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INTRODUCTION

The MUPPET WORD BOOKZ‘IM contains five entertaining letter games and
"Muppet Words," a slate-style word processor especially designed for
children. All of, the childrens' favorite Muppet characters are included:
Kermit the Frog , Scooter, Miss Piggy, Link Hogthrob, Gonzo, Bunsen,
and Beaker. The Muppets guide the children as they learn about letters,
words, and writing.

Designed especially for use with the Muppet Learning Keyéna the
MUPPET WORD BOOK helps children:

-- distinguish letters from non-letters and numbers;

-- distinguish upper- from lower-case letters;

-- recognize the lower-case partners of upper-case letters;

-- recognize the beginning consonants of words; -

-- combine word endings and beginning consonants to form words;
-- use simple word processing capabilities.

On the next page, you'll find the Muppet Kindergarten Curriculum
Correlation, which lists kindergarten teaching objectives in listening,
speaking, reading, music, art, mathematics, science, social studies, and
problem solving. Listed with the objectives are the lessons and
activities found in Sunburst's Discovery, Muppet Word Book, and
Muppetville. Teachers can use this chart to create lesson plans and
integrate work on the computer.

The MUPPET WORD BOOK is designed for use with a 64K Apple computer
and the Muppet Learning Keys, Touch Window, Mouse, or regular Apple
keyboard. The package includes one program diskette, a backup, teacher's
guide, and a set of picture cards. If you need assistance in operating
your computer, check the section of this guide entitled "Apple: Working
with Your Computer" and "What Happens If...2?". You can also call
Sunburst Communications toll-free at (800) 431-1934.



Muppet™ Kindergarten Curriculum Correlation

LANGUAGE ARTS/FINE ARTS:

Muppets On Stage Muppet Word Book Muppetville
1. Focﬁs attention on speaker without interrupting. Numbers Additional Activity 2 Statler & Waldorf
Lesson 3B Lesson 4B
2. Respond to storytelling by drawing or painting. Discovery Additional Activities 1, 2
Lesson 1B
3. Listento sounds of rhythm and rhyme. Animal’s House
-Lesson 1D
Beading:
1. Discriminate each letter of the alphabet. Discovery 1. Parking Lot
Lessons 1A, 1C, 1D | 2. Elevator
Letters Lessons 1A, 1C
Lesson 2A
2. Discriminate: 1. Parking Lot
« letters from non-letters, Lessons 1A, 1B,1C, 1D
«letters from numbers, Lessons 1B, 1D
« upper-case from lower-case. Lesson 1C
3. Matchlower-case to upper-case. Letters 2. Elevator
Lesson 2C Lessons 2A, 2B, 2C, 2D
4. Understand the direction of conventional print. 6. Muppet Words
5. Discover initial consonant sounds. Letters 3. Pigs in Space Muppet Movies
Lessons 2C, 2D Lessons 6A, 6B, 6C
6. Matchinitial letter with beginning sound. Letters 1. Parking Lot
Lesson 2C Lesson 1D
Lessons 3A, 3C
7. Match picture with beginning sound. Discovery 2. Elevator Muppet Movies
Lesson 1B Lessons 2A, 2C, 2D Lessons 6A, 6B, 6C
Letters Lessons 3C, 3D
Lessons 2C, 2D
8. Appreciate repetition, rhyme, and rhythm. 3. Pigs in Space Animal's House
Lesson 3D Lesson 1D
4. Circus
Lesson 4B
9. Acquire reading vocabulary. Discovery 3. Pigs in Space Muppet Movies
Lesson 1B Lessons 3B, 3C Lessons 6B, 6C
Lesson 6D
4. Circus
5. Muppet Labs
10. Match initial consonant with an ending. 4. Circus
Lessons 4B, 4C, 4D
11. Match endings with initial consonant. 5. Muppet Labs
Lessons 5B, 5C, 5D
12. Introduce rhyming words. 3. Pigs in Space
Lesson 3D
13. I|dentify basic parts of a book. 6. Muppet Words
Lessons 6B, 6C, 6D
14. Recognize convention in writing, spaces
between words, word order, marks on the page. 6. Muppet Words
15. Demonstrate aregard for reading as a Disgovery Additional Activity 2
pleasure activity. Lesson 1B
16. Write your name. 6. Muppet Words
Lesson6C
17. Introduce word processing. 6. Muppet Words
18. Encourage creative expression through Discovery Lessons 1A - 5A Muppef Factory
storytelling/role-playing. Lesson 1B Additional Activity 2 Lesson 3A
Animal's House
Lesson 1D

#1
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Muppet™ Kindergarten Curriculum Correlation

LANGUAGE ARTS/FINE ARTS (cont.):

|Muggets On Stage

Muppet Word Book

Muppetville

Musig:
Listen to/perform action song. Animal's House
Lessons 1A, 1B,1C, 1D
Statler & Waldorf
Lesson 4B
Speaking:
Describe a picture by telling who, what, 1. Parking Lot
and where. Lesson 1A
Art:
Recognize colors. Discovery Statler & Waldorf
Lesson 1C Lessons 4A, 4B
The Zoo
Lesson 5A
MATHEMATICS:
1. Understanding number concepts. Discovery Sam'’s School
Lesson 1C Lessons 2A, 2B, 2C, 2D
Numbers Muppet Factory
Lessons 3A, 3B Lessons 3B, 3C
2. Onetoone correspondence. Letters Sam's School
Lesson 2A Lessons 2B, 2C, 2D
Numbers Muppet Factory
Lesson 3B Lesson 3D
3. Beable to count 1-20. Numbers Sam's School
Lessons 3A, 3C, 3D Lessons 2A, 2B
Muppet Factory
Lessons 3B, 3C
4. Identifying patterns. Numbers Animal's House
Lesson 3D Lesson1D
5. Classifying objects by a common attribute. Statler & Waldorf
Lesson 4D
The Zoo

6. Learnthe basic shapes.

7. Classification of data.

8. Sortobjects by shape and color.

9. Identify alike group of objects as a set.

10. To be able to add single-digit numbers.

11. Discriminate between shapes.

1. Parking Lot
Lesson 1A

1. Parking Lot
Lesson 1A

Lessons 5B, 5C

Statler & Waldorf
Lesson 4A

The Zoo

Lessons 5A, 5B

Statler & Waldorf
Lesson 4D

Statler & Waldorf
Lesson 4D

The Zoo

Lesson 5A

The Zoo

Lessons 5A, 5B, 5D
Muppet Movies
Lesson 6D

Muppet Factory
Lessons 3B, 3C, 3D

Statler & Waldorf
Lessons 4A, 4C, 4D
Muppet Movies
Lesson 6D

#2
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Muppet™ Kindergarten Curriculum Correlation

SCIENCE:

1. Tobe able to compare shape/sound/size/color.

2. Observe the environment.

3. Classify objects by similarities/differences.

4. Toidentify zoo animals.

Muppets On Stage

Muppet Word Book Muppetville ‘

Animal's House
Lessons 1B, 1C, 1D
Statler & Waldorf
Lesson 4D

The Zoo

Lessons 5A, 5C
Muppet Movies
Lesson 6A

Muppet Movies
Lesson 6A

Statler & Waldorf
Lesson4D

Gonzo's Zoo
Lesson 5D

SOCIAL STUDIES:

1. Identify people and their occupations.

2. Identify self by name.

3. Todo an activity cooperatively in a group.

4. Tolearn about our town.

5. Tolearn safety rules for bicycles.
6. Tolearn directions.

7. Tolearn about acountry.

8. To learn about the theater.

All"C" Lessons
Additional Activity 1, 2

Additional Activity 1, 2

Lessons 1A, 2A, 3A, 4A, 5A
Additional Activity 1

6. Muppet Words

All"C" & "D" Lessons

All *C" Lessons

Additional Activity 1
Additional Activity 2
Additional Activity 2

Additional Activity 3

PROBLEM SOLVING:

1. To determine the rule to sortby.

2. Recognize that there may be more than
one correct answer.

3. Toincrease memory skills.

4. Todetermine the attributes of an object.

5. Tolearn how to sequence events.

6. To plan ahead and develop strategies.

Discovery
Lesson 1D
Letters
Lesson 2A
Numbers
Lesson 3D

Discovery
Lesson 1D
Letters
Lessons 28, 2D

Discovery
Lesson 1C

1. Parking Lot
Lesson 1A
Lesson 4A

4. Circus

Lessons 4B, 4C, 4D
5. Muppet Labs
Lessons 5B, 5C, 5D

2. Elevator
Lesson 2D

1. Parking Lot
Lesson 2B

Statler & Waldorf
Lesson 4D

Animal’s House
LessoniC
Sam'’s School
Lessons 2B, 2C

Statler & Waldorf
Lessons 4C, 4D
The Zoo
Lessons 5B, 5D

#3
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PROGRAM DESCRIPTION

Table of Contents
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MUPPET WORD BOOK: Six Activities

1. Parking Lot -- Kermit is a traffic officer who helps children
direct letters and non-letters to different parking lots. The activity
contains five different discrimination challenges.

2. Elevator -- Scooter, an elevator operator, helps children
decide which upper-case letter ("floor") to choose when a lower-case
letter ("passenger") enters his elevator.

3. Pigs in Space =-- Miss Piggy and Link Hogthrob are astronauts
who work the spaceship's controls. When children type in a letter, they
discover associated words and pictures that float by in space.

4. Circus =-- Gonzo, a circus performer, gets shot out of a cannon
in an effort to form a word. Children pick a beginning consonant (out of
three choices) to match a word ending and form a word.

5. Muppet Labs -- The scientists Bunsen and Beaker guide children
in an activityv that is the opposite of the one in "Circus." They select
a word ending to match a beginning consonant and form a word.

6. Muppet Words -- Children use this beginners' word processor to
type letters and words on their own. They can type in different colors
and call on a Muppet to erase the slate for them. In addition, they can
make printouts of their writings to take home.

The program is especially easy for children who use the Muppet
Learning Keys. To control and run the activities, children press the
letter or picture keys (arrows, GO, STOP, HELP, OOPS, ERASER, ZAP). If
they don't have the Muppet Learning Keys, the Touch Window, Mouse, and
reqular Apple keyboard also work -- with several differences that are
pointed out where appropriate in this guide.



Using the Table of Contents

After the title screen for the program, the Table of Contents
appears. Each activity corresponds to a "page" of the MUPPET WORD BOOK.
Children choose an activity by moving the highlighted box to the right
page number.

*

On the Muppet Learning Keys, they press the up and down arrow
keys to move the box. Then they press GO to start that activity.

On the Touch Window, they press a finger to the page number they
want. The activity starts when they lift their finger.

On the Mouse, they move the pointer to the page number
they want. They click the button to start that activity.

On the Apple IIe or IIc keyboard, they press the up and down
arrow keys to move the box. Then they press RETURN to start that
activity.

On the Apple II+ keyboard, they press the left arrow key to
move up and the right arrow key to move down. Then they press
RETURN to start that activity.

Ending an Activity

(—\

At any time, children can stop playing with an activity and return
to the Table of Contents for a new selection.

*

Closing

On the Muppet Learning Keys, they press the ZAP picture key.

On the Touch Window, they press a finger to the ZAP box at the
bottom of the screen.

On the Mouse, they move the pointer into the ZAP box at
the bottom of the screen and click the button.

On the Apple keyboard, they hold down the Control key and press
the E key (Control-E).

the Book.

Children choose page 7, "Closing the Book," of the Table of

Contents to end the program. They'll be asked if they want to use
another diskette. If they don't, instructions for turning off the
computer and monitor appear on the screen.



1. Parking lot
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Teaching Objectives

* To discriminate between letters and non-letters.
* To discriminate between letters and numbers.
* To discriminate between upper- and lower-case letters.

* To determine the rule to sort by.

Correlated Lessons

Precomputer:
Lesson 1A: Kermit the Traffic Officer -- p. 34
Lesson 1B: What Makes a Letter? -- p. 36
At the Computer:
Lesson 1C: Parking Lot Teams -- p. 38
Lesson 1D: Find a Word -- p. 39

Prerequisite Skill

Introduction to upper- and lower-case letters.



Parking Lot

"Parking Lot" features Kermit as a traffic officer who directs
"cars" (letters and non-letters) to different parking lots. Children
learn to distinguish the different cars (letters from non-letter shapes,
signs, symbols, or numbers; upper-case from lower-case letters) by
"parking” them in two different lots. Teachers may wish to point out the
two-story style of parking lot used in this activity. Some children may
not be familiar with how parking is often done in bigger cities. To
conserve space, cars are lifted from floor to floor, using an elevator.

PLAY. When the activity starts, Kermit stands at the juncture of
two roads leading into the different parking lots. A letter or non-
letter example is already parked in each lot. Action begins as a letter
or non-letter drives up to Kermit, who waits for the children to choose
which parking lot it belongs in. They must look at the "cars" already
parked and determine which one it looks like. When they pick its lot,
Kermit lifts his arm in that direction. Then they signal Kermit to let
the car drive into that lot and park in an empty stall.

* On the Muppet Learning Keys, they press the left or right arrows
to make Kermit raise his arm in that direction, then the GO key.

* On the Touch Window, they press a finger on the left or right
parking lot. Kermit then raises his arm in that direction.
They lift the finger from the screen to confirm their choice.

* On the Mouse, they move the pointer to the left or right
parking lot to make Kermit raise his arm in that direction. They
click the button to confirm their choice.

* On the Apple keyboard, they press the left or right arrow keys
to make Kermit raise his arm in that direction, then RETURN.

If children are correct, the letter or non-letter moves into its
stall on the first or second floor of the parking lot. If they're wrong,
Kermit shakes his head and the letter or non-letter moves off the screen
(to return for another try later). After six "cars" are parked, Kermit
congratulates the player with a jump-and-kick. Then a new round begins.

CONTENT. The program is initially set to rotate through five
different discrimination challenges (rounds) per game:

1) Upper-case letters vs. non-letters;
2) Lower-case letters vs. non-letters;
3) Upper-case letters vs. numbers (1-9);
4) Lower-case letters vs. numbers (1-9);
5) Upper-case vs. lower-case letters.
The nine non-letters of the first two challenges include:

3s ols 3 signs 3 shapes

¢ A [ H = Z kA U M
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Parking Lot

After five rounds, the game ends and a new game begins
automatically. If children miss two or more during a round, they stay at
that level for another round. If teachers wish to direct student
attention to specific challenges (for example, to focus on upper- vs.
lower-case letters only), they enter "Change Options" (see p. 29). They
can set one or any combination of challenges for their students.

HELP. Help is available to provide children with the answer if
they have trouble. When they ask for help, Kermit points to the correct
parking lot. Children press GO, RETURN, touch the correct lot, or click
the mouse button to make the current letter or non-letter drive in.

* On the Muppet Learning Keys, they press the HELP picture key.

* On the Touch Window, they touch the HELP box at the bottom of
the screen and lift their finger.

* On the Mouse, they move the pointer into the HELP box at
the bottom of the screen and click the button.

* On the Apple keyboard, they hold down the Shift key and press ?
(the question mark key).

OOPS. Children can change their minds before they confirm their
choice of parking lot. When they choose "oops," Kermit's arm comes down,
and he waits for them to pick a parking lot again.

* On the Muppet learning Keys, children press the OOPS key.

* On the Apple IIe and IIc keyboard, children press the Delete
key.

* On the Apple II+ keyboard, children hold the Control key and
press the D key (Control-D).

ERASER. Children can skip a challenge that's too hard. When they
choose to "erase" it, the letter or non-letter moves off the screen (to
return for another try later).

* On the Muppet Learning Keys, they press the ERASER picture key.

* On the Touch Window, they touch the ERASER box at the bottom of
the screen and lift their finger.

* On the Mouse, they move the pointer into the ERASER box
at the bottom of the screen and click the button.

* On the Apple keyboard, they press the ESC ("Escape") key.




2.

Elevator
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Teaching Objectives

* To match lower- with upper-case consonants.

* To match a picture with the beginning letter of a word.

Correlated Lessons

Precomputer-

Lesson 2A- Scooter and Three Floors =-- p. 40

Lesson 2B: Letter Partners -- p. 42

At the Computer:

Lesson 2C: Three Floor Contest -- p. 44
Lesson 2D: Silent Partners -- p. 45

Prerequisite Skill

Discrimination between upper- and lower-case letters.

10




Elevator

"Elevator" features Scooter as an elevator operator, ready to take
lower-case letters to their matching upper-case "floors." Children learn
to match lower- with upper-case consonants. They're also introduced to
vocabulary words (and their accompanying pictures) that start with those
consonants.

PLAY. When the activity begins, a lower-case letter appears in the
lobby as a "passenger." Children choose one of three upper-case "floor
buttons" on the elevator's wall to match the lower-case letter. Scooter
then points to their choice and waits for them to confirm it.

* On the Muppet Learning Keys, they press the letter key, or use
the up or down arrow keys, to make Scooter's arm point to a
floor button. They press GO to confirm their choice.

* On the Touch Window, they press a finger on the floor button
of their choice. They lift the finger to confirm it.

* On the Mouse, they move the pointer to the floor button
of their choice. They click the mouse button to confirm it.

* On the Apple keyboard, they press the letter key, or use the up
or down arrow keys (left or right arrow keys on an Apple II+)
to make Scooter's arm point to a floor button. They press RETURN
to confirm their choice.

If the choice is correct, the lower-case letter moves into the
elevator. The door closes, and the elevator rises to the correct floor.
When the door opens on that floor, a word and picture appear. The lower-
case letter leaves the elevator and joins them. Then the elevator
returns to the lobby for a new lower-case "passenger." After six correct
choices, the elevator rises to Miss Piggy's Penthouse, where she
celebrates the player's success with a wink.

If children choose the wrong floor, the letter chosen changes to
an outline form on the floor button, meaning it cannot be picked again.
Scooter then awaits a new choice.

CONTENT. The "Elevator" activity focuses on consonants only. Each
of the 21 lower-case consonants can be matched with its upper-case
partner. When the lower-case consonant arrives at a floor, a word that
begins with that letter appears, along with its picture. The consonants
appear randomly and won't reappear until all 21 have been correctly
matched. Teachers also can change the focus of this lesson from letters
as passengers to pictures as passengers (see "Change Options," p. 29).

11



Elevator

HELP. Children can get HELP during this activity. Scooter points
to the correct floor button when they ask for HELP. Children must press
GO, RETURN, touch the correct floor button, or click the mouse button
for the elevator to move.

* On the Muppet Learning Keys, they press the HELP picture key.

* On the Touch Window, they touch the HELP box at the bottom of
the screen and lift their finger.

* On the Mouse, they move the pointer into the HELP box at
the bottom of the screen and click the mouse button.

* On the Apple keyboard, they hold down the Shift key and press ?
(the question mark key).

OOPS. Children can change their minds before they confirm their
choice of upper-case floor button. When they choose "oops," Scooter's
arm comes down, and he waits for them to pick another floor.

* On the Muppet Learning Keys, children press the OOPS key.

* On the Apple IIe and IIc keyboard, children press the Delete
key. :

* On the Apple II+ keyboard, children hold the Control key and
press the D key (Control-D).

ERASER. Children can skip a challenge that's too hard. When they
choose to "erase" it, another lower-case passenger appears in the lobby,
along with a different set of upper-case floor buttons to choose from.

* On the Muppet Learning Keys, they press the ERASER picture key.

* On the Touch Window, they touch the ERASER box at the bottom of
the screen and 1lift their finger.

* On the Mouse, they move the pointer into the ERASER box
at the bottom of the screen and click the button.

* On the Apple keyboard, they press the ESC ("Escape") key.

12



3. Pigs in Space
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Teaching Objectives

* To discover initial consonant or vowel sounds.
* To recognize vowels and consonants.
* To introduce a vocabulary of words.

* To associate rhyming words.

Correlated iessons

Precomputer:
Lesson 3A: Miss Piggy and Link Hogthrob in Space -- p. 47
Lesson 3B: Miss Piggy's Vocabulary -- p. 49
At the Computer:
Lesson 3C: "I'm Thinking of a Letter" -- p. 50
Lesson 3D: Rhyme Teams -- p. 52

Prerequisite Skill

Discrimination between upper- and lower-case letters.

13



Pigs in Space

"Pigs in Space" features Miss Piggy and Link Hogthrob at the
controls of their spaceship Swinetrek. Their object is to help children
discover letters on the keyboard, and certain words that begin with
those letters. (See p. 26 for a full list of the "MUPPET WORD BOOK
Vocabulary.")

PLAY. This activity focuses on open-ended exploration. Children
choose whichever letter on the keyboard they want, so that vocabulary
words and their accompanying pictures float by in space. When the
activity begins, Miss Piggy and Link are seated at the Swinetrek's
control panel. Children press a letter key and Miss Piggy or Link swing
into action. Miss Piggy handles consonants and Link controls vowels.
First, the upper-case form of the letter appears on the viewscreen. Then
a word that starts with that letter is placed at the top of the
spaceship's window. Finally, the word's picture floats by in space.

CONTENT. "Pigs in Space" includes all 55 words listed in the
"MUPPET WORD BOOK Vocabulary" (see p. 26). A picture goes with each
word. Several letters -- such as "b," "c¢,", and "m" -- have more than
one word associated with them, so that pressing the key more than once
changes the words and pictures. For example, pressing the letter "m"
brings up the word "mat" and a picture of a welcome mat; pressing "m"
again causes the word to change to "man" and the picture to change to an
old man. Continuing to press "m" will cause the words and pictures to
change to "map," "men," "mop," and "mug." The majority of the words
begin with consonants, but Link occasionally gets a chance to show vowel
words, such as "eggqg,", "ink," and "octopus."

"Pigs in Space" requires the Muppet Learning Keys or the Apple
keyboard. Students can press any letter key. Number, color, and other
keys do not work.

HELP. Children can get help with this activity if they don't
understand it. When they choose HELP, children are told to "press K" (as
a sample letter). After they press K, the word "Kermit" and the
accompanying picture of the Muppet character appear.

* On the Muppet Learning Keys, they press the HELP picture key.

* On the Touch Window, they touch the HELP box at the bottom of
the screen and lift their finger.

* On the Mouse, they move the pointer to the HELP box at the
bottom of the screen and click the button.

* On the Apple keyboard, they hold down the Shift key and press ?
(the question mark key).

14



Pigs in Space

ERASER. Children can erase any letter, along with its word and
picture. When they choose to "erase" it, the spaceship window clears.

* On the Muppet Learning Keys, they press the ERASER picture key.

* On the Touch Window, they touch the ERASER box at the bottom of
the screen and lift their finger.

* On the Mouse, they move the pointer into the ERASER box
at the bottom of the screen and click the button.

* On the Apple keyboard, they press the ESC ("Escape") key.

15



-

4. Circus

il

...... (LT TR LT Y I

_

Teaching Objectives

©ha! 1986

* To match beginning consonants with word endings.

* To recognize that there may be more than one correct answer.

Correlated Lessons

Precomputer:
Lesson 4A:
Lesson 4B:

At the Computer:
Lesson 4C:
Lesson 4D:

Prerequisite Skill

Knowledge of the

Gonzo Goes to the Circus =-- p. 54
Rhyme Partners -- p. 56

Circus Matches -- p. 58
Two-Team Circus =-- p. 59

vocabulary introduced in "Pigs in Space."
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Circus

"Circus" focuses on the multi-talented Gonzo as he performs his
"living cannonball" act. Children choose a consonant on one of three
circus boxes. The consonant must match a word ending on a trapeze
platform to form a word. When Gonzo shoots out of the cannon, he brings
the correct letter to the word ending on the platform.

PIAY. The game begins when a word ending appears on the high
platform. Three beginning consonants sit below on circus boxes, and
children choose one of them. Their choice is highlighted by an arrow
below the box. If they're correct, Gonzo grabs the letter as the wick in
his cannon burns down. He explodes out of the cannon and flies across
the circus ring. Gonzo places the letter before the word ending, forming
a word.

If children choose the wrong letter (one that won't match up to
form a word), the letter changes to outline form on the box and can't be
selected again. Gonzo waits for children to choose between the other two
available letters. Sometimes more than one of the consonants makes a
word with the word ending.

With each success, the new word's picture appears on the screen.
Gonzo ends up hanging on by a nose. Finally, he drops down and dances
back to his place in the cannon to start over. On the sixth successful
try, Gonzo doesn't drop down gracefully. He falls on his face and the
game ends. A new game automatically begins.

* On the Muppet Learning Keys, children press a letter key, or
use the left or right arrows, to highlight a circus box with a
letter on it. They press GO to confirm their choice.

* On the Touch Window, children press a finger to the circus box
they want. They lift the finger to confirm their choice.

* On the Mouse, children move the pointer to the circus box
they want. They click the button to confirm their choice.

* On the Apple keyboard, they press a letter key, or use the left
or right arrow keys, to highlight a box with a letter on it.
They press RETURN to confirm their choice.

CONTENT. "Circus" focuses on forming words by joining 15 beginning
consonants to 12 word endings. (For a list of the consonants, word
endings, and words formed, see the "Word Ending Chart" on p. 28. The
blanked-out words on that chart will never appear as incorrect answers;
they may exist as words but are not illustrated or used in the program.)
Teachers can also switch the form of the letters used in this activity
from lower- to upper-case (see "Change Options," p. 29).

17



Circus

HELP. Children can get HELP during this activity. If they ask for
HELP, Gonzo points to the correct consonant and its box lights up.
Children press GO, RETURN, touch the correct box, or click the mouse
button to make Gonzo carry the letter to the word ending on the
platform.

* On the Muppet Learning Keys, they press the HELP picture key.

* On the Touch Window, they touch the HELP box at the bottom of
the screen and lift their finger.

* On the Mouse, they move the pointer into the HELP box at
the bottom of the screen and click the button.

* On the Apple keyboard, they hold down the Shift key and press ?
(the question mark key).

OOPS. Children can change their minds before they confirm their
choice of a consonant letter. When they choose "oops," the arrow beneath
the chosen box disappears, and Gonzo waits for them to pick another
consonant.

* On the Muppet lLearning Keys, children press the OOPS key.

* On the Apple IIe and IIc keyboard, children press the Delete
key.

* On the Apple‘II+ keyboard, children hold the Control key and
press the D key (Control-D).

ERASER. Children can skip a challenge that's too hard. When they
choose to "erase" it, another word ending appears on the platform, along
with three more consonants to choose from.

* On the Muppet lLearning Keys, they press the ERASER picture key.

* On the Touch Window, they touch the ERASER box at the bottom of
the screen and lift their finger.

* On the Mouse, they move the pointer into the ERASER box
at the bottom of the screen and click the button.

* On the Apple keyboard, they press the ESC ("Escape") key.
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Teaching Objectives

* To match word endings with beginning consonants.

* To recognize that there may be more than one correct answer.

Correlated Lessons

Precomputer:
.Lesson 5A: Bunsen and Beaker in the Lab -- p. 60
Lesson 5B: Word Circles -- p. 62

At the Computer:
Lesson 5C: Beaker Matches -- p. 64
Lesson 5D: Bunsen's Teams -- p. 65

Prerequisite Skill

Knowledge of vocabulary introduced in "Pigs in Space."
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Muppet Labs

"Muppet Labs" features Bunsen and Beaker in their crazy
laboratory. The two scientists help children recognize word endings that
go with beginning consonant letters to form words. This activity is the
opposite of "Circus."

PLAY. When the activity begins, Bunsen stands with a pointer,
ready to assist the children by highlighting the word endings located in
three beakers at the top of the screen. A letter appears on the trapdoor
in the middle of the screen, directly above a giant beaker on the floor.
When children select a word ending, Bunsen points to it. If their choice
is one that forms a word, the word ending takes its place beside the
consonant. Then Beaker turns on his machine: the trapdoor opens, the
newly made word falls into the giant beaker, the burner beneath lights
up, and the ingredients begin to boil. When Beaker turns off his
machine, the bubbling ooze falls away to reveal the word's picture. Then
the beaker clears, and a new challenge begins.

When children select an incorrect word ending (one that doesn't
form a word), Bunsen shakes his head. The word ending then changes to an
outline form, meaning it can't be selected again. Children can choose
one of the two remaining word endings. Som<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>