for more information. 

2. When you see the A> prompt, remove the DOS disk and replace it with 

The Playroom Disk A, label side up. 

3. Type PLAYROOM and press Enter. 

NOTE: A. PLAYROOM SETUP. The first time you use The Playroom, 

the program will go through a setup procedure to determine the type of 

computer and monitor you are using. If you ever want to change the 

setup, type PLAYROOM SETUP and answer the questions. The Play- 

ih 
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room will always start up with the last setup you have designated. 

B. PLAYROOM STARTUP. Every fifth time you boot up The Play- 

room, you will be asked a question, which must be answered correctly 

before you can proceed. For details, see the back cover of this Program | 

Guide. 

4. The program will load itself into memory and wait for you to press a 

key, or the mouse or joystick button to start the game. During the game 

you will be prompted to insert another disk when necessary. Please make 

sure you wait until the red disk drive light is off before doing so. 

5. To choose an object on the screen move the cursor to the object with 

the mouse, joystick, or arrow keys. Press the button or Enter key to 

choose the object. 

HARD DISK INSTALLATION 

You can install The Playroom on your hard disk by following the steps 

outlined below: 

1. Set your current drive and directory to the location where you want to 

install The Playroom program (for example, C:\PLAYROOM). If you 

need more information on creating and using directories, please consult 

your DOS manual. 

2. Insert The Playroom Disk A into drive A and close the drive door. 

Type COPY A:*.* and then press Enter. This will copy all the files from 

The Playroom Disk A onto your hard disk. Repeat this process for the 

remaining Playroom disks. 

SPECIAL KEYS FOR IBM/TANDY & COMPATIBLES | 

Arrow Keys Moves the cursor 

Enter/ Selects object pointed to by cursor 

Spacebar Wakes up (or puts to sleep) Pepper Mouse, activates | 

surprise time 

Escape From the Game screen, takes player back to the 



Playroom screen 

Tab Moves the cursor to the Game Control Panel 

Fl Brings up menu screen with Help, Sound, Levels, and 

Printer options 

Alt-P Brings up printer dialog box if printing is enabled 

Letters (Aa-Zz) Choose a letter 

Control-S Toggles sound on/off 

Control-Q Quits 

Macintosh 

1. Insert The Playroom Disk A into your disk drive and start up your 

computer. It is advisable to create backup copies of your disks. See page 

46 for more information. 

2. The program will load itself into memory and wait for you to press the 

mouse button to start the game. 

NOTE: PLAYROOM STARTUP. Every fifth time you boot up The 

Playroom, you will be asked a question, which must be answered correctly 

before you can proceed. For details, see the back cover of this Program 

Guide. 

3. Point the cursor to any object on the screen and press the mouse 

button to choose it. During the game you will be prompted to insert 

The Playroom Disk B. 

HARD DISK INSTALLATION , 

You can install The Playroom on your hard disk by following the steps 

outlined below: 

1. Create a new folder for The Playroom where you want to install the 

program. If you need more information on creating a folder, please 

consult your Macintosh Owner’s Guide. 



2. Insert The Playroom Disk A and open the disk by double-clicking its 

icon. Drag everything except the System and the ImageWriter icons to the 

new Playroom folder. 

3. Insert The Playroom Disk B and open the disk by double-clicking its 

icon. Drag everything to the new Playroom folder. 

SPECIAL KEYS FOR MACINTOSH 

The following are the only keyboard controls on the Macintosh. 

dé— Spacebar Brings up and puts away the menu bar with various 

options. 

de— P Brings up the printer dialog if printing is enabled 

a— Q Quits the program 

a— ? Help 

Letters (Aa-Zz) Choose a letter 

NOTE: We recommend that you do not run MultiFinder while your child 

is using The Playroom; it may give your child access to other applications 

or data files which might get deleted or changed by mistake. To see if 

MultiFinder is enabled, select Set Startup from the Special Menu on your 

Macintosh’s Desktop. Make sure that the Finder is selected and not 

MultiFinder. 

INITs or other memory resident programs may interfere with The 

Playroom. If you plan to use The Playroom's printing capabilities on a 

hard drive, be sure to select the correct printer from the Chooser before 

you start The Playroom. 



MENU OPTIONS 
HELP, SOUND, GAME LEVELS, AND PRINTING 

IBM and Apple 

Menu options let you customize The Playroom. You can choose the 

specific menu item you wish by either highlighting it with the mouse or 

joystick, or by using the arrow keys and the Enter/Return key. 

Return to Game - returns you to your current activity in The Playroom. 

How to Play - shows game instructions. 

ABC Book Game Case Control - lets you choose either uppercase or 

lowercase letters. 

Computer Keyboard Level - lets you set how many keys are shown 

when you are spelling. 

Spinner Counting Level - lets you set the maximum number on the 

Spinner dial. 

Keyboard/Joystick/Mouse - lets you decide how you will interact with 

The Playroom. The Playroom is compatible with the Adaptive Firmware 

Card™ for the Apple and the PC Serial A.I.D. device for the IBM with 

640K memory. Selecting Keyboard will allow you to use these devices. 

For more information, see the manual included with each device. 

Sound - sound may be turned on or off. 

Printer - printer may be enabled or disabled. 



Select Printer - Brings up the printer dialog box; from it you can choose 

your printer and printing options. If your printer is not on the list of 

supported printers, check your printer manual for its emulation modes. 

Most printers can emulate one of the printers supported by The Playroom. 

Save These Settings - saves your selections to disk. The Playroom comes 

with certain settings selected. By saving your personal settings, the next 

time you start The Playroom it will use your settings instead of the default 

settings. 

Macintosh 

Menu options let you customize The Playroom. You can choose the 

specific menu item you wish by highlighting it with the mouse. 

MENU 

About The Playroom - credits for authors and publisher. 

GAME MENU 

Quit - exit The Playroom. 

Print - lets you print if printing is enabled. 

OPTIONS MENU 

ABC Book Game Case Control - lets you chcose either uppercase or 

lowercase letters. | 

Computer Keyboard Level - lets you set how many keys are shown 

when you are spelling. 

Spinner Counting Level - lets you set the maximum number on the 

spinner dial. 

Sound - lets you turn sound on or off, and choose one of three volume 

levels. 
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Printer - printer may be enabled or disabled. The Playroom is shipped 

with the ImageWriter printer driver installed on the disk. If you wish to 

use the LaserWriter or another printer you will need to either boot with a 

System disk that contains the appropriate printer driver, or install The 

Playroom on a hard disk that contains the appropriate printer driver. 

Save These Settings - saves your selections to disk. The Playroom comes 

with certain settings selected. By saving your personal settings, the next 

time you start The Playroom it will use your settings instead of the default 

settings. 

Record Sounds - If your Macintosh cannot record sounds for The Play- 

room this menu item will be grayed out. When you select Record Sounds, 

a window appears with icons representing all Playroom objects that can 

use recorded sounds. To record, select an icon and click on Add. Another 

window will appear with the recording controls. Use the Record, Stop, 

Pause, and Play buttons until you have captured the sound you want with 

your microphone; then click on the Save button to save the sound and 

return to The Playroom. You can repeat this process for each icon. You 

can also record one sound that will be used for all of the objects by 

selecting Single Sound before recording any individual sounds. After 

recording a single sound, you can still record sounds for individual ob- 

jects. All of your recorded sounds will automatically be saved to disk 

with your Playroom program. You can also select an icon and click on 

Remove to delete a sound you have recorded. If you click on Cancel at 

any time, you will be returned to the Playroom without making any 

changes. 

Note: You need System version 6.0.7 or later to record sounds. You can 

use a Macintosh LC, IIsi or the Farallon MacRecorder. You must select 

the appropriate recording device under sound in the Control Panel. You 

may do this before starting The Playroom, or while the program is run- 

ning. 

Use Customized Sequence - After you have recorded one or more sounds 



to use in the Playroom , selecting this option will activate The Playroom to 

use your sounds instead of the original ones. When Customized Sequence 

is selected, you will see a check mark next to it; deselecting this option 

will then resume use of the original sounds. 

Radio Goldfish Look-A-Lot 

Under the Bed Pepper Mouse Dragon Single Sound 

nn, 

i. . 

HELP MENU 
How to Play - shows game instructions. 



PLAYING THE GAMES 

The Playroom 

Let your child explore The Playroom by moving the cursor around the 

room. With a mouse or joystick, your child may click on one of the 

objects. With a keyboard use arrow keys to move the cursor, and 

Enter/Return to choose. The picture below shows all the active objects. 

For example, to find a dragon, choose the curtain on the window. 

Click on the radio to hear music. Or choose the fishbowl and watch the 

fish do somersaults. These are just a few of the toys and surprises in 

The Playroom. 

Some of the objects — the clock, mousehole, ABC book, spinner toy, 

computer, and mixed-up toy — lead to a game or activity on another 

screen. From there, your child can return to The Playroom at any time by 

choosing the little door in the lower right corner (or by pressing Esc using 

the keyboard). Note: If your program is not installed on a hard disk, you 

may see a prompt to insert another disk for some of the activities. 

Clock Spinner Toy 

Mixed-up Toy JL] ABC Book 

Mousehole Computer 

IBM/Tandy screen 
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The Clock 

Choose a number on the clock 

face to see what Pepper Mouse 

is doing at that time of day. 

The clock cycles through all 

24 hours to show Pepper at 

night as well as in the daytime. 

If your child clicks on the 

middle of the clock face, a 

surprise time will appear. 
Apple screen 

The keyboard controls use the left or right arrow keys to move left or 

right, the up or down arrow keys to move counterclockwise or clock- 

wise, the Enter/Return key to make a selection, the Spacebar to activate 

the surprise time, and the Esc key to return to the Playroom. 

The Computer 
Ask your child to choose a 

letter from the computer 

keyboard. It will appear as a 

large, lowercase letter on the 

computer screen. Exploring 

the keyboard is a good way 

for children to get comfortable 

with uppercase and lowercase 

letters. When your child is 

Macintosh screen ready to spell a word, wake up 

Pepper Mouse by pressing the Spacebar key or choosing Pepper Mouse. 

Eleven gifts will appear on the screen. Choose a gift and spell its name; 

then watch what happens! Don’t be concerned if your child doesn’t know 

which letter to type. If the wrong key is struck, Pepper will help by asking 



for the correct one. 

The keyboard controls use the left and right arrow keys to move left and 

right on a single row of keys, the up and down arrow keys to move 

between rows or gifts, the letter Aa-Zz keys to select a letter, the Enter/ 

Return key to make a selection, the Spacebar key to wake up Pepper, the 

Tab key to move the Keyboard Control Panel, and the Esc key to return to 

the playroom. 

As your child learns, you can make the computer game more challenging by 

choosing a different level for the keyboard and spelling activities. Look on 

the lower right side of the keyboard to locate the Keyboard 

Control Panel. It lets you determine how much of the keyboard shows 

when your child is spelling a word. Use the Gifts Panel on the right side of 

the monitor screen to choose one of the sets of gifts. Both panels are closed 

when Pepper Mouse is asleep. 

The Mixed-Up Toy 

Experiment with the toy by 

changing each of its three body 

parts — the head, torso, and 

legs. Let your child use the 

cursor to make a choice. A new 

combination is created each 

time one of the body parts is 

selected. To change all the 

parts at once, choose the picture : 

of the toy in the upper TBIMTandy screen 

right corner of the screen. A random selection of body parts will appear. 

The keyboard controls use the left and right arrow keys to move between 

the toy and the screen icons, the up and down arrow keys to move within 

the toy and the icons, the Enter/Return key to make a selection, and the 

> 
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Esc key to return to the Playroom. 

NOTE: To make a picture of your child’s favorite mixed-up toy, choose 

the printer icon, or use the keyboard special keys (Control-P on Apple 

computers, # P on Macintosh computers, or Alt-P on IBM/Tandy 

compatible computers). 

NOTE: If the printer icon does not show, bring up the menu (type Shift-? on 

Apple computers, # Spacebar on Macintosh computers, or F1 on IBM/ 

Tandy compatible computers), then choose “Printing on”. 

The Mousehole 

The mousehole in The Play- 

room screen leads to a count- 

ing game with three different 

levels. If your child can count 

to four, choose the first level 

(left mousehole). Levels two 

and three are for children who 

can count to six and nine 

=) it. a respectively. Choose the game 
count up to 4 count up to 6 count up to 9 level you want. 

Macintosh screen 

To start, let your child decide how many will play. In the one-player game, 

your child, represented by Pepper, will play against the computer, which 

appears as arobot. The players in the two-player game are represented by 

Pepper and Look-A-Lot, the one-eyed creature who lives in The Play- 

room. 

The object of the game is to be the first one to the winner’s square at the 

end of the board. Pepper goes first in the one-player game. In the 

two-player game, the person who goes first selects either Pepper or 

Look-A-Lot. To roll the dice, choose a player or the dice shaker. When the 



three dice appear, have your child pick one with the cursor. Then the 

player automatically moves forward the number of spaces shown on the 

die. 

The white circles move the 

players forward and the black 

circles bounce the players 

back. Watch for the victory 

dance at the end of the game! 

If your child wants to start 

over or try a different game- 

board, choose the mousehole 

in the upper left corner of the 

screen. (The keyboard control 

for this is the Tab key). 

Macintosh screen 

ay : The keyboard controls use the 

left and right arrow keys to 

omen cycle through the dice and 

mousehole choices on the 

entry screen, the up and down arrow keys to cycle between the top part 

of the screen and the door, the Enter/Return key to make a selection, and 

the Esc key to return to the Playroom. At the winner’s screen any key will 

return you to the gameboard you just left. 

| 
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The ABC Book 

Encourage your child to iu 286 Hoe 

decorate the Fantasy picture inf 

the ABC Book with people, 

animals, and other objects. 

First, ask your child to select a 

letter of the alphabet. An 

object will appear, pick it up 

with the cursor and place it 

anywhere in the picture. If 

your child chooses an object 

that is already in the picture, it will move with the cursor and drop off 

when the mouse, joystick button or Enter/Return key is pressed. 

SAAARAROAON ARRRNRRRIOD ON RRREER = i ari aca EEE CRETE 
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Unicorn 

IBM/Tandy screen 

Your child can remove an object from the scene by putting it in the trash 

can. To remove all the objects from the screen, choose the garbage truck. 

When asked on the screen if you want to put the objects away, answer 

“yes”. To make a new picture appear, choose the page flap in the corner 

of the screen. Each picture has its own set of objects. 

In the ABC area at the top of the screen the keyboard controls use the 

left and right arrow keys to cycle from letter to letter within a row and 

to the controls, the up and down arrow keys to change rows, and the 

Enter/Return key to make a selection. Tab will take you to the control 

panel. In the picture area the keyboard controls use the arrow keys to 

move the cursor or object, the Enter/Return key to choose or drop an 

object, and the Esc key to return to The Playroom. 

NOTE: You can print your child’s favorite picture by selecting the 

printer icon. (For more detailed directions, see Menu Options). 

| 
S 

ow iw 
SS 



The Spinner Toy 

Your child can play with the 

Spinner Toy by choosing a 

number on the right-hand 

spinner or a picture on the 

left-hand spinner. If your child 

picks the picture of the hat 

when the right-hand spinner is 

pointing at 3, three hats will 

y | : io appear on the screen. Choose 

teple cen | : 10, and ten hats will appear. 

After you and your child have explored the Spinner Toy, wake up Pepper 

for a counting game. There are faucets, ducks, rockets, and other things to 

count. If the correct number on the spinner wheel is chosen, the objects 

will move around. Don’t be concerned if your child makes a mistake. 

Pepper will help count the objects and show which number to pick. 

The keyboard controls use the down arrow key to move clockwise, the up 

arrow key to move counterclockwise, the left and right arrow keys to 

switch between the left or right spinner, Pepper, and the exit door, the 

Enter/Return key to make a selection, the Spacebar to activate Pepper, 

the Tab key to choose the Game Control Panel, and the Esc key to return 

to The Playroom. 

Notice that when Pepper is awake, the control panel on the right side 

of the screen is open. You can decide how many objects to count by 

selecting a different level on the panel. See Getting Started to save 

settings to disk. 
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LEARNING LIST 

As children explore The Playroom, they learn about letters, numbers, and 

time. The Playroom program also teaches your child to recognize or read 

safety words that are important. The Playroom games encourage strategic 

thinking, exploration, and creativity. The following list shows which 

skills are emphasized in The Playroom activities. 

The Clock - The Clock activity helps your child learn how to tell time to 

the nearest hour. Time is represented in four ways: 

¢ as analog time (the cuckoo clock face) 

¢ as digital time (the LED display below Pepper) 

eas words 

e as the number of notes the cuckoo sings 

Your child will discover that each time happens twice a day. The position 

of the sun or moon in the window helps children learn that time on the 

clock corresponds to the progress of the day or night. 

The Computer - The computer game focuses on reading readiness, 

spelling skills, and computer keyboarding skills. It introduces your child 

to uppercase and lowercase letters, to the positions of letters on a standard 

keyboard, and to three-, four-, and five-letter words. In each set of ten 

words, the words represent every letter of the alphabet. They contain the 

beginning phonics sounds that young readers learn first. 

The Mixed-Up Toy - This toy encourages children to be playfully 

creative. It also helps to develop analytical skills. With experience, your 

child will discover how to manipulate the parts of the toy to create a 

complete drawing (such as the picture of the clown). 



The Mousehole - The Mousehole is a counting game that teaches 

mathematical skills (antroduction to addition & subtraction via counting 

forwards and backwards) as well as game strategies. At the beginning, 

children may have to count the spots on the dice, but eventually they will 

learn to recognize the dot patterns instantly. Game strategy comes with 

experience as your child learns to choose the one die that results in the 

greatest advance, even though it might show the smallest number. Your 

child will also begin to make estimates of which die will lead to the black 

circles and how best to avoid them. 

The ABC Book - The ABC Book combines creativity (arranging objects 

in a drawing) with a basic reading skill (associating a beginning letter with 

a word — A is for apple). This activity reinforces beginning sounds and 

enlarges your child’s vocabulary by using different sets of words for each 

scene. When you play this game with your child, you may have the 

opportunity to answer questions about unfamiliar objects and where they 

belong in the picture. As children play this game, they may also make up 

imaginative stories that tell what is going on in the picture. 

The Spinner Toy - The Spinner toy teaches children how to count and to 

recognize numerals 1-12. By counting many different objects, your child 

learns the concept that three means three whether it is three hats, three 

ducks, or three candles. This game also provides a structure for under- 

standing the numeral as a symbol for a number of objects. 



THE PLAYBOOK: 
More Playroom Activities 
to Enjoy with your Child 

The Playbook activities were created to help both parents and teachers 

enhance The Playroom program. As a parent, you are your child’s primary 

role model. This is a precious opportunity to become actively involved in 

your child’s development. Preschool teachers also play a key role in 

guiding children. They know that computers give young children a head 

start at a time when they are especially receptive to new ideas. 

The Playroom is easy for a young child to understand. It provides a variety 

of activities that can be used in short periods of time and it allows the 

child to control these activities. The sounds and visual effects encourage 

playfulness and imagination. Parents who tested The Playroom also tried 

out the Playbook activities that follow. They found them enjoyable and an 

enriching part of their children’s Playroom experience. 

Some activities use pictures from the Program Guide. Instead of cutting 

them out from the Program Guide, you may want to photocopy them first. 

You may also want to glue them to card stock or cardboard before cutting 

them out. 

Playbook Activities 

1. Create a Story. Have your child create a picture on one of the back- 

grounds in the ABC Book. Print out the picture. Then, ask your child to 

tell you a story about the picture while you write it down (or you may 

wish to use a tape recorder). Mount the picture and story on posterboard. 

Collect several original stories to start your child’s own personal library 

of stories. 



2. Name Train. Have your child choose objects from the settings in the 

ABC Book. Each letter in your child’s name will be represented by an 

object that begins with that letter. For example: using the Neighborhood 

setting, Chris’s train would include the Car, the Helicopter, the Radio, the 

Ice Cream Truck, and the Stop Sign. Have your child make name trains 

with another friend or sibling. Then suggest they compare their trains to 

look for objects in common. 

3. Counting Spinner Game. Make a new game with the spinner pattern 

provided in the back of this book. Ask your child to spin a number and to 

count out real objects to match the number shown on the spinner. Have a 

supply of small blocks, game chips, fish crackers, or macaroni on hand. 

They are fun to count. If you wish, give your child a small prize (stickers, 

gold stars, etc.) for correct answers. 

4. Mixed-Up Creatures. Cut out body parts from magazines and help 

your child assemble mixed-up creatures by gluing together a head, middle, 

and bottom. Have your child name each creature and tell you about it. 

Write exactly what the child tells you even if the grammar isn’t correct. 

(The idea is to encourage creativity and validate your child’s words by 

writing them down. Your child learns that words are important and that 

they have meanings. This also encourages early writing and reading 

skills). Hold your child’s finger under the words as you read back the 

story. He or she may remember the story and read along with you. 

5. Playroom Color Sheets. The coloring sheets at the back of this 

Playbook section can be photocopied for your child to color. This is a 

good way to introduce the characters in The Playroom. To improve 

hand-eye coordination, you may sometimes want to encourage your child 

to color inside the lines and to cover all of the figure. But don’t be afraid 

to let your young artist scribble, too. After all, scribbling is the way 

children start learning how to draw and write. 



6. Sound Lotto. Use the Lotto board in the Playbook section to play/a 

game with The Playroom. Choose an object on the Playroom screen that 

is shown on the lotto board and “click” the sound. Using the Lotto board, 

ask your child to locate the picture or character that makes this sound in 

The Playroom, then place a marker (a small object or piece of paper) on 

the picture. Continue until the board is filled. This game is a great way to 

practice listening skills. 

7. Outdoor Pepper Hopscotch. Children can play the hopscotch game 

in pairs as they do in the Mousehole Game. Use school-type chalk to 

draw a gameboard of ten squares on a sidewalk or pavement. On four of 

the squares, draw ovals with numbers on them. The ovals will show how 

many spaces to jump forward or backward. Have each child take a turn by 

rolling one die and moving ahead the correct number of spaces. The first 

child to reach home wins. Rule: In any turn, only the first oval landed on 

will affect a player’s position. 

8. Word Ladder Game. When your child has successfully played the 

Computer Game and knows many of the beginning sounds, play the word 

ladder game. Draw a ladder on paper. Put the base word for a three-letter 

word family (such as “‘bat”) on the bottom rung. Ask your child to think 

of other words that rhyme with bat. Climb the ladder by writing these 

words on each rung. Keep these ladders so you can review them together. 

9. Secret Words. As your child becomes interested in reading the words 

in the Computer Game and the ABC Book, try this word collection game. 

Each day ask your child to whisper a secret word to you. Write the word 

on a card to collect in the child’s special Secret Word Box. The next day 

ask your child to read the word to you. If he or she remembers it, the card 

goes in the box. If your child can’t remember the word, identify the 

beginning sound. Keep the word until your child can say it. Each day ask 

for a new secret word and write it on a card. Continue as long as it is fun, 

but don’t force it as a drill. You want your child to come to you with the 

desire to learn to read new words. 



10. Letter Matching. Make a set of uppercase and lowercase letter cards. 

Give your child 6-8 letter cards to match. Now show your child how to 

line up the capital letter and the small letter to make letter partners. 

Continue with more letter cards until your child can match the entire 

alphabet. Use the Computer Game to reinforce this skill. As the lowercase 

letter appears on the screen, the child can then match it to the uppercase 

letter on the keyboard. 

11. What’s the Number? Play a game with pasta shells (or other small 

objects) and one die. Roll the die and take that number of shells. Hide the 

shells under a dish and ask your child how many shells are under the dish. 

Continue the game, hiding the shells under different sized dishes until 

your child understands that the number of shells stays the same even when 

they are hidden from sight. Once your child understands this concept, 

extend the game to addition or subtraction by adding another die. 

12. Finger Puppets. Cut out the finger puppets included in the Playbook 

section. Use the puppets to introduce the games on the computer, placing 

each puppet on top of the monitor as you play. Have your child talk for the 

puppet by asking the puppet questions that your child can answer. 

13. Sight Words. Create flashcards using the vocabulary words and 

pictures on the playroom bulletin board (upper right corner of the screen). 

Flash the cards for your child to recognize or read. After your child 

masters this set of cards, make a new set without pictures. Later on, add 

cards using familiar objects in the environment. Start with only a few 

words at a time, such as clock, oven, phone, bed, chair, etc. Do this 

activity as long as it’s fun. Never drill or pressure your child to read. 



Select Printer - Brings up the printer dialog box; from it you can choose 

your printer and printing options. If your printer is not on the list of 

supported printers, check your printer manual for its emulation modes. 

Most printers can emulate one of the printers supported by The Playroom. 

Save These Settings - saves your selections to disk. The Playroom comes 

with certain settings selected. By saving your personal settings, the next 

time you start The Playroom it will use your settings instead of the default 

settings. 

Macintosh 

Menu options let you customize The Playroom. You can choose the 

specific menu item you wish by highlighting it with the mouse. 

MENU 

About The Playroom - credits for authors and publisher. 

GAME MENU 

Quit - exit The Playroom. 

Print - lets you print if printing is enabled. 

OPTIONS MENU 

ABC Book Game Case Control - lets you chcose either uppercase or 

lowercase letters. | 

Computer Keyboard Level - lets you set how many keys are shown 

when you are spelling. 

Spinner Counting Level - lets you set the maximum number on the 

spinner dial. 

Sound - lets you turn sound on or off, and choose one of three volume 

levels. 
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14. Night and Day. Play the Clock Game with your child and discuss 

what the mouse is doing each hour of the day and night. Talk about the 

differences between night and day. Then, using the Clock Activity pages 

in the Playbook section, review the order of events in a day. Have your 

child cut out the pictures and put them in order from left to right. Use one 

picture from a morning activity, one from an afternoon activity, and one 

from an evening activity. 

15. Secret Codes. Show your child how to use the alphabet in the ABC 

Book to spell secret messages. For example: from the neighborhood 

scene, your child might pick “C” for car, “A” for ambulance, and “T” for 

traffic light. When your child has spelled a word, he will ask you what the 

secret message is. Your answer is “CAT.” In this way you and your child 

spell words and discover each other’s secret code. 





aU
 

90
) 

SSS 



S
S
S
 

S
N
 

EA 



SSS 
= 

ove 



S
S
E
 

PS 

S
S
N
 



Sound Lotto 

This game is a great way to practice listening skills: 

Choose an object on the playroom screen that is shown on this page and 

“click” it to hear the sound it makes. 

Using the lotto board below, ask your child to locate the picture or 

character that makes that sound in The Playroom. 

Place a marker (a small object or piece of paper) on the picture. 

Continue until the board is filled. 



Matching Game 

Directions: 

1. Cut out the game pieces. 

~ Using the lotto board, have your child place each game piece on the same 

picture on the board. 

3. Your child can also use these game pieces as prizes when playing the 

Counting Spinner Game. 
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Playroom Pals 

Directions: 

1. Cut out the puppets on the dotted line. 

2. Cut out the circles at the base of the puppet. 

3. Place your finger through both holes of the puppet with the puppet 

facing away from you. 

ee ee 

= 

—_ oe <= <= = ou —eww ae == a oe 



S
S
 

S
S
T
 



Counting Spinner Game 

Use this spinner dial to play the Counting Spinner Game. 

Directions: 

1. Mount this page on posterboard or a paper plate. 

2. Cut out spinner dial and arrow. 

3. Use a brass fastener and attach the arrow to the spinner. 

Ask your child to spin a number and then count out real objects to match 

the number shown on the spinner. 

Have a supply of small blocks, game chips, or macaroni on hand — they're 

fun to count. 

If you wish, give your child a small prize (stickers, gold stars, etc.) for 

correct answers. 



Clock Activity Sheet 

Night/Day | 

1. Help Pepper start the day. 

2. Cut out the picture cards. 

3. Scramble them and then let your child put them in an order that shows 

the sequence in which the events occur. Have your child begin with 

two - three cards. Encourage your child to discuss the reasoning for 

his/her choice. . 

4. Scramble the pictures again and do the same to help organize Pepper’s day. 
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Brederbund’s Limited Ninety-Day Warranty © 

Bréderbund warrants for a period of ninety (90) days following the original retail purchase of 
this copy of The Playroom that the program is free from substantial errors or defects that will 
materially interfere with the operation of the program as described in the enclosed user 
documentation. This policy applies to the initial purchaser only. 

If you believe you have found any such error or defect in the program during the warranty period, 
call Broderbund’s Technical Support Department at 415/492-3500 between the hours of 8 a.m. and 
5 p.m. (Pacific time), Monday through Friday. Brgderbund technical personnel will attempt to help 
you correct or avoid the problem. If any such error or defect cannot be corrected or reasonably 
avoided, Bréderbund will inform you how to obtain a corrected program disk (or, at Bréderbund’s 
option, Bréderbund may authorize a refund of your purchase price). 

This warranty gives you specific legal rights, and you may also have rights which vary from state to 

state. 

Disk Replacement Policy 
If any disk supplied with this product fails within ninety (90) days of purchase for any reason other 
than accident or misuse, please return the defective disk together with a dated proof of purchase to 
Bréderbund Software-Direct, 17 Paul Drive, San Rafael, CA 94903-2101, for a free replacement. 

This policy applies to the original purchaser only. 

Brgderbund will replace program disks damaged for any reason, whether during or after the ninety 
(90) day free replacement period, for $5 per disk plus a postage and handling charge of $2.50 per 

request, as long as the program is still being manufactured by Br¢derbund. 

Limitations on Warranty 
Unauthorized representations: Brgderbund warrants only that the program will perform as de- 
scribed in the user documentation. No other advertising, description or representation, whether 
made by a Brgderbund dealer, distributor, agent or employee, shall be binding upon Brgderbund or 

shall change the terms of this warranty. 

IMPLIED WARRANTIES LIMITED: EXCEPT AS STATED ABOVE, BRO@DERBUND MAKES NO OTHER WAR- 
RANTY, EXPRESS OR IMPLIED, REGARDING THIS PRODUCT. BR@DERBUND DISCLAIMS ANY WARRANTY 
THAT THE SOFTWARE IS FIT FOR A PARTICULAR PURPOSE, AND ANY IMPLIED WARRANTY OF MER- 

CHANTABILITY SHALL BE LIMITED TO THE NINETY (90) DAY DURATION OF THIS LIMITED EXPRESS 
WARRANTY AND IS OTHERWISE EXPRESSLY AND SPECIFICALLY DISCLAIMED. SOME STATES DO NOT 
ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITATION MAY 

NOT APPLY TO YOU. 

NO CONSEQUENTIAL DAMAGES: BR@DERBUND SHALL NOT BE LIABLE FOR SPECIAL, INCIDENTAL, 

CONSEQUENTIAL OR OTHER DAMAGES, EVEN IF BRODERBUND IS ADVISED OF OR AWARE OF THE 
POSSIBILITY OF SUCH DAMAGES. THIS MEANS THAT BR@DERBUND SHALL NOT BE RESPONSIBLE OR 
LIABLE FOR LOST PROFITS OR REVENUES, OR FOR DAMAGES OR COSTS INCURRED AS A RESULT OF LOSS 
OF TIME, DATA OR USE OF THE SOFTWARE, OR FROM ANY OTHER CAUSE EXCEPT THE ACTUAL COST OF 

THE PRODUCT. IN NO EVENT SHALL BR@DERBUND’S LIABILITY EXCEED THE PURCHASE PRICE OF THIS 

PRODUCT. SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR 
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. 

You are entitled to use this product for your own use, but may not sell or transfer reproductions of the software or manual to 
other parties in any way, nor rent or lease the product to others without the prior written permission of Bréderbund. You may 
use one copy of the product on a single terminal connected to a single computer. You may not network the product or otherwise 

use it on more than one computer or computer terminal at the same time. 

For technical support on this or any other Bréderbund product call 415/492-3500. 
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IBM and Macintosh 
Backup Disk Information 
The Playroom does not have disk-based copy protection. We encourage 
you to make one backup copy of each disk. Please refer to your 
computer manual for instructions on copying disks. 
Store the original disks in a safe place and use your duplicates to play the 
game. 

PLEASE DO NOT MAKE ILLEGAL COPIES OF THls SOFTWARE 

The software you are using was produced through the fonts of many people: 

designers, artists, PL ogrammers, distributors, retailers and other dedicated workers. 

The costs of de veloping this and other software programs are recovered through 

software sales. The unauthorized duplication of personal computer software raises 

the cost to all legitimate users. 

This software 1s protected by federal copyright law. Copying software for any — 

reason other than to make a backup 1s a violation of law. Individuals who make 

unauthorized copies of software may be subject to civil and criminal penalties. — 

Broderbund Software, Inc. 

asa member of the Software Publishers Association (SPA) supports the industry s- 

effort to fight the illegal copying of personal computer software. 

Report copyright violation to: 

a SPA, 1101 Connecticut Avenue, NW, Suite 901. 

Washington, D.C. 20036 
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When you see this | 
on your Macintosh or IBM screen... 

——r 

Refer to the back of 
your Playroom manual. 

find the answer here: 
(This is the window that appears on the title screen. Correct answer is faucet.) 

In this example, the correct answer is gues . You get 3 chances to give Pepper the right answer. 

NOTE TO PARENTS: Please show your children how to play "What is Missing?" Every fifth time | 

you boot up The Playroom, you will see a screen like the one at the top of the page. We're using this 

entry procedure instead of the usual copy-protection devices. It's a "game" that children enjoy. At the 

same time, it helps Pepper remind people not to make copies of The Playroom. Not even for friends. 

Thank you for your cooperation. . 

madteed 
For more information about Broderbund and our products, write to us at: 17 Paul Drive, San Rafael, California 949030-2101 

© 1989, 1991 Braderbund Software, Inc. 
Part No. 4429912 


