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PERMISSIONS
All SUNBURST material is copyrighted. However, SUNBURST does give the

purchaser the following permission:

-^ 1. You have permission to reproduce any student worksheets in this guide for your
r~': classroom use. You should not, however, copy the whole guide.

2. You have permission to use Lab Packs within ens site. You should noi, however,
divide the package and use the diskettes in more than one building.

3. Depending on the type of computer you have, this program may 'load' all at once. If
it does, you have permission to move the diskette from one computer to another.
However, you may not copy this diskette. A back-up is provided.



If you are using an IBM or Tandy 1000

S T O P !
Before you use this program ...

you must add DOS (IBM/TANDY) to your diskette.
It's a simple procedure and need only be done
once. After you've finished, throw this page
away and enjoy the courseware!

NOTE: With the 64K IBM PC use only DOS 1, or 1.1.
PCjr requires 128K, DOS 2.1 and Cartridge BASIC.

On the Tandy 1000, use DOS 2.11.22 with Tandy BASIC 1.02.00.

ADDING DOS WITH ONLY ONE DISK DRIVE:

1. Put the DOS diskette into the disk drive. Close the door and turn on the
computer and monitor.

2. Press ENTER ( rZT| ) in response to the "date" and "time" requests given
by the computer.

3. When "A >" appears on the screen, remove the DOS diskette and insert the
program diskette into the drive (don't forget to remove the write-
protection sticker from the edge of the program diskette).

4. Type START-1 and press ENTER ( H^D ).

5. Fol low the disk-switching instructions given by the computer. After you
have finished, the program will start automatically.

ADDING DOS WITH TWO DISK DRIVES:

1. Put the DOS diskette into Drive A (Left on IBM/Bottom on Tandy). Close
the door and turn on the computer and monitor.

2. Press ENTER ( HZT] ) in response to the "date" and "time" requests given
by the computer.

3. When "A>" appears, remove the DOS diskette from Drive A and put it into
Drive B (Right on IBM/Top on Tandy) . Then put the program disk into
Drive A (don't forget to remove the write-protection sticker from the
edge of the program diskette).

4. Type START-2 and press ENTER ( l^l ). The program will begin
automat ica l ly.
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INTRODUCTION

THE RIGHT TURN is designed to reinforce problem solving skills. Students
solve problems by rotating or flipping a pattern in a 3x3 grid. The TEST and
CHALLENGE portions of the program include analogy problems. For example: Grid
1 is to Grid 2 as Grid 3 is to ?. As a basis for the development of problem
solving material, Sunburst has adopted a Problem Solving Skill Matrix devised
by a group of teachers from Rochester, Minnesota. The Matrix (see p. 2)
organizes problem solving skills and strategies into four columns:

MEMORY
COGNITIVE SKILLS (Discrimination, Attributes, and Rules)
COGNITIVE CONTROL STRATEGIES
CREATIVITY

THE RIGHT TURN is designed to provide practice in the second and third
matrix columns: "Cognitive Skills" and "Cognitive Control Strategies." Two of
the most important problem solving skills students practice are:

* Looking for a pattern or a sequence. They examine 3x3 grids and
determine which rotation or flip has caused the pattern to be altered.

* Information gathering. They PLAY with figures and record results, then
apply their knowledge in PREDICT and TEST.

Students also must apply the mathematical skills of:

* Rotation. They turn figures 90, 180, 270, or 360 degrees.

* Axis of symmetry. They flip a figure across a horizontal, vertical, or
r ight or lef t d iagonal axis.

The program requires students to choose the rotation or flip that will
correctly complete an analogy. Worksheets in the guide reinforce the concepts
of both verbal and visual analogies.



Problem Solving Skill Matrix
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SKILLS s

GRADE LEVEL:

READING LEVEL:

TIME REQUIRED:

OBJECTIVES:

V i s u a l d i s c r i m i n a t i o n
Scann ing fo r c lues o r h in ts
Looking for a pattern or sequence
In fo rma t i on ga the r i ng

4 - a d u l t

4 t h g r a d e ( f o r i n s t r u c t i o n s )

5 minutes

* To help s tudents exper iment wi th mathemat ica l t rans
fo rma t ions — such as ro ta t i on i n a p lane o r f l i pp ing
a p a t t e r n a c r o s s h o r i z o n t a l , v e r t i c a l , a n d d i a g o n a l a x e s .

* To h e l p s t u d e n t s d e v e l o p v i s u a l t h i n k i n g s k i l l s , i n c l u d i n g
spa t i a l pe rcep t i on and spa t i a l r eason ing .

* To give students pract ice analyzing a problem and pre
dict ing an outcome.



PROGRAM DESCRIPTION

Overviev

The object of THE RIGHT TURN is to fill a 3x3 grid with colorful
patterns* and then predict how those patterns change when the grid is rotated
or fl ipped .

There are four possible rotations: 90, 180, 270, and 360 degrees. The
direction of rotation is always counter-clockwise. The transformation shown
below is an example of a 90-degree rotation:

The third grid shows a rotation of 180 degrees:

* NOTE: Since the manual is in black and white, all examples use black-and-
white shapes in the grid rather than colors.



Patterns may also be flipped across an axis: a horizontal (-), vertical
(I), or left (\) or right (/) diagonal. For example, the transformation below
shows a vert ical f l ip — that is, a f l ip across the vert ical ( |) axis:

The third grid below shows a left diagonal flip of the second grid
a flip across the left diagonal ( \) axis:

~ t h a t i s ,

i ^ P ^ ^ N



The Main Menu

a||ilttlMMMMMIUIM|l|

ICREATEJ CHALLENGE END

Students first are presented with three main menu choices:

CREATE — They make their own color or shape pattern — for use in
various challenges.

CHALLENGE — A colored pattern is randomly generated for use in analogy
challenges.

END — They end the program or restart the game.

To make selections:

* On the Apple (keyboard version), students use the left and right
arrow keys to move the box over their choice. Then they press the
RETURN key.

* On the Apple (Touch Window version) , students touch the menu choice
they want. When they lift their finger, they go to that selection.

* On the Apple (mouse version), students move the pointer to the choice
they want and click the button to go there.

* On the Commodore 64, students use the < and > or the cursor (CRSR)
keys to move the box over their choice. Then they press the RETURN
key.

* On the IBM PC and Tandy 1000, students use the left and right arrow
keys to move the box over their choice. Then they press the ENTER(+-*)
key.



CREATE

CREATE allows students to enter a pattern in a 3x3 grid. Each time a
color/shape is chosen, the question mark moves to the next square in the grid.

?
^ V

ARROWS
♦ O B D t O + O
1 2 3 4 9 6 7 8 RETURN

Students can change their pattern by moving the question mark to any
square in the grid and choosing a different color/shape. To make a pattern:

* On the Apple (keyboard version), students select a color/shape by
pressing keys 1-8. They can also move the question mark by pressing
the arrow keys. When the pattern has been completed, they press the
RETURN key.

* On the Apple (Touch Window version), students touch the color/shape
they want, and the square with the question mark is filled when they
lift their finger. They move the question mark by touching the square
they want and lifting their finger. When the pattern has been
completed, they touch the word "DONE" and lift their finger.

* On the Apple (mouse version) , students move the pointer to the
color/shape they want and click the button. They shift the question
mark by moving the pointer to the square they want and clicking the
button. When the pattern has been completed, they move the pointer to
"DONE" and click the button.

On the Commodore 64, students select a color by pressing keys 1-8.
They move the question mark by pressing the < and > or CRSR keys.
When the pattern has been completed, they press the RETURN key.

On the IBM PC and Tandy 1000, students select a color by pressing
keys 1-8. They move the question mark by pressing the arrow keys.
When the pattern has been completed, they press the ENTER key.



After students create a pattern, they have several other options:

r
o + «

• ■ 0
o + 0

JIMMIMIIItlMII

.PLAY P R E D I C T T E S T D O N E

They may:

PLAY with the pattern (by rotating or flipping it);

PREDICT the pattern resulting from a randomly-generated rotation or
fl i p ;

TEST themselves on an analogy;

or choose DONE, which returns students to the main menu.

If students are just beginning to use the program, they should select
PLAY or PREDICT rather than TEST.



CREATE - PLAY

PLAY allows students to see how the rotation and flipping options work
by trying different transformations of their pattern.

* + o

HilfilO FLIP RANDOH DONE

Students can choose to ROTATE or FLIP their pattern, or they can select
RANDOM to have the computer choose a transformation.

f

The computer performs the current transformation and displays the result
on another grid. For any given starting pattern, students may create up to
three successive transformations using the ROTATE, FLIP, and RANDOM options.
They may also select DONE at any time.

PLAY - ROTATE

If students choose ROTATE, they are given the following choices:

90 - To rotate 90 degrees counter-clockwise.
180 - To rotate 180 degrees counter-clockwise.
270 - To rotate 270 degrees counter-clockwise.
360 - To rotate 360 degrees counter-clockwise.

o + o
• ■ 0
o + 0

3
*

188 278 368



PLAY - FLIP

If students choose FLIP, they are given the following choices:

O +.*

ol+lo
01*10
4 + 0

o • *+ ■ +
O 0 o

HORI rnOEHI / DIM \ DIAG

- HORI — To flip across the horizontal axis; top and bottom
rows switch.

I VERT — To flip across the vertical axis; left and right
columns switch.

/ DIAG — To flip across the right diagonal; each row becomes the
corresponding column.

\ DIAG — To flip across the left diagonal; each row becomes the
corresponding column.

PLAY - RANDOM

If students choose the RANDOM option in PLAY, the computer selects a
transformation — any of the rotations and flips — and performs it.

o*. o• J"i>
o k l o
QlHrlO
• ■ . . £

o + *

+ JL +
o • o

ROTATE F L I P DONE

10



CREATE - PREDICT

The second option available after students have created a pattern is
PREDICT.

This choice works just like PLAY, except that after a transformation is
chosen, students must predict the outcome of the transformation rather than
having the computer fill in the transformed grid.

11



Using the example on the bottom of page 11, suppose students choose to
ROTATE the pattern 90 degrees:

O ♦ . * . J

o + o

♦ O H U t O + O
ARROWS 12 3 4 3(78 RETURN

They must predict a 90-degree turn by choosing the appropr iate pat tern of
co lo rs /shapes in the second gr id .

o + * 3 o 0 o
• ■ 0 + m+
o + 0 0 • o

Good Prediction!
Press RETURN to continue.

I f s tuden ts a re co r rec t , t he message "Good Pred ic t i on ! " i s p r in ted .
After they press the RETURN (ENTER) key, a blank grid is displayed for the
next t ransformation. With a Touch Window, students touch the spot or the word
"HERE" on the screen to get the next blank grid. With a mouse, students move
the pointer to the spot or the word "HERE" and c l ick the but ton.

12



If students do not predict correctly, their prediction is erased, and
they're allowed to try again or to see the correct transformation. For
example:

y^B^V

o + . *
• - ■ . _ £q|+Io
o i t i o
+ ■_ +

O 0 o

+ JL*
O • O

Incorrect prediction.

O ♦.*

O + O
+ JL +
O • o

Do you vent to try 09ain?
C t i i i N O

( ^

96

0 + 0
• ■ 0
* + 0
0 + 0
0 ■ •

0 + 0

3 + _■ +

O • o

Good Prediction!
Press RETURN to continue.

13



CREATE - TEST

Besides PLAY and PREDICT, the CREATE section of the program has a TEST
choice that challenges students to solve an analogy problem.

After students create a grid, they may choose TEST. The pattern is then
rotated or flipped. Next, a new grid is produced to test their ability to
carry out a similar transformation.

In the above example, the analogy problem represented is:

Grid #1 is to Grid #2
AS

Grid #3 is to Grid #4

The transformation on the first line is displayed for the student. He or
she completes the analogy on the second line.

14



TEST offers students four choices in solving the analogy:

FILL — They predict the effect of a transformation by filling in
all the squares of a grid.

HINT — They're given a hint about which transformation is being
used.

CHOICE — The squares are filled in for them, illustrating
different possible solutions. Students respond "YES" or "NO" to
each possible outcome until the correct one comes up.

ANSWER — The correct pattern is shown.

TEST - FILL

If students know the answer or want to try a prediction, they
choose FILL and then fill in the lower right grid to complete the
analogy.

If students fail to complete the analogy correctly, the program
prints an appropriate message and erases the predicted solution.
Students are allowed to continue working on the problem and may select
any of the menu options in TEST.

15



TEST - HINT

Students may ask for a HINT to help them solve an analogy problem.
A hint — a description of the analogy being used — is shown at the
bottom of the screen for several seconds. Then students may choose an
option (FILL, HINT, CHOICE, or ANSWER) again.

o + 0
• ■ 0
0 * 0
♦ 0 ■
♦ +
0 0 0

+ m±
o • 0

Try a 99-deoree rotation.

16



TEST - CHOICE

In this option, a possible solution is presented in the lower
right grid. Students respond:

YES — The solution is correct.
NO — The solution is not correct.

r

If an incorrect solution is shown and students answer NO
(correctly), another solution is presented. They continue to examine
randomly-generated solutions, deciding each time whether the choice
correctly completes the analogy.

17



TEST - ANSWER

If students can't solve the analogy and want to see the correct
solution, they select ANSWER.

After they see the correct solution to the analogy, students
return to the main menu for another choice.

O t O
• JLJ>
ol+lo
• IQIB
o ■ .♦

+ 0

+ JL +
0|#|O
0 1 ♦ !■

o •
Press RETURN to continue.

j ^ H f c ^
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Poss ib le Ambigu i ty

When students create a pat tern in the upper- le f t gr id and then
choose TEST, the re i s a poss ib i l i t y tha t the so lu t ion to the ana logy
wi l l be ambiguous. For example, in the analogy problem below, i t is
impossible to know exactly which trcmsformation occurred between Grid #1
and Grid #2.

■ U U

o in l
0 ♦ •

fFILO NINT CHOICE ANSWER

I n t h i s c a s e , a 1 8 0 - o r 3 6 0 - d e g r e e r o t a t i o n , a h o r i z o n t a l fl i p ,
a n d a v e r t i c a l fl i p a l l y i e l d t h e s a m e p a t t e r n i n G r i d # 2 .

I f students complete such an ambiguous analogy correct ly but do
not use the same transformation that was randomly generated by THE RIGHT
TURN, they are acknowledged for finding a "reasonable" solut ion. Then
they ' re p rompted to t r y aga in . Th is p rocess con t inues un t i l s tuden ts
find the exact t ransformat ion that was randomly generated.

^m*̂
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CHALLENGE

If students choose CHALLENGE, the second option on the main menu, a
pattern is created and transformed for them. They are then challenged to do an
analogous transformation. CHALLENGE works like the TEST portion of CREATE. It
is available from the main menu to allow faster entry for experienced players.
Also, unlike TEST, in which students provide the starting patterns, here the
starting patterns are provided for them, so ambiguity does not arise.

CREATE rCHAfljEMCETi f j fe?

/#^\

After students choose CHALLENGE, the upper-left grid is filled with a
pattern. That pattern is then rotated or flipped and printed in the second
grid; students aren't told what kind of transformation was performed. Another
pattern is then printed in the third grid. Students solve the analogy problem
by duplicating the transformation that was done in the second grid; they use
the fourth grid for their answer.

As in TEST, CHALLENGE offers students four choices in solving the
analogy: FILL, HINT, CHOICE, and ANSWER. See pp. 15-18 for a detailed
description of how these choices work. After the correct solution to the
analogy problem is found, students return to the main menu.

0 0 ■
-

0 O +
♦ • ♦ ♦ • ♦
0 O * 0 0 ■

■ 0 0
■♦♦ + ♦

0 * o
(Em HIMIT CHOIC:e ANSHEM

/ » p ^ ^ \
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END

CREATE CHALLENGE

END, the final option on the main menu, allows students to restart the
program (reread the instructions) or end the program.

21



CHANGE OPTIONS

THE RIGHT TURN provides several special options for teachers: turning
the sound on or off (all machines), changing the colors or shapes used in the
grids for different monitors (Apple, IBM, and Tandy 1000), and choosing
between the keyboard, mouse, or Touch Window (Apple only). These changes can
be made from only one place in the program — when players are asked at the
beginning "Do you want instructions?" At this point, teachers hold down the
Control (CTRL) key and press the T key to use the Change Options.

Before entering Change Options, teachers should remove the write-protect
sticker on the diskette.

Sound

THE RIGHT TURN is initially set to use sound. However, teachers can turn
off sound for classroom use. After pressing Control-T, the following question
appears: "Do you want sound?"

Choosing "NO" turns off the sound. Choosing "YES" turns the sound on
again. Sound remains on or off — as it is set — even if the program is
removed and restarted later. NOTE: If sound is turned on, students may also
press Control-S to turn it off while they're playing THE RIGHT TURN.

Monitor (Apple, IBM, and Tandy 1000)

THE RIGHT TURN is initially set for use with a color monitor or TV.
However, teachers with black-and-white or other types of displays can change
this setting so the program uses patterns or colors more fitting to their
monitor. After the sound question, teachers are asked which of two sets of
colors/patterns looks better on the screen.

* On the Apple, teachers choose the first set (1) to use colors in the
program. They choose the second set (2) to use patterns (specifically
designed for a monochrome monitor or black-and-white TV).

>
* On the IBM and Tandy 1000, teachers choose the first set of colors

(1) for use with an RGB color monitor. They choose the second set (2)
for use with a composite color monitor.

Keyboard, Mouse, or Touch Window (Apple)

THE RIGHT TURN is initially set for use with a keyboard. However, it can
also be played with a mouse or the Touch Window. After the monitor question,
teachers are asked which device they want to use. As in the other Change
Options, once teachers choose a setting it remains in place until they change
it again. (See p. 35 for instructions on installing the Touch Window.)

22



CLASSROOM USE

Before Using the Program

Before actually using THE RIGHT TURN with students, teachers may wish to
describe to them the eight possible transformations of a 3x3 grid:

Four possible rotations — 90, 180, 270, and zero (0) or 360 degrees.
(Note: A zero-degree or 360-degree rotation leaves the pattern
unchanged.)

Four possible f l ips — horizontal, vert ical, and left or r ight diagonal.
Each of these flips moves across one of the axes on the grid plane.

A horizontal flip interchanges the top and bottom rows of the grid
across the horizontal axis. The center row remains unchanged.
Likewise, a vertical flip interchanges the left and right columns,
while the center column remains unchanged.

The effect of a diagonal flip is more difficult to describe. A
left-diagonal flip moves across the diagonal axis running from
upper left to lower right (\). The top row and left column
exchange places as well as the bottom row and right column.
Likewise, a right-diagonal flip moves across the diagonal axis
running from upper right to lower left (/). This time the top row
and right column exchange places as well as the bottom row and
left column.

In all cases, the center square remains unchanged.

NOTE: Rotations and flips are visual transformations; for students who
have a visual orientation to problem solving, talking in words about the
effect of a transformation may be less effective than seeing what
happens on the model grid.

Drawing a grid on the blackboard is another alternative. However, this
method is not as effective as having a physical model that can actually be
rotated and flipped by the teacher and students. Some suggestions for
constructing such a model are provided on the next page.

23



Suggestions for Constructing a Model Grid

Mater ia ls :

* A square piece of cardboard, or two square pieces of illustration
board glued back-to-back.

* A package of colored construction paper with the following colors:
white or black, red, l ight blue, purple, green, blue, yellow.

* A rol l of tape or velcro

* A black marking pen

* A r u l e r

* Sc i sso rs

Ins t ruc t ions :

1. Mark off both sides of the cardboard in a 3x3 grid using a thick marking
pen. It is best to leave a small border around the outside edge.

2. Measure the side length of the resulting grid squares.

3. Using the measured side length, mark off squares on the construction
paper, and cut 18 grid squares of each color.

4. Use the tape or velcro to fasten the colored paper squares to the grid.
Use only a loop of tape turned sticky-side-out to fasten each color
square, so that you can easily change the pattern.

5. When creating patterns, be sure that the front side and back side
correspond identically back-to-back — as if the color were being
applied to a piece of glass.

SUNBLRSTCOMMUNICATIONS
©1985
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Using the Program

1. Have students start by choosing CREATE to make simple patterns such
as stripes. Using PLAY, they can see various transformations of their pattern.

2. After observing a number of transformations on these simple
patterns, have students select PREDICT instead of PLAY. They can see how well
they predict the outcomes of the transformations they choose.

3. Encourage students to use more colors in creating a pattern. Next,
suggest PLAY for experimenting, then PREDICT as a challenge. As students begin
to use more colors, it'll be harder for them to predict the outcomes of
various transformations. At this point, they may want to recreate their
pattern on the model, in order to physically manipulate the pattern.

4. Before students use TEST, the teacher should discuss the concept of
an analogy and give students practice in solving different kinds of analogy
problems — both verbal and visual.

Worksheets #1 and #2 present sample analogy problems.

5. Both the HINT and CHOICE options in the TEST and CHALLENGE modes
will help students solve analogies. The teacher should encourage students to
use these aids. Also, the model should be helpful to students when they are
trying to solve a problem on the computer.

6. When beginning to use TEST, students first create a pattern in the
upper left grid. In this way, students can start the analogy with a simple
pattern, such as a single colored stripe that the computer will rotate or
flip. This is easier than if students chose CHALLENGE from the main menu,
where the computer generates both patterns for the analogy. The computer
always generates its patterns randomly.

As noted earlier in the manual, if students create a highly symmetrical
pattern as the first part of an analogy problem, they may set up an ambiguous
situation in which more than one transformation yields the same result. THE
RIGHT TURN checks for such situations and prints the message "Reasonable.•.but
not correct" whenever a student's answer correctly completes the analogy but
is different from the actual transformation that was generated by THE RIGHT
TURN. The program always persists until students choose exactly the same
transformation that i t or ig inal ly generated.

(***
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Some Interesting Topics for Classroom Discussion*

As students begin to explore the world of transformations, a number of
interesting mathematical ideas can be discussed.

Symmetry. Symmetry is one of the main concepts inherent in THE RIGHT
TURN. A flat figure, such as a 3x3 grid from THE RIGHT TURN, can have two
kinds of symmetry: line symmetry and rotational symmetry.

A figure has line symmetry if a line can be drawn through it so that,
when the figure is folded along that line, both sides of the figure come
together and match identically. Thus, an empty 3x3 grid has four lines or axes
of symmetry — horizontal, vertical, and left and right diagonals.

A figure has rotational symmetry if a flat figure can be rotated less
than 360 degrees and still retain its original appearance. Therefore, an
empty 3x3 grid looks exactly the same after being rotated 90, 180, or 270
degrees.

Explore symmetry with your students by examining colored patterns
created on the grids in THE RIGHT TURN. Examine the effects that symmetrical
patterns have on transformations.

Present students with a figure from THE RIGHT TURN that has line
symmetry. The figure should be symmetrical across the vertical axis but not
across the horizontal axis; nor should it have symmetry across either diagonal
axis. For example:

»vX Xv > vX* * * < * * 4 * * #***#*/ 'W\ '#\%/

Thus a vertical flip will leave the above pattern unchanged, whereas a
horizontal flip will move the stripe to the bottom row, and a diagonal flip
will move it to the left or right column depending on the diagonal used.

Discuss with students a pattern that has rotational symmetry. Due to
the nature of the 3x3 grid, colored patterns in THE RIGHT TURN will either be
symmetrical under any rotation (90, 180, or 270) or only under 180-degree
rotations. For example, the pattern on the left below remains unchanged under
any rotation; the pattern on the right only remains unchanged under 180-degree
rotat ion.

* Teachers with black-and-white monitors should read all references to
f0^ in this sect ion as referr ing to "shape."

•color*
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Symmetry in the grid patterns of THE RIGHT TURN is dependent on the
placement of colors on the grid and also on the number of colors in the
patterns. As the number of colors decreases, the opportunity for symmetrical
patterns increases. A grid with all nine squares the same color is clearly
symmetrical across all axes and under all rotations. A grid having 8 different
colors cannot be symmetrical across any axis.

Worksheet #3 presents questions about symmetry and some problems.

Ambiguity and Mult iple Solutions. Certain patterns, part icularly
symmetrical patterns, create a situation where more than one transformation
can produce the same result. For example, in the transformation shown below,
due to the horizontal symmetry of the pattern, either a 90-degree rotation or
a right-diagonal flip can give the result shown.

B B S

Or, in the highly symmetrical pattern below, it is impossible to tell
what transformation, if any, was actually performed.

Since students can create their own starting patterns in the TEST
portion of the program, situations such as these are very likely to occur. The
program has been designed to deal with these situations. Explore the idea of
ambiguity and multiple solutions with students. Here are a few ideas:

1. What kinds of patterns are completely ambiguous? That is,
what kinds of patterns completely hide any clues as to what
transformation was performed on them? Create some of these
patterns on the model or on the computer.

2. Create some patterns using only two colors in which more than
one transformation will give the same result. What is common
to these patterns?
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3. Create some patterns using 3 colors in which more than one
transformation will give the same result. Are these patterns
similar or different from the patterns having only 2 colors?

4. Is it possible to create patterns with 4 or 5 colors that
will also give the same result with 2 or more different
transformations?

Successive Transformations. Advanced students may be interested in the
concept of successive transformations. Given the starting pattern shown below,
ask the question: "What sequence of three different transformations will
return th is pat tern to i ts star t ing posi t ion?"

=
jrjjjjjijj *?ffI

One solution to this question might be the following sequence:

1. a 90-degree rotat ion
2 . a h o r i z o n t a l fl i p
3 . a l e f t - d i a g o n a l fl i p

In fact, the above sequence of transformations will return the pattern
to its start ing posit ion regardless of what the start ing pattern looks l ike.

Ask questions such as:

1. What series of 3 transformations starting with a horizontal
fl ip wi l l re turn a pat tern to i ts s tar t ing pos i t ion?

2. Do you get the same result if you perform a horizontal
flip and then a 270-degree rotation as you do if you
reverse the order and first perform a 270-degree
rotation and then the horizontal flip?

3. Which pairs of transformations are commutative? That
is, for which pairs of transformations does the order in
which they are performed make no difference?

There are many interesting mathematical concepts that can be explored in
this way. Teachers who are interested may wish to consult a textbook on modern
or abstract algebra or books on mathematical symmetry.
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WORKSHEET 1

VERBAL ANALOGIES

In each of the problems below , circle the word that will correctly complete
the analogy.

Example: yellow : lemon
g r e e n :

sky
spinach
fi r e engine
cow

1. legs : walk 6. 12:00 : 6:30
wings :

a i rp lane
run
b i r d
fl y

3:15 :
9:45
3:45
6:15
11:45

2 . t a s t e : food 7 . c a t : k i t t e n
hear :

snow
blue
music
love

frog :
l i l y pad
fl y
tadpole
croak

3. tepee : Ind ian 8 . l e t t e r : w o r d
ig loo :

polar bear
grass hut
Eskimo
snow blocks

classroom :
c i t y
school
s t r e e t
world

4 . s t r i p e s : zebra 9. board : t ree
spots :

elephant
g i r a f f e
l i o n
monkey

leather :
b e l t
rope
sk in
cow

5. app le : pear 10. yellow : squash
le t tuce

banana
watermelon
ce le ry
pineapple

green :
grass
cucumber
spinach
l e t t u c e

9JNBLRST
COMMUNICATIONS

©1985
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WORKSHEET 2

VISUAL ANALOGIES

In each of the problems below, circle the drawing that will correctly complete
the analogy.

Example:

D :□

O : ^ O / \ O
1. 0 : Q

U . Q 2 [ U ] □ V

2.

□ : D □ □ • □• • •

3.

O : o n A t 7
4.

? * ^ * ^ T
% >

SUNBURST
COMMUNICATIONS

© 1985
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WORKSHEET 2 (cont.)

UJ : Eb

2
h

cn S CO 2
BT
T

1
T

a.

/ c n S / n \ / T i K 2 k _ X

1 | 2 | 3 6 1 1 3

4 | 5 |6

f t l I d
B | I Ec l I F

4-P-4i rr
d | e I f f t l l o f | e I d f I I c

B | I E E l f B
R l B l C C l I F C l B l R 0 1 [ f t

10.
l b e :

LC Di l D E i

f t 0

B C

B f t

C 0

0 C

f t B

C B

0 f t

f t B

0 C

SUNBLRST
C O M M U N I C AT I O N S

©1985
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WORKSHEET 3

SYMMETRY

I. Here are some grid patterns from THE RIGHT TURN:

w1
%

2

^
6

!

/̂ ^^ \̂

A. Which patterns have symmetry across the vertical axis?
B. Which patterns have symmetry across the horizontal axis?
C. Which patterns have symmetry across the left diagonal (\)?
D. Which patterns have symmetry across the right diagonal (/)?
E. Which patterns don't change under a 90-degree rotation?
F. Which patterns don't change under a 180-degree rotation?
G. Which patterns have no symmetry?
H. Which patterns remain the same after any tremsformations —

ro ta t ions o r fl ips?
I. Which patterns are symmetrical across more than one axis

(hor izonta l , ver t ica l , le f t d iagonal , r ight d iagonal )?
J. Which patterns have both line symmetry and rotational symmetry?

II . Using only 2 colors, (one color plus the background) fil l in al l
the other patterns that never change after any transformation ~
ro ta t i ons o r fl i ps .

III. Using at least 3 colors (2 colors plus the background) fill in two
different patterns that would not change when flipped vertically.

SUNBLRST
COMMUNICATIONS

©1985
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WORKSHEET 3 (cont.)

IV. Using at least 3 colors (2 colors plus the background) , fill in two
different patterns that would not change when flipped horizontally.

Using at least 2 colors (1 color plus the background), fill in two
different patterns that would not change when flipped across one
diagonal.

VI. A. Is it possible to create a pattern that has at least one axis
of symmetry using 5 different colors (including the background)?

If not, why not?

I f so, fi l l in such a pat tern:

B. Can you create a symmetrical pattern using 6 different colors?

C. Can you create a symmetrical pattern using 7 different colors?

SUNBIRSTCOMMUNICATIONS
©1985
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APPLE: WORKING WITH YOUR TOUCH WINDOW

Insta l l ing the Touch Window

(1) P lug the Touch Window in to the joys t ick por t on the back o f the App le
l i e o r l i e . I f you have an App le I I+ , you ' l l need an adap te r. P lug the
adap te r i n to the joys t i ck socke t i ns ide the compute r, then p lug the
Touch Window into the adapter.

(2) Use the mater ia ls prov ided to a t tach the Touch Window to your moni tor or
t e l e v i s i o n s c r e e n .

(3) Fo l low the s teps on p . 34 to turn on your Apple and s tar t the program.

(4) When the main menu appears, hold the Control key and press the T key to
enter Change Options. At the third question, choose the Touch Window.
You ' l l be asked to ca l ib ra te i t by touch ing two po in ts on the sc reen .
From then on, you may use the Touch Window.

Operating the Touch Window

( 1 ) J u s t p l a c e y o u r fi n g e r o n t h e s c r e e n . W h e n y o u l i f t y o u r fi n g e r o f f ,
you ' ve se lec ted tha t op t ion . I f you change your m ind , s l i de your finger
ove r to ano the r op t i on w i thou t l os ing con tac t w i th the sc reen (o r s l i de
i t t o pa r t o f t he sc reen whe re t he re i sn ' t an op t i on ) .

(2 ) I f you want to s top a t any t ime, p ress one o f the but tons on the lower
edge of the window ( the equivalent of pressing Control -E on the
keyboard ) .
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APPLE: WORKING WITH YOUR COMPUTER

( 1 ) Tu r n o n t h e t e l e v i s i o n o r m o n i t o r .

( 2 ) I n s e r t t h e d i s k e t t e i n t o t h e d i s k d r i v e w i t h t h e l a b e l f a c i n g u p a n d o n
t h e r i g h t .

( 3 ) C l o s e t h e d o o r t o t h e d i s k d r i v e .

( 4 ) Tu r n o n t h e A p p l e I I . ( T h e o n - o f f s w i t c h i s o n t h e b a c k l e f t s i d e o f t h e
computer. )

( 5 ) Yo u w i l l s e e a r e d l i g h t o n t h e d i s k d r i v e t u r n o n . I f t h e d i s k d r i v e
l ight does not turn off in about 10 seconds, turn the Apple off and make
s u r e y o u r d i s k e t t e i s p l a c e d c o r r e c t l y i n t h e d i s k d r i v e .

(6) The SUNBURST logo wi l l appear on the screen, fo l lowed by the t i t le
sequence for the program.

(7) If you want to stop, hold the CONTROL key and press the E key.

Shut t ing o ff the System

(1 ) Remove t he d i ske t t e f r om the d i sk d r i ve .

( 2 ) T u r n o f f t h e A p p l e .

( 3 ) T u r n o f f t h e t e l e v i s i o n o r m o n i t o r .

/*^*\
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COMMODORE 64: WORKING WITH YOUR COMPUTERr
( 1 ) Tu r n o n t h e t e l e v i s i o n o r m o n i t o r .

(2) The d isk dr ive must be turned on before the computer. Turn on
the d i sk d r i ve ( t he sw i t ch i s l oca ted a t t he back r i gh t s i de o f t he
d r i v e ) .

(3 ) Open the door o f the d r i ve by p ress ing in on the door. Inser t the
d iske t te w i th the exposed ova l w indow inser ted fi rs t and labe l up .

( 4 ) C l o s e t h e d o o r o n t h e d i s k d r i v e .

(5 ) Turn on the computer. You w i l l see the words—

**** COMMODORE 64 BASIC V2 ****
64K RAM SYSTEM 3891 BASIC BYTES FREE
READY.

(6) Type LOAD "0:*M ,8 and press the RETURN key. The red light on the disk
dr ive w i l l come on . The computer w i l l p r in t —

SEARCHING FOR 0:*
LOADING.
READY.

^ \

Mmm^

(7) Type RUN. The SUNBURST logo will soon appear on the screen, followed
by the t i t le sequence for the program.

(8) I f you want to s top, ho ld the CTRL (Contro l ) key and press the E key.

Shut t ing o ff the System

( 1 ) R e m o v e t h e d i s k e t t e f r o m t h e d i s k d r i v e .

( 2 ) Tu r n o f f t h e d i s k d r i v e , c o m p u t e r , a n d t e l e v i s i o n .
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IBM PC/PCjr: WORKING WITH YOUR COMPUTER

( 1 ) P l a c e t h e d i s k e t t e i n t h e c o m p u t e r ' s d i s k d r i v e w i t h t h e l a b e l f a c i n g u p
up and on the r ight . ( I f your PC has two d isk dr ives, p lace the d isket te
in the one on the le f t . ) C lose the door o f the d isk d r ive .

( 2 ) Tu r n o n t h e g r a p h i c s m o n i t o r.

(3 ) Tu rn on the compu te r us ing the b r i gh t red sw i t ch on the r i gh t s i de
toward the back . In severa l seconds, you ' l l see the red l igh t on the
d i s k d r i v e l i g h t u p , a n d y o u ' l l h e a r t h e d i s k d r i v e s p i n n i n g .

(4) The SUNBURST logo wi l l appear on the screen, fo l lowed by the t i t le
sequence for the program.

( 5 ) F o l l o w t h e i n s t r u c t i o n s i n t h e p r o g r a m .

(6 ) I f a t any t ime dur ing the p rogram you wan t to s top , ho ld the C t r l key
and press the E key.

Shut t ing Off the System

(1) Remove the d i ske t te f rom the d r i ve and pu t i t i n a sa fe p lace .

( 2 ) Tu r n o f f t h e c o m p u t e r .

( 3 ) Tu r n o f f t h e g r a p h i c s m o n i t o r .
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