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INTRODUCTION

	

	


Computers are being used increasingly both in the home and the classroom as a teaching aid for a wide variety of subjects. One such application of the computer is in language teaching. The computer is especially useful to the home-based language learner because it works interactively, providing a measure of feedback. In the classroom, it can fulfil a similar function, allowing students to practise the language at their own pace, or it can provide the starting point for further classroom activities. Whether they're in the home or in the classroom, computers enable language learners not only to concentrate on particular aspects of the language, but also to use the language in activities based on authentic situations.

The A Vous La France! software pack will help you in precisely this way. It introduces you to the language of ordinary, everyday situations and it presents language in meaningful contexts. It will enable you to practise the sort of language you'll need when you want to book accommodation, when you need to find your way around, or when you go shopping. It's the language you'll use when describing yourself, your likes or your dislikes. The software covers the same ground as the A Vous La France! broadcasts, tapes and course-book, and makes an ideal companion to this material. Don't worry if you don't have access to the A Vous La France! broadcast material, the software can be used independently of it. However, we would suggest that the A Vous La France! software forms only one strand of your language learning activities and that you should follow a recognised course of home study.

Like the A Vous La France! course-book, the software pack comprises fifteen units, each unit consisting of three programs. Units 5, 10 and 15 are revision units. This booklet contains information on how to run the programs as well as descriptions of them, what they deal with and how best to use them. Detailed instructions as to which keys to press are given in the software itself. Where possible, the same keys are used throughout the programs. In addition, certain features in the way they operate are common to all the programs.

The programs have been designed to run on the Acorn BBC Model B, B+ and Electron Microcomputers. They have been tested on the standard Acorn configurations of these machines in both cassette and disc form. The programs are supplied on cassette but can be transferred to disc using the utility program supplied. Instructions on how to transfer the software to disc are given in the appendix, 'Transferring the software to disc', page 35. (School users might also like to note that the software is compatible with Econet systems. Further details and Econet licences are available from BBC Publications. Write to the Software Editor at BBC Publications, 35 Marylebone High Street, London W1M 4AA.)

USING THE PROGRAMS
	

	


The programs in A Vous La France! all have a similar format, so they load and start up in the same way. The start-up procedures and the general features common to the programs are explained below:

Running the programs
To run a program from cassette, type in:


*TAPE <return>


CHAIN "filename" <return>

The filenames can be found in the program descriptions included in this booklet. If you look up Unit 1, Program 1, for example, you will find the filename SHOPLST. So, to run the program, type in:


CHAIN "SHOPLST" <return>

then press PLAY on your cassette machine.

STOP the tape when the program has loaded. The title page will appear on the screen. After a short while, the title page gives way to an introductory page. This page gives an outline of the exercise, plus a description of the keys you will need to use. Take as long as you like to read the introductory page.

When you're ready to proceed, press the space-bar and then press PLAY on your cassette machine. The main part of the program will then load.

At the end of each exercise, you can re-run the program if you so wish. Many of the programs include an element of randomisation, so that when you run them again, you'll get a slightly different version.

As there are forty-five programs spread across the two cassette tapes, it's a good idea to make a note of where each program starts. Rewind the cassette and set the tape counter on your cassette machine to zero. Then chain in the program and make a note of the tape counter reading when the program starts to load. Space is provided in this booklet for you to record these counter readings. When you subsequently want to find a particular program, rewind the cassette to the beginning and set the tape counter to zero. You can then use the Fast Forward button on your cassette machine to advance the tape to the start of the program.

Motor control

The software has been designed to take advantage of the motor control feature, if your cassette machine is suitably equipped. (If your cassette machine does not have motor control, you do not need to run this program.) To use this facility, place cassette side 1 in your cassette machine. Make sure the cassette if sully rewound and type in:


*TAPE <return>

CHAIN "MOTOR" <return>

Press PLAY on your cassette machine and the program MOTOR should load in. Type Y in answer to the question 'Do you wish to use motor control?'

Now, when you load individual programs, the warning messages about switching off your cassette machine will not appear.

The 'help' key
Once the main program has loaded, you cannot return to the introductory page without re-loading the program. However, if you forget what you're supposed to do in an exercise, or which keys are used, try pressing ?. This will usually suspend the program momentarily and display a summary of the information given on the introductory page.

Accents

In some exercises, you are required to type in accented letters, such as é. To type in these letters, use the function keys f0 to f9. (The function keys are the row of keys at the top of the keyboard.) A key-strip showing which key corresponds to which letter is included in the pack. Slip this under the clear plastic strip at the top of your computer keyboard. (Just place it above the keys if you're an Electron user.)

To type in an accented letter, you simply press the appropriate function key; to type in é for example, press f2; to type in î, press f5.

LIST OF PROGRAM TITLES
	

	


The list below is a quick reference guide to the program titles for each unit. Note that the programs are divided into two or more parts; an introduction (e.g. SHOPLST) and the main program or programs (e.g. OMO21). The list also shows the suggested order for transferring the programs to 40-track discs (see the appendix 'Transferring the software to disc').

	Disc 1: Units 1-3
	
	

	
	
	

	UNIT 1
	SHOPLST

SCRAMBL

ARTICL
	OMO21

JMB221

ART30

	
	
	

	UNIT 2
	WHERE

WHOSIT

NEWTOWN
	MAP34

WHO17

NEWT22

	
	
	

	UNIT 3
	NUMBER

REBUILD

BANDIT
	NUMB17

TXRCCOD, TXRC261

TRAPCOD, TRAP29

	
	
	

	
	
	

	Disc 2: Units 4-5
	
	

	
	
	

	UNIT 4
	WHAT

MATCH

HOTEL
	WHAT181

MTCH16

HOTL18

	
	
	

	UNIT 5
	TEST

ANAGRAM

THREAD
	TSA221, CLOZCOD, TSB221

TSC211, TSD201

ANA201

MAZE21

	
	
	

	
	
	

	Disc 3: Units 6-8
	
	

	
	
	

	UNIT 6
	TIME

TRAVEL

BLANKIT
	TIME 17

TRAV16

CLOZCOD, CLOZ211

	
	
	

	UNIT 7
	MATCH2

MENU

REBUIL2
	PRON161

MENU15

TXRCCOD, TXRC262

	
	
	

	UNIT 8
	OBJECT

WORDS

TWISTER
	OBJ16

JMB222

COMP17

	
	
	

	
	
	

	Disc 4: Units 9-10
	
	

	
	
	

	UNIT 9
	DIRECT

GROUPS

SPACES
	JMP223

TRAPCOD, GRP14

SPAC171

	
	
	

	UNIT 10
	TEST2

ANAGRM2

RENDEZ
	TSA222, CLOZCOD, TSB222

TSC212, TSD202

ANA202

REND17

	
	
	

	
	
	

	Disc 5: Units 11-13
	
	

	
	
	

	UNIT 11
	CONNECT

WORDS2

REBUIL3
	PHRS15

JMB224

TXRCCOD, TXRC263

	
	
	

	UNIT 12
	STORY

WHO

WHAT2
	TENS16

QUI15

WHAT182

	
	
	

	UNIT 13
	PERFECT

WHOSE

BLANK2
	PRON162

POS16

CLOZCOD, CLOZ212

	
	
	

	
	
	

	Disc 6: Units 14-15
	
	

	
	
	

	UNIT 14
	MUGGER

SPACES2

MEMORY
	MUG22

SPAC172

IMP18

	
	
	

	UNIT 15
	TEST3

ANAGRM3

TRADER
	TSA223, CLOZCOD, TSB223

TSC213, TSD203

ANA203

TRAD23


THE PROGRAMS

Shopping Lists

	

	


UNIT 1 PROGRAM 1
Filename: SHOPLST

Tape counter:

Wherever you are in the French-speaking world, sooner or later you're going to want to buy some food, or a drink, or find out some information. But will you know where to buy une baguette? As you scan the menu, your throat dry as dust, will you recognise the words for a grapefruit juice? And if you don't know your way around, where will you go for a map?

This exercise is about what to buy and where to buy it. You're presented with a list of items and it's your job to decide where to go for them.

The items are displayed in the middle of the screen. To the left and right there are two pads, which can have any of the following headings: Syndicat d' Initiative, Café, Boulangerie. You allocate the items to the appropriate pad using ← and →. If there's an item you're not sure of, you can move down the list using ↓. If you allocate an item correctly, it appears on the appropriate coloured pad. Otherwise the item is displayed in red under the correct pad. At the end, items which you have left out are also placed under the correct pad - this time in yellow. You may find that some items can belong to either pad, in which case it doesn't matter which they are allocated to.

There are six lists to sort out. You start with a score of 300. You gain 10 points for a correct answer, and lose 10 points for an incorrect answer. Your score is unaffected if you 'pass' on an item.

Scrambled Dialogues
	

	


UNIT 1 PROGRAM 2
Filename: SCRAMBL

Tape counter:

SCRAMBL continues the theme of making sense of written French, but goes one stage further from recognising individual words.

A number of sentences are displayed on the screen. All you have to do is read, understand and inwardly digest them - then decide which order they should go in. When placed in the right order, they make up a meaningful dialogue.

To rearrange the text, move the cursor to the sentence you wish to transfer, using ↑ and ↓. Then press either A to swap it with the one above, or Z to swap it with the one below. When you think the text makes sense as a whole, you can get the computer to check the order by pressing RETURN. Sentences in the correct position will turn green (dark); those in the correct order will be bracketed together. If you're having difficulty, you can always use this facility to check sentences as you swap them. If you think you'd do better starting afresh with a new text, press ESCAPE at any time to abandon the current text. There are four texts in all.

Missing Articles
	

	


UNIT 1 PROGRAM 3
Filename: ARTICL

Tape counter:

Why is it that selecting un or une, or choosing between le, la, l' or les, seems such a hit-and-miss affair? Unfortunately, there are few general guidelines, so the gender of a noun just has to be learnt along with the noun. It's practice that makes perfect and ARTICL offers you some practice.

We've divided the exercise into two parts. In the first set of five sentences the indefinite article, un or une, is missing. In the second set of sentences the definite article, le, la, l' or les, is missing.

Sentences, minus the appropriate article, are displayed on the screen. You must type in the missing article (you can use DELETE if you make a mistake) and press RETURN. Whether or not you typed it in, the correct article will then appear in the gap in the sentence, colour-coded according to the gender of the noun. If your answer is correct, it will turn the same colour as the article in the sentence; otherwise it will turn red and slowly fade from the screen. Notice that the noun is also colour-coded according to gender.

Remember to read the whole sentence for clues - any adjectives attached to the noun are particularly helpful. Don't forget that to type in an apostrophe (as in /) you need to hold down the SHIFT key as you press the apostrophe key.

Where to?
	

	


UNIT 2 PROGRAM 1
Filename: WHERE

Tape counter:

One of the pleasures of foreign travel is exploring unfamiliar towns and cities. From time to time you're going to have to stop a passer-by and ask them the way - perhaps you want to get to the station, or to the Hôtel de Ville, or to a supermarket, or wherever. Will you understand what they say to you, or will you just smile politely and set off in the wrong direction? And suppose a French tourist stops you to ask directions?

WHERE will help you to practise giving as well as understanding directions. It's in two phases, based on a simple map.

The first phase gives you the chance to see what various directions in French mean in practice. A map is displayed on the screen and a set of directions is listed alongside. Select a direction from the list using the cursor keys ↓ and ↑, and press RETURN. A small arrow then traces out your direction on the map. This can be repeated as often as you like.

The second phase tests your ability to give directions. Press ESCAPE when you're ready to try phase 2.

A symbol is placed on the map. It represents a particular location or building and you have to explain how to get there. You do this by selecting one of the three directions displayed alongside the map. Select a direction using ↑ ↓, and RETURN, as in the first phase. Your choice is then traced out and you can see if it leads to the right place.

The test is made up of five questions. Your score is displayed at the bottom of the screen.

Who is it?
	

	


UNIT 2 PROGRAM 2
Filename: WHOSIT

Tape counter:

You're at a party and you're trying to break the ice with someone new. What could be more natural than to ask where he or she comes from? And if you're trying to impress someone with your French, it helps to get your genders right.

This exercise is based on the different ways you can ask such a question. It's in the form of a quiz. You have to work out who, of the six people you can ask, comes from a specified place, or is of a specified nationality. Ask the questions and read the replies carefully, and you should be able to deduce who's who.

The required nationality, or place, is shown at the top of the screen. Questions are displayed three at a time and you choose which question you want answered, and by whom.

To indicate who is to answer the question, place the cursor in front of a name using ↑ and ↓, and press RETURN. Select your question in the same way. The question/answer dialogue (in the form appropriate to the sex of the respondent) appears in the lower half of the screen. Press the space-bar and a new set of questions will be displayed. (Note that the replies to some sets of questions will only provide indirect information - you'll need to use your powers of deduction to get at the information you want.)

When you think you know who it is, press ESCAPE. Indicate your selection by moving the cursor to a name (using ↑ and ↓) and pressing RETURN.
New Town
	

	


UNIT 2 PROGRAM 3
Filename: NEWTOWN

Tape counter:

You're travelling in France and you've just stopped off somewhere for a couple of days. Fortunately, the Syndicat d' Initiative is still open, so you pop in to get a street map (It's printed on page 14). Outside, eager to try out your French on a real live person, you approach a number of poor unsuspecting passers-by to make a few enquiries about the town.

You'd like to know where to stay, where to get something to eat, what places to visit, and so on. In other words, the places of interest to you are:

un hôtel, un café, un restaurant, une boulangerie, une pharmacie, une banque, la poste, la gare, l' église, le musée.
This exercise simulates the ensuing question and answer session. The program is in two phases.

In phase 1, a plan of the town is displayed on the screen. The names of the places of interest are given on separate pads for il y a and où est questions. Type in a question using the form indicated on the pad. (Use the function keys at the top of the keyboard for accented letters.) Read the reply and locate the building on the printed map. You'll find it helpful to make a copy of the map and fill in the locations as you find them. When you've located the places of interest, press ESCAPE for the next phase.

Phase 2 enables you to check how well you have understood the replies of the passers-by in phase 1. The plan of the town is displayed once again, but this time the places you enquired about are marked on it. Compare this with your own version of the map to see if you got them right.

You can either continue with the same town, or you can restart with another town. In this case, the places of interest are given new locations.

You could tackle the exercise in different ways depending on your confidence: you could repeatedly go through the two phases looking for one or two places at a time; or you could search for all the places at once. It's up to you how you structure the exercise. If you find in phase 2 that your version of the map is incorrect, you can always restart with the same town and ask the same question(s) again to see where you went wrong.

There is no scoring associated with this exercise. Your aim is simply to find out about the town, to observe some of the forms questions and answers can take, and to fill in the details on the map.
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Number Learning Aid
	

	


UNIT 3 PROGRAM 1
Filename: NUMBRT

Tape counter:

You don't need to be a mathematical genius for this one. As long as you can count up to 100, you'll find the figures easy enough.

This is an exercise on the numbers 1 to 100 in French. It's in two phases, a learning phase and a test phase.

In the learning phase, when you type in a number, in digits, and press RETURN, the corresponding French word is displayed. Note that the program only accepts numbers up to 100.

Press ESCAPE to get to the test phase. Start by specifying the range of numbers you want to be tested on (1 to 19, 20 to 29, etc.). To select the range, move the cursor using ↑ and ↓, and press RETURN. Numbers are then displayed in written French and you have to type in what they are in digits. Press RETURN to enter your answer and the program will display the correct answer. If you get it right, you gain 10 points. There is no score for an incorrect answer and your answer slowly fades out. The test contains ten questions. As an added incentive, the program records the time you take to answer each question and the total time is displayed with the final score.

Rebuild a Text
	

	


UNIT 3 PROGRAM 2
Filename: REBUILD

Tape counter:

Suppose you're straining to hear what someone is saying amid the hubbub of conversation and traffic noise. Just as they're getting to the interesting bit, a motor bike roars by. Isn't it amazing how often you can still follow what's being said? It's as if your brain fills in the missing bits of the conversation.

REBUILD is an exercise based on exactly this ability to fill in gaps in meaning. It tests both your command of vocabulary and your ability to work out what fits in a particular context.

Your aim is to reconstruct the text displayed on screen. Some of the words are blanked out; you have to fill in the gaps.

Type in any word which you think has been blanked out, and press RETURN. All occurrences of that word, assuming there are any, will be filled in irrespective of the cursor position. (Don't forget to check what you've typed before pressing RETURN - you can use DELETE to correct typing errors.)

You have to reconstruct the text exactly. All alternatives, however plausible, will be rejected.

There are various strategies you can adopt for filling in the blanks: try looking for common phrases, like s' il vous plaît; try our frequently occurring words such as articles and pronouns; examine carefully the words around a gap and take into account the flow of the text.

Where there are expressions containing a hyphen or an apostrophe, e.g. c'est, you can either type in the components separately, i.e. c (with or without the apostrophe) and est, or you can type in the whole phrase at once, i.e. c'est (including the apostrophe).

If you get stuck, there are two levels of assistance. You can 'buy' the next blanked-out letter from the word, or you can 'peep' at the whole text. To buy a letter, move the cursor to the gap using ← and →, and then press the number key 1. This costs you 10 points. To peep at the whole text, press 2. This costs you 100 points.

You start with a balance of 2000 points. Each unsuccessful attempt to enter a word costs 5 points.

If you can't get on with the current text, press ESCAPE and try the next one. There are three texts in all.

When you first attempt the texts, you can expect to lose a number of points. But this is an exercise you can usefully return to. As you get more of the text correct on successive attempts, it'll build up your confidence and you'll find yourself recalling large chunks of good, accurate French. (If you're following the A Vous La France! course, listen to the relevant audio tape and read the accompanying chapter in the course-book before attempting this and subsequent REBUILD exercises.)

Commodity Bandit
	

	


UNIT 3 PROGRAM 3
Filename: BANDIT

Tape counter:

There's nothing criminal about this BANDIT. It's the one-armed variety. Instead of matching cherries and apples, you play with combinations of words.

The aim is to help you avoid the embarrassing experience of going into a shop and asking for a pound of milk, or a litre of apples. So in this case, you have to look for correct combinations of a commodity and the quantity in which it is usually bought and sold.
Three wheels are represented on the screen. They contain, from left to right; numbers, quantities and commodities. BANDIT pays out when the words in the centre of the middle and right-hand windows make a sensible combination. The amount it pays out is equal to ten times the number shown in the left-hand window.

To spin the wheels, press the space-bar. When the wheels stop, examine the combination of commodity and quantity. If you think they go together, press RETURN. If you're correct, you accumulate points - otherwise the machine soon lets you know you got it wrong! You can spin the wheels as often as you like, but each time you press RETURN, this counts as a try.

You only get 10 tries per game.

To maximise your score, you can 'nudge' the wheels into a winning combination. To nudge a wheel, move the cursor under it using ← or →, and press N. You can only nudge a wheel once per spin. You can also 'hold' a wheel, while spinning the others. Do this by moving the cursor to it and then pressing H.

If you can't see a winning combination, just keep spinning the wheels until one appears, or until you spot a combination you can nudge into place.

Your maximum score for ten attempts is retained, so if you elect to restart the game, you have a score to aim at.

What can you ask for?

What can you ask for?
	

	


UNIT 4 PROGRAM 1
Filename: WHAT

Tape counter:

Getting what you want starts with knowing how to ask for it. WHAT deals with everyday items, which you should know how to ask for.

You're presented with a mixed bag of French words and three phrases in English. You have to indicate which of the English phrases can be said using only items selected from the French words displayed.

To indicate which of the English phrases can be said in French, use the cursor keys ↑ and ↓ to move the highlight over your choices, and press RETURN. Note that some of the French words may have to be used more than once.

When you've selected all the possible phrases (there may be more than one), press ESCAPE. A translation of each phrase will appear. Those words which are also present in the set of French words are colour-coded.

You get 10 points for each phrase you correctly select or reject. There are ten sets of phrases so the maximum score for the exercise is 300.

Match Noun and Adjective
	

	


UNIT 4 PROGRAM 2
Filename: MATCH

Tape counter:

Our MATCH is neither a sporting occasion, nor something to light a fire with. Here we tackle the age-old problem of agreement between the sexes - or at least, agreement in gender and number between nouns and adjectives.

What you have to do is match a noun with five possible alternative adjectives. That means you must pay particular attention to agreement in gender and number.

The noun and adjectives are the constituent parts of a possible sentence. The noun is shown near the bottom of the screen; five phrases containing the adjectives are displayed above it. You indicate which of the adjectival phrases, in the form given, matches the noun; they are highlighted for a second or so, one after another, until you select one. To select a phrase, press RETURN while it is being highlighted.
There may be more than one right answer, or none at all. If you think none of the adjectives matches the noun, press 0 (zero).

The correct combinations of noun and adjective (if any) are then displayed at the top of the screen.

You get ten choices and you score 10 points for a right answer.

The exercise combines both a reading and a testing element, and you can emphasise one or the other. You can press RETURN as soon as you spot a correct combination highlighted, and use the list of alternatives as a means of reading a large number of correct sentences in a short space of time. Alternatively, you can delay making your selection until you've jotted down all the acceptable combinations on a piece of paper. You can then use the list at the top of the screen to check your answers.

Hotel Information System
	

	


UNIT 4 PROGRAM 3
Filename: HOTEL

Tape counter:

Finding the right hotel can be a daunting task, but never fear, the Magnificent Micro will soon come to the rescue! Go into the Syndicat d' Initiative in a large French town, ask about hotels, and the chances are that the assistant will just punch a few keys on a keyboard and instantly have to hand a list of vacancies, prices and facilities.

This exercise simulates a Hotel Information System, designed to help you find a hotel to suit your requirements and your pocket.

Your imaginary requirements are set out and a 'menu' screen is displayed. This lists the information pages you can call up. Press one of the number keys marked 1 to 9 to get a screenful of information summarising a particular feature, or a particular hotel. You can press D to remind yourself of your requirements. Once you have selected an information page and noted its contents, press any key to get back to the menu. Consult as many, or as few, of these pages as you need, to find a hotel offering the facilities you want, at the price you're willing to pay.

When you think you know which hotel fits the bill, press ESCAPE. The system then asks you to name the hotel, and checks whether it meets your requirements. You identify your choice by moving the highlight to it, using ↑ and ↓, and pressing RETURN. If your choice is incorrect, the description is repeated and you should carry on working through the various information pages.

This exercise, like many of the others in the pack, includes an element of randomisation, so that information gleaned during one run should be discarded when restarting the exercise.

Testing Sequence
	

	


UNIT 5 PROGRAM 1
Filename: TEST

Tape Counter:
It did seem too good to last - the day of reckoning had to come sooner or later. However, you shouldn't find these exercises too testing.

This is a revision test consisting of four sections. On completion of a section, the next is automatically chained in. They are:

A:
Take Your Pick - a multiple choice exercise in which you pick one of five alternatives.

B:
Fill the Gap - you type in the word or words missing from a piece of text.

C:
Match It - you indicate which answer goes with which question.

D:
True or False? - a comprehension exercise consisting of a piece of text in French and statements about it which may be true or false.

At the start of each of the sections A to D you can choose whether to have a running score and/or the correct answer displayed with each question. (The running score and your overall score are given at the end of each section.) This enables you to run the four sections as simple tests without revealing the detailed marking. You can subsequently repeat the tests without fear of having memorised the right answers. Alternatively, you can indicate that you wish to have both the running score and the right answer displayed for each question.

Anagrams
	

	


UNIT 5 PROGRAM 2
File-name: ANAGRAM

Tape counter:

Here's an exercise to prove that vocabulary revision can be fun. If you're working through the A Vous La France! course-book and tapes, you'll find that this exercise draws on words you've already met!

An anagram is displayed on the screen; you type in what you think the word is and press RETURN. (Don't forget accented letters!)

Don't worry if you're not a crossword fiend - if you get stuck, you can get two clues to help you to find out what the word is. You can give up by pressing 3.

A complete cycle of the exercise consists of a selection of ten anagrams for you to puzzle over. You get 10 points for a right answer obtained without any help. This is reduced to 3 for requesting the first letter of the word and by 5 for the clue to the meaning.

The program chooses from 20 words in total and there are two different clues for each, so you can have several goes at this one.

Story Threader
	

	


UNIT 5 PROGRAM 3
Filename: THREAD

Tape counter: 

The last day of your holiday can be something of a bitter-sweet affair - you're sorry it will soon be over, while at the same time you're looking forward to getting home. But you don't have too much time for reflection; there's all that last minute shopping for goodies and souvenirs, complicated by the fact that your supply of foreign currency is running out. And you've got a boat to catch.
THREAD is a revision activity featuring many of the expressions you should already have met. It provides an opportunity for you to assess how much you can follow of a longish piece of text.

The basic scenario is that you're doing some last minute shopping. You have 44 francs and you want to buy a fruit tart for tea, a bottle of wine to take home, and some stamps, so that you can send off those postcards you've been carrying around for the last week. You'll be back home before your cards reach their destination, but at least they'll have a French postmark!

To begin with the program needs to know whether the story has a hero or a heroine, and whether he or she is married or single. Press either h for homme or f for femme, followed by either m for marié(e) or c for célibataire, as you think fit.

At various stages in the story, you are asked to decide whether you want to go left or right, whether to ask the way, which flavour of ice cream you want (if any), and so on. Indicate your choice at each stage by pressing either 1 or 2.

Be warned: some selections can have unexpected results. You might like to keep a record of the decisions you make and their consequences.

Don't forget the HELP facility (?). In this exercise it gives help with vocabulary.

Telling the Time in French
	

	


UNIT 6 PROGRAM 1
Filename: TIME

Tape counter:

Here's an exercise on telling the time - one to try out on a friendly agent, perhaps.

The exercise is in two phases; a learning phase and a test phase. To move from one phase to the next, press ESCAPE.

In the learning phase, you type in the time in numbers and the corresponding French words are displayed on the screen beneath a clock face. Both twelve and twenty-four hour clock times are given. Type the hour in digits, using the twenty-four hour clock, and press RETURN. Then type in the minutes. Note that the program works to the nearest five minutes.

In the test phase, a time is displayed in French and you have to set the hands of a clock to that time. You move the hour hand using ← or → to go backwards or forwards to the selected hour; the minute hand is moved by ↑ or ↓. When you have set both hands of the clock, press RETURN. A new clock face then appears on the screen and displays the correct time. The time is also displayed in digital form. If your clock agrees with this clock you are awarded 10 points. There are ten questions in the test.

Travel Agent
	

	


UNIT 6 PROGRAM 2
Filename: TRAVEL

Tape counter:

If you travel around France using public transport, you'll almost certainly need to make enquiries at some point about times of trains, buses, planes, and so on. Let's hope you have better luck that the poor client in this exercise.

This program simulates a question/answer dialogue between a confused travel agent and a client. You take the part of the client selecting the destination and mode of transport, and asking the questions.

Unfortunately, the travel agent is new to the business and sometimes makes mistakes. Use the tables on pages 21-2 to decide whether his information is correct.

Start by pressing 1 or 2 to select the destination. Select the mode of transport in the same way.

Having specified where you're going and how you're getting there, you must now decide on the details. Do you want the first train or the last, first or second class, and so on?

Assemble your questions by selecting from the alternatives displayed on the screen. Use ↑, ↓ and RETURN to make your selections. Your questions and the travel agent's answers will appear in dialogue form near the bottom of the screen. Read them carefully and, referring to the tables below, decide whether or not you agree with the travel agent's answer. If you think his answer is correct, press V for vrai, otherwise press F for faux.
You start with 2000 points and lose 100 if you either wrongly accuse the travel agent of making a mistake, or fail to spot an error.

	
	
	
	
	
	
	
	

	
	
	Trains pour Avignon
	
	
	
	
	

	
	
	Horaire
	
	départ
	arrivée
	
	

	
	
	
	
	
  8 h 10


15 h 30
	
  9 h 20


16 h 40
	
	

	
	
	
	
	
	
	
	

	
	
	Prix des billets
	
	première
	seconde
	
	

	
	
	
aller simple
	
	45 F
	30 F
	
	

	
	
	
aller retour
	
	90 F
	60 F
	
	

	
	
	
	
	
	
	
	

	
	
	Lieu de départ   Quai numéro 2 (gare annexe).
	
	

	
	
	
	
	
	
	
	

	
	
	Trains pour Lyon
	
	
	
	
	

	
	
	Horaire
	
	départ
	arrivée
	
	

	
	
	
	
	
  9 h 45


14 h 50
	
  11 h 30


  16 h 35
	
	

	
	
	
	
	
	
	
	

	
	
	Prix des billets
	
	première
	seconde
	
	

	
	
	
aller simple
	
	90 F
	60 F
	
	

	
	
	
aller retour
	
	180 F
	120 F
	
	

	
	
	
	
	
	
	
	

	
	
	Lieu de départ   Quai numéro 1 (gare principale).
	
	

	
	
	
	
	
	
	
	

	
	
	Cars pour Avignon
	
	
	
	
	

	
	
	Horaire
	
	départ
	arrivée
	
	

	
	
	
	
	
10 h 15


16 h 15
	
  12 h 35


  18 h 35
	
	

	
	
	
	
	
	
	
	

	
	
	Prix des billets
	
	
	
	
	

	
	
	
aller simple
	
	25 F
	
	
	

	
	
	
aller retour
	
	50 F
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	Avions pour Lyon
	
	
	
	
	

	
	
	Horaire
	
	départ
	arrivée
	
	

	
	
	
	
	
10 h 50


19 h 50
	
  11 h 15


  20 h 15
	
	

	
	
	
	
	
	
	
	

	
	
	Prix des billets
	
	
	
	
	

	
	
	
aller simple
	
	150 F
	
	
	

	
	
	
aller retour
	
	300 F
	
	
	

	
	
	
	
	
	
	
	


Cloze Test
	

	


UNIT 6 PROGRAM 3
Filename: BLANKIT

Tape counter:

Like REBUILD in Unit 3, this exercise uses a skill we all seem to possess - the ability to make sense of something even if some of the words are missing. It's a skill we use in all sorts of everyday situations, from eavesdropping on a bus, to reading The Guardian.
This exercise is similar in operation to REBUILD in that you have to type in the missing words of a text. But it has some important differences and can be more demanding. The main differences are: you select the criterion used to blank out the words; the symbol indicating that a word has been blanked out gives no indication of the length of the word; and finally, you have to fill in a particular blank (other occurrences of the word won't be filled in).

At the start of each text, you have to decide how the words are to be blanked out; e.g. you can opt for every fifth word, or, all those belonging to a particular group, such as the verbs or the pronouns. Press 1, 2, 3, etc. to make your selection.

The text then appears on the screen. Read it carefully and try to work out what the blanked-out words are. To fill a blank, move the cursor to it using ← and →, then type in the word and press RETURN. Be sure to check what you have typed before you press RETURN - use DELETE to correct typing errors. In the case of adjacent blanks, type in only one word at a time. If the word you enter is correct, it is filled in; if not, you are charged 5 points.

If you can't work out what a particular word is, don't give up, all is not lost. You can 'buy' a word by moving the cursor to the relevant blank and pressing the number key 1. This may help you to work out other blanks. If you really get desperate, press 2 to see the whole text. The complete text will appear on the screen for a few seconds and then quickly revert to the blanked-out version. Buying a word costs 25 points and peeping costs 250 points.

If you're totally stumped by the text, you can always press ESCAPE to move on to the next one. There are four texts in all.

You may find it's best to start with the easier options, such as deleting just the verbs or the pronouns. When you feel ready for a harder test, try deleting a set proportion of words.

Finally, note that the text has to be reconstructed exactly: alternative, however plausible, will be rejected.

Pronoun Match
	

	


UNIT 7 PROGRAM 1
Filename: MATCH2

Tape counter:

This exercise is similar to MATCH, except that here you match a pronoun with possible alternative phrases. See Unit 4 for a more detailed description.

Choosing a Menu
	

	


UNIT 7 PROGRAM 2
Filename: MENU

Tape counter:

Three friends have dropped in on your unexpectedly. You look in your fridge to see what you can rustle up and find you can provide six dishes. The trouble is, your guests have particular likes and dislikes, and are very set in their ways.

Your aim is to construct a three-course meal to suit everybody.

The menu, initially blank, is displayed at the top of the screen. The list of dishes you can provide appears at the bottom, and the likes and dislikes of your guests are displayed in-between. To select a dish, move the cursor to it using ↑ and ↓, and press RETURN.

If the selected dish doesn't conflict with your guests' tastes, and if there isn't a better alternative, it is included in the menu. You can only select one dish per course.

For the purposes of this exercise, pizza is always taken to be a first course.

The exercise contains five menus. You start out with 2,000 points and lose 200 points (not to mention a dear friend) every time you select an unacceptable dish.

Rebuild a Test
	

	


UNIT 7 PROGRAM 3
Filename: REBUIL2

Tape counter:

See REBUILD, Unit 3.

Missing Object Pronouns
	

	


UNIT 8 PROGRAM 1
Filename: OBJECT
Tape counter:

This exercise is similar to ARTICL, except that the missing word is one of the object pronouns le, la, l' or les. See Unit 1 for a detailed description.

Scrambled Words
	

	


UNIT 8 PROGRAM 2
Filename: WORDS

Tape counter:

'Scrambled words' has nothing to do with the electronic devices designed to protect the top secret telephone calls of world leaders. However, your task does involve unscrambling sentences.

A number of words are displayed on the screen. Read, understand, and inwardly digest them - then decide what order they should go in.

To shuffle the words around, first decide which word you want to move. Direct the cursor to it using ← and →, then press either Z to swap the word with the one to its left, or X to swap it with the one to its right. Continue swapping the words around till you think the sentence makes sense, then press RETURN. Those words which are in the correct position in the sentence will turn green (dark). Those words in the correct order will be linked together by a '+' sign. The whole sentence will turn green if you've managed to reconstruct it correctly.

If you're having difficulty, you can always press RETURN after each word you swap. And if you think you'd do better starting afresh with a new sentence, press ESCAPE at any time to abandon the current sentence.

Using Comparatives
	

	


UNIT 8 PROGRAM 3
Filename: TWISTER

Tape counter:

This is a brain-teasing exercise dealing with, among other things, comparatives.

Two statements, relating to some aspect of the physical appearance or temperament of three individuals, are displayed. The statements might be comparisons of the colour of their hard, or their height, or whether they are quick-tempered or placid, and so on. In the middle of the screen, there's a third statement relating to only two of the people. On the basis of the information contained in the first two statements, you have to say whether the third statement is true or false. Press O for oui (letter 'O', not the zero digit '0') if you agree with the third statement, or press N for non if you disagree.

To add a little urgency to the proceedings, a timer ticks away while you are actually thinking. The clock stops as soon as you have typed in your answer. If your answer is wrong, for instance, this lets you read over the three statements at your leisure and see where you went wrong. (The clock also stops if you ask for help by pressing ?.) Press the space-bar to go on to the next set of comparisons.
There are ten sets of statements in the exercise. Your final score and total thinking time are displayed at the end of the exercise.

Scrambled Directions
	

	


UNIT 9 PROGRAM 1
Filename: DIRECT

Tape counter:

Here's your chance to become a director, but unfortunately this exercise has nothing to do with big business or the movies. In DIRECT your task is to unscramble a set of directions.

The exercise is similar in operation and presentation to SCRAMBL, Unit 1, Program 2. The essential difference between the two exercises is that, in order to make sense of the set of directions in DIRECT, you must refer to the map below.
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Groups of Words
	

	


UNIT 9 PROGRAM 2
Filename: GROUPS

Tape counter:

Modern Maths seems to creep in everywhere these days - groups of this, sets of that. Where will it all end? But don't worry, you don't need to be an Einstein to do this exercise.

Here you're looking for three words all belonging to one of the following categories: animals, modes of transport, parts of the body, sport. The presentation is similar to BANDIT (see Unit 3, for details).

As the words in the middle of all three wheels must belong to the same group, you'll find that you need to make greater use of the 'hold' and 'nudge' facilities. No amounts are involved in the program, so the score is a standard 100 points for a successful try.

Scrambled Spaces
	

	


UNIT 9 PROGRAM 3
Filename: SPACES

Tape counter:

And now for the conquest of Inner Space.

A text is displayed on the screen, but unfortunately the spaces between the words have become mixed up with the words themselves. Your task is to put them back in the right place.

Carefully scrutinise the text on the screen, looking for spaces (shown as coloured squares) which are in the wrong place. When you find one, move the cursor to it, using ← and →. To move the space one place to the left, press Z. To move it to the right, press X.

Spaces can be shifted only within the line on which they appear. By convention, all punctuation marks within a line, except apostrophes and hyphens, are followed by a single space.

When you think the text looks correct, press RETURN. All the coloured squares which are in the correct position will then turn into spaces; any squares still in the wrong position remain on the screen. Pressing RETURN before you have finished can be helpful if you get stuck, but it costs you 100 points.

There are three texts in all and you start with a score of 2000 points for each.

Press ESCAPE if you want to abandon a text and proceed to the next one.

Testing Sequence
	

	


UNIT 10 PROGRAM 1
Filename: TEST2

Tape counter:

See TEST, Unit 5.

Anagrams
	

	


UNIT 10 PROGRAM 2
Filename: ANAGRM2

Tape counter:

See ANAGRAM, Unit 5.

Making a Rendezvous
	

	


UNIT 10 PROGRAM 3
Filename:RENDEZ

Tape counter:

Have you ever failed to turn up at a rendezvous? If not, here's your chance. You have to meet a friend at the Hôtel de Ville by 5.30, but unfortunately you're lost.

You have a map, but it just gives general information about various buildings and shop premises in the town, with no details of street or place names, or bus routes.

You can move around the town by pressing N, S, E or O, for Nord, Sud, Est or Ouest.

Make a note of what you discover about the town, perhaps by drawing your own map (copy the one below). Don't be surprised if it takes several attempts before you arrive at your rendezvous, especially as you may encounter some hidden delays.

Randomisation in this program is limited to your starting point and the amount of time you've got. However, as you start from various points on the map, you'll follow various routes to the Hôtel de Ville so there's plenty more to discover when you re-run the program.

	
	C/R
	
	T/C
	
	
	C/R
	
	
	
	
	
	Nord

	
	
	
	
	
	M
	
	
	
	E
	
	
	

	S
	
	
	H
	
	
	
	M
	
	
	
	Ouest
	Est

	
	
	
	
	
	M
	
	
	
	
	
	
	Sud

	
	C/R
	
	
	HdV
	
	
	
	G
	
	
	
	

	M
	
	
	
	
	
	T/C
	
	
	
	
	C/R = Café/Restaurant

E = Eglise

G = Gare

H = Hôtel

HdV = Hotel de Ville

M = Magasin

Mu = Musée

S = Statue

T/C = Théâtre/Cinéma

	
	
	
	
	
	
	
	
	
	M
	
	

	
	
	C/R
	
	E
	
	
	H
	
	
	
	

	
	
	
	
	Mu
	
	
	
	
	
	
	

	
	M
	
	
	
	
	
	C/R
	
	
	
	


Useful Phrases
	

	


UNIT 11 PROGRAM 1
Filename: CONNECT

Tape counter:

'Only connect' so they say. CONNECT is an exercise to help you get your act together when coping when telephones, motor cars, or road signs.

There are three phases to the exercise, each containing five items. A French phrase is displayed on a pad, below it is a list of English phrases. You must decide which of the English phrases corresponds to the French phrase. A timer ticks away as you think.

When you've decided which English phrase connects with the French, select it using ↑, ↓ and RETURN. If the selected phrase is correct, it flashes and you receive a point. The exercise is timed but, as in previous exercises, the clock stops once you have made your selection. This enables you to read over the information on the screen in your own time before going on to the next item.

Scrambled Words
	

	


UNIT 11 PROGRAM 2
Filename: WORDS2

Tape counter:

See WORDS, Unit 8.

Rebuild a Text
	

	


UNIT 11 PROGRAM 3
Filename: REBUIL3

Tape counter:

See REBUILD, Unit 3.

Build and modify a story
	

	


UNIT 12 PROGRAM 1
Filename: STORY

Tape counter:

It is said that we all have a novel inside us waiting to be written. This may or may not be true, but this exercise will at least help you compose a piece of text, albeit within certain constraints.

One of the aims of STORY is to familiarise you with the different forms verbs can take, depending on the gender or number of persons involved, and on the tense in which the text is written. It can be used over and over again, as the number of different texts which can be assembled is very large indeed.

There are two phases to the process: first you build a text; you can then modify it by changing the tense or person.

You build the text by selecting from various sets of components displayed on pads, one set at a time. You make your selection by moving the cursor to the phrase or sentence of your choice using ↑ and ↓, and then pressing RETURN.

Once you have built a text, you can modify it by changing the tense or person in which it is written. The tense can be either present or perfect. To flip from one to the other, press the number key 1. To change person, press 2. You must then specify which person you would like (je, tu ... elles). Press one of the number keys 1 to 8 to select, as shown on the screen. The modified text is then displayed beneath the previous version. Having carefully noted the differences, press the space-bar to proceed. The modified version becomes the current version which can then be modified further, if you wish. If you want to build a new text from scratch, press 3.
The alternatives you are offered in the first phases always follow on naturally from your previous selections, so it's impossible to make up an incomprehensible story.

You can also use the program to test yourself. After assembling your text, decide on the change (tense or person) you wish to make. Write down on a piece of paper, what you think the next text will look like, then select the option to change tense or person. You can then compare what you have written with what appears on the screen.

Who are you?
	

	


UNIT 12 PROGRAM 2
Filename: WHO

Tape counter:

WHO is a sort of guessing game for amnesiacs. You have to discover who you are. In the process, the game will help you to become more familiar with the perfect tense.

Imagine that one day, last October, you had lunch with nine friends in a restaurant in Royan. You then split up into groups for the afternoon. The table on page 30 summarises what each member of the party did; it shows what you all ate and drank with your meal, and how you spent your afternoon. It also gives details of when you moved to Royan.

The program starts by randomly picking a name for you and then selects twelve different clues to help you work out who you are. The clues are displayed on the screen one at a time. Read each clue and consult the table to see which members of the party it could apply to. To see the next clue, just press the space-bar. A timer ticks away while your think.

Continue this process of elimination till you feel you know who you are, then press ESCAPE. To indicate who you think you are, move the cursor to the appropriate name using ← and →, and press RETURN. If you're right, you have the option of another game, otherwise you continue looking.

Clearly, the aim is to work out the answer from the minimum number of clues, in the minimum amount of time.

NOM
PLAT
BOISSON
APRES-MIDI
ARRIVEE
_____________________________________________________________________

Robert
sandwiches
vin
cinéma
avril

Pierre
sandwiches
bière
télévision
août

Liliane
sandwiches
vin
tennis
juillet

Marc
bifteck
eau minérale
télévision
avril

Colette
bifteck
vin
cinéma
août

Barbara
bifteck
bière
tennis
juillet

André
poisson
vin
télévision
juillet

Sophie
poisson
eau minérale
cinéma
avril

Emilie
poisson
bière
télévision
août

Julien
poisson
eau minérale
tennis
août

What can you say?
	

	


UNIT 12 PROGRAM 3
Filename: WHAT2

Tape counter:

See WHAT, Unit 4.

Perfect Match
	

	


UNIT 13 PROGRAM 1
Filename: PERFECT

Tape counter:

This exercise is similar in presentation and operation to MATCH, Unit 4. But here, you have to reconstruct a sentence containing a verb in the present tense. The problem is to match the parts of the verb. See MATCH, Unit 4 for details.

Possessive Adjectives
	

	


UNIT 13 PROGRAM 2
Filename: WHOSE

Tape counter

"Who's been eating my porridge?" said Daddy Bear. Maybe Goldilocks had scant regard for other people's property, but at least the three bears had a good command of the use of possessive adjectives.

Possessive adjectives often present something of a problem in French, so here's some practice. In this exercise, you have to complete the translation of an English sentence by typing in the required possessive adjective.

You will see an English sentence displayed near the top of the screen. Beneath it, on a separate pad, is the corresponding French translation of the sentence. The only problem is that one of the following possessive adjectives has been omitted:

mon   ma   mes   ton   ta   tes   son   sa   ses   notre   nos   votre   vos   leur   leurs

Read the English sentence, and its translation in French, and decide which word is required. Then type in the missing adjective and press RETURN.

The correct adjective will be filled in and colour-coded according to the gender of the noun.

If your answer is right, it will turn the same colour, otherwise it will turn red and slowly fade from the screen.

Don't forget that feminine nouns beginning with a vowel, or silent 'h', take mon, ton and son, instead of ma, ta or sa. When this happens, the initial letter of the noun will remain black to draw your attention to it.

Each run contains a selection of ten sentences. Your score is displayed throughout the exercise.

Cloze Test
	

	


UNIT 13 PROGRAM 3
Filename: BLANK2

Tape counter:

See BLANKIT, Unit 6.

Find the Mugger
	

	


UNIT 14 PROGRAM 1
Filename: MUGGER

Tape counter:

You've marvelled at magnificent Maigret's manipulations of the machinations of the malevolent. You've creased up at clod-hopping Clouseau's clumsy clowning. Now prepare yourselves to welcome the latest scourge of the underworld brought to you exclusively by A Vous La France Software Productions - Inspector Clou-gret!

There's been a mugging and you, the brilliant Police Inspector, are going to solve it. There are five suspects. you can ask each of them three routine questions about their movements on the evening of the crime: where they were; who they were with; what they were doing - you know the sort of thing.

The list of suspects and the text of the three questions appear on separate parts near the top of the screen. Using ↑ and ↓ and RETURN, start your interrogation by indicating who is to answer the first question. Select the question in the same way. The suspect's answers are displayed on another pad at the bottom of the screen.

Note the replies you get and think about their possible implications. You can assume that only one person (the culprit) is telling lies; he may blatantly contradict himself, or tell a different story from the others, or he may be the only one without a corroborated alibi.
Continue with the interrogation until you think you've solved the crime. The way in which you conduct the investigation is, of course, a matter of personal style. You could proceed methodically, asking each suspect in turn one question after another, or you could play hunches, or follow your nose and pursue a line of enquiry to completion, backtracking as necessary. It's entirely up to you. When you feel you have enough evidence to lay before the courts, press ESCAPE. To denounce the criminal, move the cursor to his name using ↑ and ↓, and press RETURN.

This exercise is randomised, so there are plenty of muggings for you to solve.

Scrambled Spaces
	

	


UNIT 14 PROGRAM 2
Filename: SPACES2

Tape counter:

See SPACES, Unit 9.

Memory Lane
	

	


UNIT 14 PROGRAM 3
Filename: MEMORY

Tape counter:

Can you remember when the sun seemed to shine all summer, and show fell all winter, and the man in the moon was just a fairy tale? Ah nostalgia's not what it used to be ... 

Here's an exercise on the imperfect tense.

At the top of the screen you will see a sentence. A verb has been deleted from it. In fact, it's always the same verb as the other main verb in the sentence. Have a good look at the sentence and work out what form of the verb should go in the gap - it should be in the imperfect tense.

Type in the missing verb-form, and press RETURN. (Remember to use the function keys at the top of the keyboard to type in accented characters.)

The sentence will then be rewritten, with the correct verb-form. If your answer is correct, the screen will flash and you score a point. If your answer is incorrect, the verb will turn red and slowly fade from the screen.

The exercise contains a selection of ten sentences.

Testing Sequences
	

	


UNIT 15 PROGRAM 1
Filename: TEST3

Tape counter:

See TEST, Unit 5.

Anagrams
	

	


UNIT 15 PROGRAM 2
Filename: ANAGR3

Tape counter:

See ANAGRAM, Unit 5.

Nantes to Bilbao and back
	

	


UNIT 15 PROGRAM 3
Filename: TRADER

Tape counter

Et pour finir, laissez aller votre imagination.

Vous êtes Julien Ruiz, cousin éloigné de la célèbre famille de marchands du seizième siècle. On est en 1582.

Vous avez un navire et 15 000 livres et espérez avoir bientôt 50 000 livres grâce au commerce entre Nantes et Bilbao.

Vous achetez des produits dans un port et les vendez dans l' autre. A vous de décider ce que vous voulez acheter et de déterminer comment diriger votre bateau.

Appuyez sur 1 ou 2 pour indiquer vos décisions.

Tapez les nombres en chiffres et appuyez sur RETURN pour acheter des marchandises.

Attention aux pirates et

BON VOYAGE!

See over the page for the map.
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APPENDICES

	

	


Follow-up

The authors of the software are carrying out research into the reaction of learners to computers in language learning. They would be very glad of any comments you have on using the software pack. They would also be very grateful if you could fill in a small questionnaire. If you would like to co-operate in this work, please write to:
Dr. M. J. Kenning

Department of Computer Science

University of Essex

Colchester CO4 3SQ

Transferring the software to disc

The program COPIER can be used to transfer A Vous La France! to disc. If you have 40-track disc drives, you will need six blank, formatted discs to store the whole suite of programs. (If you have double-sided 80-track drives, for example, you will obviously require fewer discs, but the principles of transferring the programs remain the same.) You will also need to have the list of program titles (pages 9-10) in front of you. The procedure is as follows:

(i)
Label the individual discs. We suggest you label them:


Units 1-3, Units 4-5, Units 6-8, Units 9-10, Units 11-13, Units 14-15.

(ii)
Check that the cassette machine and disc drive are properly attached to the computer, then switch on the television/monitor and computer.

(iii)
COPIER is at the start of side 3 of the A Vous La France! cassettes. Make sure the tape is fully rewound and place it in the cassette machine. Insert the first disc (Units 1-3) in the drive and type in:


*TAPE <return>


*RUN COPIER <return>

(iv)
Press PLAY on the cassette machine to load COPIER. When the program has loaded, stop the tape, remove it, and place cassette side 1 in the cassette machine. Make sure that it is fully rewound. Press the space-bar to start COPIER, then press PLAY on the cassette machine. COPIER will automatically start to transfer the programs from tape to disc.

(v)
LOAD and SAVE messages will appear on screen. Follow the program filenames carefully, ticking them off the printed list as they appear on screen. Continue until the file TRAP29 has been loaded.

(vi)
Press the space-bar on the computer and STOP the tape.

(vii)
Place the next disc in the disc drive. Press RETURN on your computer and press PLAY on your cassette machine.

(viii)
Follow the filenames through until COPIER has transferred all the files for that disc (See the program list).

(ix)
Repeat the transfer process from stage (vi) until all the programs have been transferred to disc. (Turn the cassettes over when they reach the end of a side: you do not need to halt COPIER.)

(x)
Press ESCAPE to halt COPIER when all the programs have been transferred.

Running the software from disc

To run the programs from disc, simply type in:


CHAIN "filename" <return>

as you do to run the programs from tape.

If you find that the programs won't run beyond the introductory screen, or if you know that your machine is fitted with a separate Network ROM or Teletext ROM, type in:


PAGE=&1900 <return>

before chaining in each program.

You might like to create a menu program to allow you to select the programs from disc. You could also include a !BOOT file to automatically start up the menu on pressing SHIFT-BREAK (full details of how to create !BOOT files are included in the BBC Microcomputer System Disc User Guide.) If you do decide to create a !BOOT file, don't forget to include the PAGE command in the file.
1

