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g DISCLAIMER

The views and conclusions expressed in this

document are those of the author. They are

not intended and should not be thought to

represent official ideas, attitudes, or

policies of any agency of the United States

Government. The author has not had special

access to official information or ideas and ©
has employed only open-source material

available to any writer on this subject.
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This document is the property of the United

States Government., It is available for
distribution to the general public. A loan

s copy of the document may be obtained from the

R

Air University Interlibrary Loan Service
| (AUL/LDEX, Maxwell AFB, Alabama, 36112) or the
4 Defense Technical Information Center. Request
" must include the author's name and complete
title of the study.

This document may be reproduced for use in
other research reports or educational pursuits
contingent upon the following stipulations:

-- Reproduction rights do not extend to
any copyrighted material that may be contained
in the research report.

ateta’atala

~~ All reproduced copies must contain the
following credit line: "Reprinted by
permission of the Air Command and Staff
» College."

Y ~- All reproduced copies must contain the
name(s) of the report's author(s).

-~ If format modification is necessary to
better serve the user's needs, adjustments may
be made to this report--this authorization
does not extend to copyrighted information or
material. The following statement must :
accompany the modified document: "Adapted
from Air Command and Staff Research Report

{number) entitled (title) by
N (author) M
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PREFACE

R TN

In the fall of 1986, the Air Command and Staff College
Associate Programs (ACSC/EPT) purchased a computer-assisted
instruction (CAI) authoring software package and associated
hardware for use in creating CAI lessons for the ACSC seminar
program. The CAI authoring software is the PLATO Design,
Development, and Delivery (PCD3) system produced by Control Data
Corporation and the hardware is the Zenith 2Z-158 personal
computer.

The purpose of this Air Command and Staff College Research
Project 1is to create a CAI lesson using PCD3 which demonstrates
the major capabilities of the authoring language. This lesson
will serve as a "hands on" introduction to the capabilities of
the PCD3 authoring system and can be used by a novice PCD3
courseware author prior to studying the PCD3 user manual.
Additionally, the author of this report provides future users
with "lessons learned"” as a result of three months experience
with this CAI authoring package, a listing of the hardware and
software requirements for running PCD3, and a list of other known
PCD3 users in the military.

The lesson created for this Research Project is contained on
one floppy disk and is approximately 140,000 words (i.e., 140K)
in size. It is on file at ACSC/EPT. A hardcopy of this lesson
is contained in this report.

The author extends a debt of gratitude to Major (Lt Colonel
Select) Ronald E. Daniel, ACSC/EPT, who served as advisor on this
project. He provided both valuable guidance in structuring this
effort and expert advice in solving the real and imaginary
software and hardware "bugs” the author encountered in using
PCD3. The author also thanks Paul H. Pitts, Control Data
Corporation, for providing documentation on the PCD3 system and
technical advice on PCD3 features and functions.
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GLOSSARY

Authoring System - Computer software which allows the user to
create computer-assisted instruction lessons. Examples are
Control Data’'s PLATO Courseware Design, Development, and Delivery
(PCD3) authoring system and McDonnell Douglas'’ Advanced
Instructional System (AIS).

Content - The information (e.g., text, questions, graphics) used
by an author to build a computer-assisted instruction lesson.
This information is entered into the compter by either the author
or a second party.

Instructional Strategy - The logic used by the computer-assisted
instruction lesson author to present material to the student.
This logic would include modularization, decision points,
alternate paths, and external interactions.

Mainframe Computer - Large-scale, powerful computer and

associated peripherals costing thousands of dollars and requiring
dedicated staffs of programmers, operators, and maintainers.
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Chapter 1
BACKGROUND

INTRODUCTION

Dozens of professors are incorporating computers into
their courses, thus ushering in a long-promised era of
"computer-aided instruction,” or CAI, across the
campus. . . . In recent years, the appearance of a
"growing body of good higher education software--a long
awaited critical mass"” has finally enabled the
computers to be incorporated into learning (6:8).

Of course computers can be programmed to do some of the
things that teachers do--for example, give information,
exercises, and tests--but they cannot deal with
unexpected questions or unprogrammed misunderstandings.
Human educators--instructors, trainers, tutors--are
intuitively able to do this rather well, but intuition
cannot, by definition, be programmed. Also, although a
computer screen can be used for displaying text, it is
an uncomfortable and unsatisfactory substitute for the
pages of a book (4:85-86).

The above two quotes offer differing views on the use of
computers in education. People will line up on both sides of the
isgue, but like other great debates, there are no clear cut
answers, This paper does not solve the debate or even address
the pros and cons of computer-assisted instruction (CAI).
Rather, this paper accepts CAI as a given (i.e., the decision to
use CAI has already been made) and examines one of the newest CAI
authoring systems available on the market.

This examination takes the form of developing a CAI lesson
for the Air Command and Staff College Associate Programs
(ACSC/EPT), Maxwell AFB AL, using this new authoring system to
demonstrate its major features. Although the main product of
this report is the floppy-disk lesson on file at ACSC/EPT
(hardcopy at Appendix A), this paper also discusses the steps
followed in developing this lesson, defines the hardware and
software required to run the lesson, discusses some helpful hints
learned while using the authoring system, and lists points of
contact within the military of other known users of the authoring
systenm.
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THE CAI AUTHORING SYSTEM

In the fall of 1986, the Air Command and Staff College
Associate Program purchased Control Data Corporation’s PLATO
Courseware Design, Development, and Delivery Authoring Systenm,
referred to as PCD3. PCD3, released to the public in the summer
of 1986, was developed over a seven year period and is Control
Data’s entry into what their directgr for PLATO development calls
the fifth generation of authoring systems (8:5). This fifth
generation of authoring systems is designed to provide tools for
the CAI author that cover the entire gamut of courseware
development from instructional strategy design to content
building to test and evaluation (8:4). Additionally, the PCD3 *
system is intended to respond to those people in the CAI
community who claim you need a mainframe computer if you want a
powerful CAI authoring capability (3:14).

PCD3 is designed to run on a stand alone microcomputer. To
author PCD3 courseware, the hardware requirements are an IBM-PC
or 100% compatible system; a minimum of 512K random access memory
(RAM); one 5 1/4-inch floppy disk drive and a 10 megabyte hard
disk; and a graphics adapter card. To deliver PCD3 developed
courseware to a student, the hardware requirements are the same
as for authoring except a minimum 250K RAM vice 512K and a second

5 1/4-inch floppy disk drive can be substituted for the hard
disk.

[ RS T N LA LY. . AR LR LTS LIS TS " LIV TN ] R I T T
DAL \’n -‘n','n.'- R DT i e X T 2 X s L) S L) LS Ll ol il ) LT STE 0 ELESN LN Y il :



1 o
.

~_» )
P

e~

e Jion 5 X%

Chapter 2
. INSTRUCTIONAL SYSTEM DEVELOPMENT 2
v
. PCD3 LESSON DEVELOPMENT ﬁ
1]

The purpose of this PCD3 lesson (hardcopy at Appendix A) is

to provide the prospective PCD3 courseware author an appreciation b
of the major features of the authoring software. It is a "hands -
on" view of the system capabilities and is intended to be a 3
prelude to the study of the software documentation. It is not :
intended to teach a prospective author how to use PCD3. That "
task is left to the PCD3 user manual.

Although this is not an ACSC curriculum lesson per se, the N
framework of the Instructional System Development (ISD) process $
was followed in creating this lesson. The following discussion '
addresses the five steps in the ISD process (7:--). n

.‘!‘

STEP 1-ANALYZE SYSTEM REQUIREMENTS ﬂ

&

As previously mentioned, the ACSC Associate Programs ﬁ

purchased PCD3 in the fall of 1986 for use in developing Wb
computer-asgisted education (CAE) lessons for the seminar N
program. The only documentation existing which outlines the PCD3
system capability is a 380-page user’s manual. Since this PCD3
system is new, not only to ACSC/EPT but also to Control Data, no \
demonstration lessons on the capabilities of PCD3 were supplied 3
by Control Data with the purchase of this system. Therefore,
there is a need to create a CAE lesson (using PCD3) which
demonstrates the PCD3 system features as outlined in Control
Data’'s PLATO PCD3 Authoring System User Manual (publication no.
76770763). This lesson would be used by a novice PCD3 CAE author
as a "picture is worth 1000 words" introduction to PCD3 prior to
studying the user manual.

Eacd

.
P

STEP 2-DETERMINE EDUCATIONAL REQUIREMENTS !

Since the target audience for this lesson has no previous
experience with the PCD3 authoring system, the educational
requirements are defined by the contents of the PCD3 user manual. \N
Additionally, since the CAE lesson is presented in a modular
format where the student can pick and choose what he/she desires h
(via a menu), the student can bypass any material irrelevant to G
his/her educational requirements. )

3
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STEP 3-DEVELOP OBJECTIVES AND TESTS
The objective of this lesson is to create within the student
an appreciation for the capabilities of the PCD3 authoring
features. Since this learning experience is more affective

learning than cognitive, there are no tests developed for this
lesson.

STEP 4-PLAN, DEVELOP, AND VALIDATE

The PCD3 user manual was the source of material used to

develop this lesson. The lesson is organized in a topical
pattern and basically tracks with the various chapters in the
user manual. The lesson is broken up into six major segments

with the student being able to explore any and all segments 1in
any sequence he/she desires. These segments are as follows:

Courseware Strategy: This segment corresponds to Chapter 4
of the manual. It discusses the main building blocks of a PCD3

lesson which are the six different lesson nodes--Event, Strategy,
Menu, Decision, List, and File. It also discusses the various
paths through a lesson--linear, branching, looping, and backflow.

Text: This segment follows Chapter 5 of the manual and
discusses the different attributes and enhancements of the text
used in a lesson. Text fonts, size, direction, rotation, and

animation are some of the features covered.

Graphics: This segment corresponds to Chapter 6 in the
manual and discusses the various objects (i.e., box, line,
vector, arc, circle, and ellipse) that can be used to build
lesson graphics. Editing capabilities for graphics are discussed
and examples of graphics are displayed.

Queries: This segment corresponds to Chapter 7 in the
manual and discusses the various features of the query (i.e.,
question) used in a lesson to interact with the student.

Content: This segment corresponds to the discussion of the
Content Base in Chapter 3. It covers what the Content Base is
and the advantages of using it in a PCD3 lesson.

Variables: This segment corresponds to Chapter 8 in the
manual and discusses both the system-defined and the author-
defined variables used to enhance a PCD3 lesson by
individualizing it for each student.

The author will validate this lesson by executing it in the

student mode to check for completeness and proper flow through
and between lesson segments.
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STEP 5-CONDUCT AND EVALUATE INSTRUCTION

The test for completion for this lesson will be its use by
ACSC/EPT in a training program for novice PCD3 authors.
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Chapter 3

HARDWARE/SOFTWARE ENVIRONMENT

LESSON DELIVERY REQUIREMENTS

To run this PCD3 lesson in the student delivery mode, the
following hardware and software are required (2:1-4 - 1-5):

- IBM-PC or IBM-PC compatible with at least 256K RAM.
The software to run a lesson requires approximately 200K RAM,
therefore, an author with a 256K RAM system can write a lesson no
larger than 56K.

- Graphics adapter card and supported monitor (refer
to the PLATO Personality Disk user manual).

- Two 5 1/4-inch floppy disk drives.

- Student Delivery Disk containing the PCD3 lesson and
the files necessary to run the lesson.

The Student Delivery Disk for this lesson is actually two
disks. The reason for two disks is that the PCD3 lesson (i.e.,
file jsl.cd3) 4is too big to fit on the same disk with the
software necessary to run the lesson. The contents of the two
disks are as follows:

Disk #1
File efinition
command.com MS-DOS 3.2 commands.
111.exe Low level library. Controls
hardware-dependent operations
and must be loaded first.
cdiddrive.exe Student driver. Presents
the lesson to the student.
cd3drive.sym Required to execute "load and
do" options.
cd3drive.txt Text for student driver.

pcd3.cst PCD3 authoring system character




File Definition
ps.exe Process switcher. Required

when using a file node.

js2.cd3 A small PCD3 lesson used as a
sample file node in the larger
Jsl.cd3 PCD3 lesson.

tiny.chr Required for tiny text.

tiny.cst

standard.chr Required for standard text.
standard.cst

heavy.chr Required for heavy text.

heavy.cst

bold.chr Required for bold text.

bold.cst

Note: The command.com file is created when a blank disk is

formatted, and all the other files (except the author created
Jjs2.cd3) are supplied by the vendor on either the PLATO
Personality Disk, the three PCD3 Authoring System Disks, or the
PCD3 Delivery Software Disk.

Disk #2
File Definition
command.com MS-DOS 3.2 commands.
jal.cd3 Main PCD3 lesson.
js2.cds3 Extra copy of sample PCD3 lesson
used as file node by jsl.cd3
js2.8tu Student status file used by the

RESTART function. Automatically
created by the system.

RUNNING THE LESSON

This lesson (i.e., Jjsl.cd3) is very simple to run. Just do
the following:

1. 1Insert Disk #1 in the A drive (left, or top).
2. Insert Disk #2 in the B drive (right, or bottom).

3. Turn on the microcomputer to boot the systenm. If
the computer is already on, hold down the CTRL and ALT keys

’ . ; " . < n - a ]
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while pressing the DEL key to boot the system.

4. Press the RETURN key in response to the ENTER NEW
DATE prompt.

5. Press the RETURN key in response to the ENTER NEW
TIME prompt.

6. The A> prompt will appear. Enter "111" and press
the RETURN key.

7. The A> prompt will now come back on the screen.
Enter "ps cd3drive b:jsl"” and press the RETURN key.

8. The computer will now load file jsl.cd3 from the B
drive and execute it. Just follow the instructions on the screen
to step through the lesson.

9. You can terminate the lesson in one of three ways:
a. Execute the entire lesson;

b. From the main menu screen within the 1lesson,
press SHIFT-RETURN which will take you to the final screen and
then press RETURN; or

c. Hold the CTRL key down and press the BREAK key
(labelled SCROLL LOCK) at any point in the lesson.

This lesson was created and runs successfully on a Zenith Z-
1568 (640K RAM) with a ZVM-133 monitor. It also runs (to a
degree) on the IBM-PC compatible Televideo portable computer.
However, since the Televideo only had 256K RAM, the jsl.cd3
lesson (which is 140K RAM in size and needs an additional 200K
RAM for the accompaning PCD3 programs) terminated prematurely due
to insufficient storage.

If a printer is hooked up to the microcomputer, you can get
a hardcopy of a lesson screen by simultaneously pressing the
SHIFT and PRINT SCREEN keys. The hardcopy of the lesson at
Appendix A was printed using two different printers--a Citizen
MSP-10 and an EPSON LQ-800.




NO PRINT

10




Chapter 4

HINTS FOR THE PCD3 AUTHOR

SSONS LEARNED

In working with the hardware, software, and documentation
and during discussions with other users (mainly Major Ron Daniel,
ACSC/EPT), the author gained valuable "lessons learned” that can
be beneficial to future PCD3 authors. One word of caution
regarding these "lessons learned” is that they are generated from
the author’s relatively limited exposure to PCD3 and are not from
someone who can be called an expert in understanding the systenm.

SAVING YOUR WORK

Periodically, "back out" of the PCD3 authoring mode (via
the F8 key) to save your work on the hard disk. The computer has
been known to lock up for no reason during authoring, resulting
in lost effort. Also, after finishing a day’s work, make a
backup copy of your lesson using MS-DOS to copy the lesson from
the hard disk to a floppy disk. If the hard disk is drive c, put
your floppy in drive a and use the MS-DOS copy statement: c>
"copy filename.cd3 a:".

INSERTING A MENU

At one point during lesson development, the author had a
strategy map containing six event nodes (A through F). The
author tried to ingsert a menu at the top of this strategy map
with the goal of converting the six event nodes to menu options.
For some unknown reason, the system would not allow the insertion
of a menu at the top of the strategy map. Instead, the menu node
had to be inserted between events A and B and then the MOVE
command used to move the events to the right of the menu node.
When the author recreated this scenario at a later date, the
system wouldn’t allow the menu to be inserted at any point in the
strategy map.

BACKFLOW

Backflow between djfferent levels of strategy will work
properly only if the "END BACKFLOW" flag for the first node in
the strategy level where backflow starts and each intervening
level (until the stop backflow level is reached) is set to




"FALSE." The default value for this flag is "TRUE." If these
flags are not set, backflow will not proceed beyond the
originating strategy level.

FONTS

There are five system-supplied fonts available for use in a
PCD3 lesson. The five fonts are standard, heavy, tiny, thin, and
italics. Additionally, you may create your own fonts using a
separate Dot Graphics program. However, due to system
limitations, only three fonts can be used in any one lesson.

The standard font is resident in the software and is always
available. Two of the remaining fonts can be specified by the
PCD3 author. To specify these two fonts do the following:

, 1. From the PCD3 Index page in the authoring mode (see
| figure 3-3 on page 3-6 of the PCD3 user manual) press the F9
| (DATA) key.

2. From the File Data Display page (see figure 5-24 on
page 5-27 of the user manual) press "f" for fonts.

3. Press "a" for font a and type in heavy, tiny, thin,
italics, or your own specially created font.

4. Press F8 (BACK).

5. Press "b" for font b and type in heavy, tiny, thin,
italics, or your own specially created font.

6. Press F8 (BACK).
To use these other two fonts you have to first be in the
text mode (refer to Chapter § of the user manual). After
entering the text mode do the following:

1. While holding down the SHIFT key, press the "F4"

”" ”"

key, release, then press the corresponding "a" or "b" key.

2. 1If you are using the tiny font, press the CAPS LOCK
key.

3. You can now enter text in the font you chose.

A few words of caution about using font a or font b, First,
not all the characters that you can use via the standard font are
available in these two fonts. For example, you don't have a
period available. Second, if font a is "tiny" and you enter text
using this font and then you change font a to "thin", your
previously entered "tiny" text will automatically change to the
"thin" font.




RESTART

RESTART is a feature discussed (somewhat) on pages 4-41 and
4-84 in the user manual. RESTART allows the author to designate
points in the lesson for student exit and reentry. These exit
and reentry points must be either menu or event nodes. If you
don’t use the RESTART function, the student can still exit the
lesson at any time (via pressing CTRL-BREAK (SCROLL LOCK)) but
when the student returns to the lesson at a later time, he/she

- will go to the beginning of the lesson, not where he/she left
off.

To set the RESTART flag for an event or menu node, Yyou must

- first enter the node. After entering, press F9 (DATA) and then
choose the restart function by toggling the "r" key until you
have selected "SET RESTART". You then need to create some text
in the event or menu node to tell the student to press CTRL-BREAK
(SCROLL LOCK) if they want to exit the lesson. If they choose to
exit, a file will be created with an .STU file extension on the
disk containing the lesson file. This .STU file will be used to
tell the computer where to restart the lesson when the student
signs back on.

If you set the RESTART flag in an event or menu node, you
need to set the CLEAR PREVIOUS RESTART flag in a follow-on event
or menu node. If you don't use this flag and a student exits the
lesson a second time, he/she will reenter at the first exit point
rather than the second exit point.

Note: When you use a file node in your lesson you must
follow this node with a blank event node that has the CLEAR
PREVIOUS RESTART flag set even though you never used a RESTART
flag in your lesson. If you don’t set this flag, all subsequent
users of this lesson will enter the lesson at the node following
the file node rather than the beginning of the lesson.

The judge on time option for a query is discussed on page 7-
11 of the user manual. What they don’'t tell you is that you
cannot use the RETRY option for an incorrect response if you
Judge on time. For example, if you give the student a problem
with a five minute time limit, the student can’t enter an answer
after three minutes to see if it’s correct and if not, work for

) another two minutes to come up with the right answer. Once an
answer 1is entered, the timer is set to zero seconds and no more
input is allowed. You need to make the student aware of this

situation if you use the judge on time option for a query.

If you create a question and are going to allow the student
to answer more than once if their initial response is wrong, you
need to control how may incorrect tries the student can have.
You can do this by using the system variable "$tries."” See



figure 7-16 on page 7-27 of the user manual for an example.

ANIMATION

The user manual states that you can animate text and
graphics (page 5-23) but they never show you how to animate
graphics and the animation of text example on page 8-48 is
somewhat confusing.

To animate text do the following:

1. Enter the text on the screen. Ensure the text is
entered using the REWRITE mode. Note the x and y coordinates of
the text as outlined on page 8-46 of the user manual.

2. Enter the EDIT function to modify this text.

3. Choose the LOCATION option.

4. Choose the VARIABLE LOCATION option.

5. You will now be asked to specify a variable which
will tell the computer the x coordinate of the text. Enter a

variable name (e.g., xcor).

6. Enter the x coordinate value from step 1 as the
initial value for this variable.

7. Answer the temporary/permanent question and the
description of the variable question.

8. You will now be asked to specify a variable which
will tell the computer the y coordinate of the text. Enter a
variable name (e.g., ycor).

9. Enter the y coordinate value from step 1 as the
initial value for this variable.

10. Repeat step 7.

11. You now need to create the following statements
around the text entry you entered in step 1.

a. erase screen
b. assign xloc # x1
c. assign: yloc # x2

d. repeat x3 times

e. assign: xloec # xloc - x4
f£. assign: yloc ¢ yloc + x5
14
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g, text "Step 1 text in REWRITE mode"

h. end repeat

Notes:

(1) x1, x2, x3, x4, and x5 are variables assigned
by you (see figure 8-27 on page 8-44 of the user manual for some
sample values).

(2) The minus sign in statement e and the plus
sign in statement f will move the text to the left in the x
direction and up in the y direction. Text moved to the left in
the x direction will not paint the screen. Most text moved up in
the y direction will not paint the screen. Two known exceptions
are lower case "g" and "p" which will paint when moved |up. The
use of all capital letters should avoid this problem.

(3) Text moved to the right in the x direction or
down in the y direction will paint the screen.

(4) Statements b and c determine where the text
will be located on the screen prior to animation.

(5) Statements e and f move the text. If you
want to move in the x direction only, eliminate statement f. 1If
you want to move in the y direction only, eliminate statement e.

(6) The # symbol used in statements b, c¢, e, and
f is created by pressing the ESCAPE key.

The only graphic the author tried to animate was a circle.
The same steps as outlined above were followed except the text
was replaced by a circle. The problem encountered in trying to
animate the circle was the inability to draw the circle in a
REWRITE mode. Therefore, when the circle moved, it didn’t erase
itself--it painted the screen.

OTHER PCD3 USERS

Besides Maxwell AFB, there are at least three other military
organizations 1looking at the PCD3 product. These organizations
and points of contact are listed in Appendix B. This information
could prove useful for exchanging thoughts, ideas, experiences,
etc. in regards to PCD3.

15
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APPENDIX A

PCD3 DEMONSTRATION LESSON

Notes:

1. Some screens change automatically (via a timer) in the
actual lesson. This feature can't be demonstrated in this printout.

2. Some screens have flashing items on them. This feature
can't be demonstrated in this printout.

3. Some data on the screens appear on the screen a step at
a time. This printout reflects the "final" screen containing all
the data.

4., On some screens, part of the information is erased and
replaced with new data in creating a new screen for the student.

5. The animation examples in the actual lesson can't be
demonstrated in this printout.

NELCOME TO THE NIDE & WONDERFUL

OF PCD3

23




ho mos of this lesson is to demonstrate sone of the

sign,
gv:rgt”(; ) conutcr-assnsted’n‘ns ructlonf tan
sus en.

information in this lesson is based on the PLATO
Gppegl b
poration, Nimneapolis, WN, -

This 1 11 not t h Inw te us To
- ?ﬂl:. 4 t:‘s’k 933%: have t J.r'% the PCD3
% 7mug Cntro ah Corporation

{ eole
bufbe inp Soslen is

Seunds mxtmg.
Let's

x}”'

Most of the screens you will see will be in this format.

Information for you to read will be in this upper
box while

Any instructions fer you to de
(1.e., pressing a key or keys) will be down here.
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Ips s will change utmticallg *ue’ on elapsed
ti tle o u depress
oer Iil og. mstructed as to which keys to

press ia “box

Nl e s

M asked thr’;s “SHIFT-RETURN™ which means

!‘E?I& . ou can ae ] &reﬁ tagl“l‘ﬂ'

k locate as indicat
qs.l
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short {i.e., Yes, no,
LR o Tl IR o g A L L Ry
Tperrtler. 16 vou make o, alslfly Tp tyeips seu e,
g'ndg:a ed in the kevboar: Siasnu below.

BACKSPACE key -

BT key —
_ o

Press RETURN to continue. I

This_lesson is divided up into six components covering
the following topics:

i. urseware Strategy

2. ?:xt .

3. Graphics

4. ies

9. tent

6. Variables
The next screen will a menu for you to select the
topic you are interested in.

Mhen you finish 3 topic you will be sent back to the
menu to make anether selection.

'T(o ex}t th:hnnu you will ne : to,ltii} ::eus.l.l"{-lﬂgklt
eys from the en, exit fr is lesson a
a0y time press CIRL-BREAK (i.e., SCROLL LOCK).

Press RETURN to continue, I




Nodes

| the letter of cheoice )
e YOUr CNOSr press SHIFT-RETURN to exit mems.

a. COURSEWARE STRATEGY
b. TEXT

c. GRAPHICS

d. QUERIES

e. CONTENT

f. VARIABLES

(- = not available) (¢ = previously selected)

Note: Jo make a selection press one of the a thru f keys.
To exit the wenu and go to the end of the lesson
press SHIFT-RETURN.

R ~EETRITN

f PCD3 lesson is made f numb f
different "muleg tyns?’ or any er o SIX

Thf_llo are presented to a st?dent in a nce
def ined ba 2 he “gﬁ!
is defined by the courseware author.

f sample strategy map is shown on the next screen,

Press RETURN to continue. I




Ilus strategy map is invisible
o the tudent and can only
?e seen by you, the author,
he wap can contain any
combination of nodes.

The six different nodes (each
represented a umque symbol

E,] L‘é] m h can be used
to ereate a co lesson are:
EVE|

srﬁ:& ®,9,E,F)

DEC Sl (9] *
} LE (l)

Press RETURN to continue. |

—

This strategy map on the left
is like a roadmap for the
computer to follow. The data
on the map is presented to the
student fromn top te bottom and
from left to right. In this

would be

follo b
, then
presen entd nn uenu
cholces D E, and
M wit ds 15 nodes

epresen ed b -
and fina l? wou d be

o

resented e student
efore lesson termination.

Press RETURN to continue. |




S0 let's look at the SIX
different nodes.

The next screen will allow
you to select the sequence
in which you want to view
the six different nodes.

m‘l

Nodes

Type the letter of your choice ? .
or press SHIFT-RETURN to exit menu.

Event
Strategy
Nenu
Decision
List
File

- P a 0 W e

(- = not available) {¢+ = previously selected)

Note: Choose the node you want to laok at by pressing one
of the a thru f keys, To exit this menu and continue on
with Courseware Strategy press SHIFT-RETURN.
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#n EVENT node (sgwolized ba 3 ! on the strategy n;)
is the building block of a2 PCD3 lesson. It contains the

instructional materials presented to the student. It can
contain such items as:

Text (as you see on this screen)

graphic.
Questions (known as fire we having fun yet?
queries which allow
student interaction)

To answer the question, please enter
your “"true® feelings and press RETURN.

An EVENT node (symbolized bg ] ! on the strategy m;)
is the building block of a PCD3 lesson, It contains the
instructional materials presented to the student.

U . t can
N contain such items as:

‘: Text (as you see on this screen)

4 Graphics Hi, I'n 2

graphic.

A /

A
Questions (known as Are we having fun yet?
queries which allow yes .
‘ student interaction) Super?

To answer the question, please enter
! your “true” feelings and press RETURN.

30
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(e Lofatma o0

There are no restrictions on the amount of data you
c:n N)lt inte an event (except for disk storage
space).

An _event does NOT correspond to a screen of
information.

An event can contain multiple screens of data.

af ter presenting one screen of data all you have to
do is erase the screen and start over.

For example I'n 90ing to count to 10 and erase this

MI

1,2,3,45,6,7,8,9, 18

THIS IS THE END OF THE
EVENT NODE DATA

Press RETURN to go back to the menu. l
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Nodes

Type the letter of your choice »
or press SHIFT-RETURN to exit mwenu.

i

Event

T W

Strategy
Menu
Decision
List
File

“- % a o

b e .

(- = not available)

(+ = previously selected)

Note: Choose the node you want to look at by pressing one
of the a thru f keys. Tlo exit this menu and continue on
with Courseware Strategy press SHIFT-RETURN.

[ Someres NioE pa
1

picture” of 3 lesson (or
involved in the details o

"levels" of strategy.

A STRATEGY node ( L_f') represents a grouping of other
nodes into a substrategy for presentation to the student.

The use of 3 STRATEGY node allnrws :
ortion thereof) without gegting
the lesson.

The STRATEGY node also introduces the idea of different

information

ou to see the "bi

Press RETURN to continue,

m

N

e




thfurmation
FOR EXANPLE
LEVEL 1 LEVEL 2 LEVEL 3
STRATEGY SUBSTRATEGY SUBSTRATEGY
1ST MAIN 1s7
INTRO 10EA : SUBPO INT
2NO MAIN
BODY —fom 2ND
8 | IDER / SUBPOINT
3RD MAIN
sun -
} MARY IoEA

hishest level

gicture
ubstrategy.
Strategy C at

Level 1 strategy shows the structure of the lesson at the

. 1t consists of Event A, followed by

Strategy B, and finally Event C. §
representation for the 3 itens

Level 2 represents the "hi
the two Events (AB) at the Level

Strategy B is the "bi
2% the Level 2 o

g picture” for
3 Subsirategy.

Press RETURN to continue.

1III!II!I!!MEI1

| iciormation |
F!iillilllllllil FOR EXNELE
LEVEL 1 LEVEL 2 LEVEL 3
STRATEGY SUBSTRATEGY SUBSTRATEGY

1ST MAIN 151
10EA g SUBPOINT
2ZND MAIN
aND
10€A SUBPOINT
3RD MAIN
IDEA

fs you can see, each level of strategy can expand into man
‘if’erent sublevels of strategy (i.e?? subst?gtegies). Y

In this case, STRATEGY node B at Level 1 expanded into
EVENT A, EVEAT B, and STRATEGY C at level 2 and STRATEGY C
at Level 2 expanded into EVENT A and EVENT B at Level 3.

IIII!!III!I!I!I]

Press RETURN to continue.
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E END OF THE
NODE DATA

Press RETURN to 90 back to the memu. |

Nodes

Type the letter of sowr choice )

or press SNIFT-RETURN to exit menu.

+ 3
+bh
e.

d
..
f

Event
Strategy
Nenu
Decision
List
File

(- = not available)

Note'
of the a

FroRET
with Courseware Stratcgg press Sllrl T

(¢ = previously selected)

Choog: ;he nede ?ou uant to look at by pressing one

o exit ¢ continue on




P
A MENU node ( ’ ) allows the ERMLIIM to select

his/her own lesson path by selectlng items from the
screen lsilag shoumgevarxous choices. The important

aspect of the MENU node is that the lll'l’&ill choses
ths }esson path, not the computer (as in the FIAMNCLE
node).

In the strategy map, the menu choices appear to the
right of the MM node.

see a menu containing three

choices as represented by the
three EVENT nodes (B,C, and D) on the strategy map,
Remember, the student sees a menu but not the =tretegg
nap.

& E é u In this case the student would

.
Press RETURN to continue,

information

For examle a MENU node was dlsgla ed to &t:u when you
came into tfus lesson module on “nodes” the screen
it looked like:

i
rategy
Menu

Decision
15
File

Some of the features of a MENU node which you, as an
author, can control are:

!il!&llllmq Used to control how often a student returns
o the menu to nake F selectxon You can have the student
select one iten items, or any number inbetween. You
can also have tﬁe student continue menu selection until a

certain condition is wet (e.g. achieve a certain test
score).

Press RETURN to continue, l

P A Do




RS — |

For exanple a MENU node was dxsgla d to 3nu when you
cawe into this lesson module on "nodes" the screen
it looked like:

Some of the features of a MENJ node which you, as an
author. can contrel are:

MORY Used to show students which items from the
menu have already been selected. This is done with a
"#* sign. For example, accordlng to the menu above,
items a, b, and e have already heen selected.

Press RETURN to continue. |

R ot |

For exanple a MENY node was dlselaaed to Z:u when you
came into this lesson module on "nodes® the screen
1t looked like:

Event

i
b, Strategy
c. Meny
d. Decision
8, Lis

f. File

Some of the features of a MENU node which you, as an
author, can control are:

FHH* Used to determine when students can bggass
aving to make a menu selection. Options avalla e are
never, always, and conditional (you determine t
condition),

Press RETURN to continue. l
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m information

for exanple 3 MENU node was dxsgla ed to 3gu when you
came into ¢ ﬁxs lesson module on “nodes the screen
it looked like:

. ggenz

. rate
Hena .99

. Decision

List

File

LI 2 B I |
-0 2.0 O

Some of the features of a MEMY node which you, as an
author, can control are:

Wﬂ Used to determine under what conditions a
student can select a menu 1tem. For example, you may want
a student to choose the first 1tem on a menu before any

others. In thxs case the menu would look like the one
above., The *-" signs indicate those items unavaiiable,

Press RETURN to continue. l

m information

THIS IS THE END OF THE

MENU NODE DATA

| instructions ||
Press RETURN to go back to the menu. ‘
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Nodes

Type the letter of your choice ) )
or press SHIFT-RETURN to exit menu.

+ 3. Event
+b. Strategy
+¢. HNenu

d, Decision

e. List
f. File

- D

- = not available) (+ = previously selected)

Note: Choose the node ?ou want to look at by pressing one
of the a thru f keys, To exit this wenu and continue on
with Courseware Strategy press SHIFT-RETURN,

.-"‘l.."\.

A DECISION node ¢ - ) is similar to a MEM node
except instead of the JRINMIAM selecting his/her path

thru the lesson, the m:m& ﬁl selects the path based
on criteria set up by you, the author,

Like the MENU node, the author defined choices appear to
the right of the DECISION node on the strategy map.

“ 40
| ‘BaaBaAa

Unlike the MENU node, the DECISION nodes (i.e., B thru
F in_the above portion of a strategy map) are not
displayed to the student for choosing.

Pracs RETURN to continue, '
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Twg items you, as an author, can contral in the
D[CISION node are the ncdg; of presentation of
the nodes and the nodes to he presented,

For exanple, if a DECIS!ON node is a set of 5
%uestlons and you want all 5 questions presented
o the student in se?uence, you set the DECISION
node variables to allow thic to happen.

[ information :

Press RETURN to continue, l

ESEEEsE 0
1. Question #1

a. Ist response,
b. 2nd response,
¢. 3rd response.
d. 4th response,

39

R D NMINEARN av DY A LML Yoy e DU WD T O'M".i 4.'.0.'-' N K AN

PR T N

-
hefie -S4

rPrrS

A 0o A Nt U e N A R RN



Y

2. Question #2

a. 1st response.
b. 2nd response.
c. 3rd response,
d. 4th response,

1. Question #3

3. Ist response.
b. 2nd response.
¢. 3rd response.
4. 4th response.
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4, Question ¥4

a. Ist response,
b. 2nd response.
¢. 3rd response,
d. 4th response,

[

5. Question #5

a. Ist response,
b. 2nd response,.
¢. 3rd response,
d. 4th response,
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Now let's sag zou want to present all § questions to
the student but this time you want the questions
presented in random order. In this case, the student
would see this,

Press RETURN to continue, I

[ |
{. Question #1

3. Ist response,
b. 2nd response,
c. 3rd response,
d. 4th respanse,

42
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2. Question %2

a. Ist response,
b. 2nd response.
¢. 3rd response.
d. 4th response.

o

5. Question #3

a. Ist response.
b. 2nd response,
¢. 3rd response,
d. 4th response,

43
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a. 1st response.
b. 2nd response.
¢. 3rd response,
d. 4th response.

o

3. Question ¥3

[ESEES

4, Question ¥4

3. 1st response.
b. 2nd response.
¢. 3rd response.
d. 4th response.
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Now let’'s say gou want to present any 3 of the §
e student in random order. In

2ugstions to t
his case you would see the following,

Press RETURN to continue,

-

|

2. Question #2

ist response,
2nd response.
drd response.
4th response,

al
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4, Question #4

1st response,
2nd response,
3rd response.
4th response,

g O

[ESEEEEE |

3. Quection #9

a. ist respense,
b. 2nd respense,
c. 3rd responce,
d. 4th response,
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information

END OF THE

THIS IS THE
ISION NODE DATA

: DECIS

Press RETURN to go back to the menu. l

Nodes

Type the letter of your choice » )
or press SHIFT-RETURN to exit menu.

+ 2. Event
+b, Strategy
tc. Menu
+d. Decision
e, List
£, File

(- = not available) (+ = previously selected)

Note: Choose the node you want to look at by pressing one
of the a thru f keys, To exit this_wenu and continue on
with Courseware Strategy press SHIFT-RETURN,

,,,,,,



[P it
The List node ( ;

) indicates how many nodes

are to the right of a MENU or DECISION node, A LIST node

is used when the nodes to the right of a MENU or DECISION
node exceed 5ix.

For Example

If you have a MENU node that looks like

\ dilulafaliln

and you want to add a 7th node to the MENU, your new
map would look like the folloumg

Q>0
Press RETURN to continue. l

m 1nformation

THIS IS THE END OF THE

LIST NODE DATA

Press RETURM to go back to the menu, |
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Nodes

Type the letter of your choice )
or press SHIFT-RETURN to exit menu.

!

+a. Event
+b. Strategy
tc. HNenu
t+ d. Decision
t e, List

f. File

(- = not available) {+ = previously selected)

Note: Choose the node ?ou uant to look at by pressing one
of the a t keys. To exit this menu and continue on
with Courseuare Strategy press SHIFT-RETURN.

A FILE node ¢ é...g )} represents an application outside

the PCD3 courseware. This application could be another
PCD3 lesson or a program (e.g., game, simulation, word
processing).

dhen a FILE node is encountered, the student branches
out of the PCD3 lesson, the ou side agﬁlxua ion is
executed, and the student returns to 3 lesson

to the node following the file node in the strategy map.

Press RETURN to continue. l




e
FOR EXAMPLE
?

o

When a student finishes EVENT D, he/she will go to FILE
E and when that is finished will cowe back to EVENT F.

You wiil now be tewporarily transferred to another
PCD3 lesson outside of this one.

Press RETURN to continue. . l

information

This is a sample PCD3 lesson that you have branched
to. After executing this lesson, you will return
ta the lesson you came from,

Y This is only a sample of the FILE node so the next
* screen you will see will be the last one in this
lasson,

Press RETURN to continue, |
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N

Suipose you' ve developed
esson on US alliances
and another author has
deggloped 3 lesson on

Vou could incorporate
10 lesson into
gour allxance lesson

. y using t LE node
and save gourself a lot
of work.

Press next to go back to the original PCD3 lessen.

m information

Helcomwe back from your excursion outside this lesson
using the FILE node.

1 hope you had a nice trip and appreciate the
usefulness of the FILE node.

Prass RETURN te centinue. !
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F 1nformation

TRIS IS THE END OF THE

FILE NODE DATA

Press RETURN to go back to the menu. l

Nodes
Type the letter of your choice )
or press SHIFT-RETURN to exit menu.

+ a. Lvent
+b. Strategy
4+ ¢, Menu
+ d. Decision
t e, List
+f, File
- = not available) (+ = previously selected)

Note: Choose the node ¥ou want to look at by pressing one

of the a f keys, 1lo exat this menu and continue on
with Courseuare Strategg press SHIFT-RETURN.
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EVENT

STRATEGT
HENU

DECISION

LIST

FILE

information

fode function
CONTAINS INSTRUCT IONAL
MATERIALS
SHOWS LESSON STRUCTURE

INDEX OF NODES FOR
STUDENT SELECTION

bode_Susbol

INDEX 0OF NODES FOR
COMPUTER SELECTION

REPRESENTZ GROUF OF NODES
IN A HENU CR DECISION o
REPRESENTS AFFLICAT ION S

EXTERNAL T2 PCDY LESSON : :

Press RETURN to continue,

i

information

To create your PCD3 lesson containing your strategy
map and the content off all your nodes you use the

$TRATEGY EDITOR

This tditor is veraouser frigndl§ and is thoroughly
ucseribed in the PCD3 Authoring 3y

sten User Manual,

Press RETURN to continue.

i




1formation

LESSON PATHE

He will now leok at the various paths a student car
follow when taking 3 PCDY lesson.

These paths are!

1. LINEAR

2. BRANCHING
3. LOOPING

4. BACKFLOM

Press RETURN to continue, l

[EEEEHEEEE iniormation

In a Linear path, the student flows
dlrect'lﬁ from EVENT A, to EUENT B
to EUE C. There are no ophonal
rontes.

(> > .

Press RETURN to continue. l

<<<<<<



[ gLt

In a Branching path the

o @ ﬁ_-l student selects the path

he/she will follow thru
the lesson.

For example, when the

* student gets to MENU node
he/she can select which

S'M TEGY node (i.e., B, C,

or b) to follow.

Press RETURN to continue. l

[ERECTNTOEN information

0 3| PATH
i |~q A
Looping occurs when
AN __’ come back thru a por mn
By o B U of the Strateay Map ore
an once.

For example, LIST node B
could be 3 series of 13
test uestions which
DECISION node A kees
gom? back to in se echng
questions for student
presentation.

Press RETURN to continue. l
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Normally Strateg¥ Map aE to
botton and left to right (according to the MENU
and DISPLAY node settings),

nodes are processed t

However, the BACKFLON feature can be used to allow
the student to flow “up" a strateg% nag (i.e,, moya
in the opposite direction towards the beginning of
the lesson).

For example, you will now be shown three screens in
succession and then you will have the option on the
fourth screen to back up to screen 1, 2, or 3.

Press RETURN to continue, I

Screen #1

Press RETURN to continue, |

56
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w

Screen #2

L infornation ]

Prass RETURN to continue.

i

m

Screen #3

information

Press RETURN to continue.

i

57
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m information

Let's say screens 1, 2, and 3 cortained information
on topics 1, 2, and 3 respectively and before you

ask the studgnf uestions concerning topics 1, 2, or
' 3 you are going to allow the student to go back and
. review the topics of his/her choosing.

By setting up the proigr BACKFLOW variables and by
following the instructions in the box below, you
could do this.

PRESS | FOR SCREEN 1
FRESS 2 FOR SCREEN 2
FRESS 2 FOR SCREEN 2 FRESS RETURN TO GONT INUE

: Screen #3
R

l: Precs RETURN to continue, |
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RN information

Let's say screens 1, 2, and 3 contained information
on topics i d'3 respectively and before 9ou
ask the studen zuestxons concernxng topics 1, 2, or

3 you are going to allow the student to go back and
review the topics of his/her choosing.

By setting up the proger BACKFLOW variables and by
following the instructions in the box below, you
could do this.

PRESS

1 FOR SCREEN 1
FRESS 2 FOR SCREEN 2
PRESS 3 FOR SCREEN 2 PRESS RETURN TO CONTINUE

information

To temporarily exit from the normal lesson path

use the

RESTART

function

Press RETURN to continue, '
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RESTART allows the student to leave the lesson at Event
or Menu nodes specified by the author and then return
to these designated nodec at a later time,

se the DATA key (i.e., F9 key) from an Event or Menu
node to set the RESTART fiag.

If a student exits from an Event or Menu node (via
pressing CTRL-BREAK) that has the RESTART flag set, the
computer will create a file with the same name as “the
current lesson file with an .STU extension. MWhen the
student comes back to the lesson, he/she will start at
the appropriate Event or Menu as decignated by the
inforwation in the ,5TY file,

Pracs RETURN to continue. I

TILRIDVARE ZTRATES.

information

If 3 student comes back into a lesson via RESTART, you
need o set the CLEAR PREUIQUS RESTART flag in a
subsequent Event or Menu to clear out the old .§$TU data.
This will prevent the student from coming back to this
gldtansfart point 1f any further RESTARY flags are used
in the lesson,

There are po RESTART flage uced in this lesson, You
can exat from this lesson at an time by pressing
CTRL BREAK but when ¥ou cone hack in you will start over
the beginning of the lesson.

For more information about the RESTART function see
pages 4-4]1 and 4-64 in the PCD3 user manual.

[— Progc RETURN to contirue. I
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m information

This is the end of the
COURSENARE STRATEGY section
of this lesson.

You will now go back to
the main menu,

Note: For more information about courseware strategy,
refer to Chapter 4 of the PCDI user manual.

Press RETURN to continue, l
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Nodes

| the letter of vour choice ?
ype YO O e press SHIFT-RETURN te exit menu.

+ 3. COURSEWARE STRATEGY
b. TEXT
c. GCRAPHICS
d. QUERIES
e. CONTENT
f. UARIABLES

(- = net available) (+ = previously selected)

Note: To make a selection press of the a ¢ f Iteys.
To exit o“t'gc end of the
press Slfh% Emu.

L -]
2 s b, 1
g:nns’m ere? of the User's f and will net
MRS s s g TR RN of *The" cing Some
ALIRIRNTES CHMAMCENENT
Hode strike
1. HET e

Press RETURN te continue. |
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Patk

DR

Vi matyon

Mode
1. Write - Allows you to wite normal text such as this.
2. Rewrite - Qllews ”t to wite gver text instead of
deletmg he old text and re-entering the
Example: REMRITING THIS TEXT sentence which is
being rewritten in all upper case.
3. Erase - lllus ru te wite on top of an object and
to creale blinking objects.

Exanple: This sentence will blink
on this screen but not
on a printout of this
screen.

Press RETURN to coantinue. I
P -
Mode (Continued)
‘.

Inverse - This allows you to hishlight text.
Exanple: ;

This xz the end of text modes se new let's look
at text fonts.

Press RETURN to continue.

m]

O O
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- TEXT FONTS @ oo

There are five fonts that are available with PCD3.
They are:

1. Standard - This is text in the standard font.
2. TINY - THIS IS TEXT IN THE TINY FONT,

3. HEMW - THIS IS TEXT IN THE REMW FONT.

4. Thin -

5. [Italics -

1 cannot show you a sample of the last two fong{.
Besides the standard font, which is always available
to you, only two of the remaining four funts can be
used in a lesson,

Press RETURN to continue. I

information

TEXT SIZE

You can use a text font in one of two sizes: normal
or bold.

Standard normal or Standard BOld
TINY NORMAL OR TINY BOLD

HEAVY NORNAL OR HEHW MLD

Once again I am not able to show you thin normal and
bold or italics normal and bold. Serry.

Press RETURN to continue. |
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- TEXT SIZE = o

Of course you can combine inverse, fonts, and size

to set the following:
ANDARD BOLD

Press RETURN to continue. I

o TEXT DIRECTION oo

Text can be written in one of four directions.

1. Right Direction.
This is text written in the right direction.

2. Left Direction.

.noitcgrid tfel eht ni nettirw txet si sihl

’siht esu ot tnaw reve uoy dluow nehl

gnitirw erew woy fi ti esu dluoc uoy sseu
“ble was I ere [ saw elba®

Press RETURN to continue. I




Text Direction (con't)

3. Down Direction 4, Up Direction

W -y

Press RETURN to continue. |

™ TEXT ROTATION oo

Text can be rotated in one of four different directions
while it is being written.

1. © Degrees.
This is text rotated 0 degrees.
2. 90 Degrees.

06 203 [ BC IR}
AL 00N LY 20
RLwg wn 00O

Press RETURN to continue. I

’
3 mwye V0 LE0T
veaLeNN AL R |
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3. 180 desress.

LUIS IS 33X} &) (g9 PasJIas

4. 270 degrees.

aroIenn.

p—
TEXT ROTATION (con't)

4Tk =R AbXe Pe NND

Press RETURN to continue.

M]

d
W_THAT
XT ATT

ZEm3

HANCEME

|

s.

HE'UE LOOKED 4T
T ATTRIBUTES, LET'S GO
gno LOOK AT THE TEXT

Press RETURN to continue.

m
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™ TEXT OUERSTRIKE oo

Text overstrike allows gou to underline or cross out
text without deleting the text.

This is an exanple of text underline.

This is an example of text #vérétriNg.

Press RETURN to continue. I

R ERRINE

TEXT COLOR

Since this is no} : color monitor 1 can't show
You an exanple ext in different colors.

If this Uas a coltr nonitor, text could also be
ﬁit::l‘l n red, blue, or green or any combination
" .

Press RETURN to continue. I
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pnformatyon

™ TEXT ANIMATION

Text can be aninated to a certain degree. For example:

1I'n so happy 1 could Jjuwp for joy.
Hatch the cow so in the barn. _—l

oLo -
-

NOTE ;| ANIMAY ION CANNOT BE SEEN ON THE PRINTED PROOUCT

Press RETURN to continue, l

tnformation

_

This is the end of the

TEXT section of this lesson,
You

the

will now go back to
Main menu,

Note: For wore information about the text features,
refer to Chapter 5 of the PCD3 user manual,

Press RETURN to continue. I
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Nodes

Type the letter of your cheice »

or press SHIFT-RETURN to exit wenu.

+a. COURSEMARE STRATECY
+b. TEXT

c. GRAPNICS

d. QUERIES

e. CONTENT

f. VARIABLES

F ~ EHENIST

(- = not available) (¢ = previously selected)

Note: TJo nakt 3 selection press one of the a thrg f keys,
To exit the menu and g0 to the end of the lesson
press SHIFT-RETURN.

PCD3 has a graphics entry and editing capability.

This Eraphies_capabjlity, which is part of the
PCD3 Lvent Editor, is discussed in detail in
Chapter 6 of the PCD3 user manual.

This section of the lesson will discuss the
basic objects used to create 1llustrat§onf i.e.,
box, line, vector, arc, ellipse, and circle) and
some of tﬁe editing functions you can apply to
these objects.

Press RETURN to continue. l
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The BOX Function

The BOX function allows ¥ou to drav a sguare or
rectangle by specifying two corners of the object.

For example:

Press RETURN to continue. |

information

the two corners of the box you

ickness of the border.

For example: THICKNESS OF 5, 18, 25, -8 AND FILL,
r

Besides speeifzing
also specify the th

Press RETURN to continue. l




Poabe A i gLt gt i N Y

R informatian

Ihe thickness of a box can be ¢, or f (for fill).
A *+% thickness :lots the border of the box outward
while a *-* thickness plots the border inward.

for exawple:

All the boxes above had the same corner points when
lotted. The thickness of the first box is #, the
hickness of the second box is -6, and the third box

has a thickness of fille

Press RETURN to continue, I

trfcmation

F

Once you have created a box you can use the edit
functions to_change its location, size @oth
height and deth) and the thickness of the box.

Me will now look at the line function,

Press RETURN to continue, I

12
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[ Ihe LINE Function

You can enter a line segwent or combination of
se wents via the line function. Select the two
points and the computer will connect the dots.

~

. For example:

Press RETURN to continue. I

F

Once you draw 3 hne !ou can 90 back to it

and use the edit functien to change the length
of the line (sherten or lepgthen) 1t or change
the angle of the line by changing the location
of one of its end points,

Me will now look at the Vector function,

Press RETURN to contimue. l




e " -

]
!
L]
T
¥
»

1nformation

" The UECTOR Function

Uectors can be created by entering the
tail location, the head location, and
the size of the vector head.

For example:

!

e = 2

/ =

Press RETURN to continue.

ml

irformstyion

The head of a vector can vary in size and be open or
closed.

¥se -1 to -255 for an gpen arrowhead.
Use 1 te 233 for a claosed arrowhead.

Note: Default is a closed arrowhead of size 14,
For example:

Head size - 10 -19 30 -30

« -
IR AN A N MU M

Press RETURN to continue.
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1nfo-matian

Once you have entered a vector
u can edit it and change its
ead size, length, and direction.

- —

N

. S

Now we will look at the arc function.

Press RETURN to continue. |

PR -
The ARC Function

To enter arc you specify the start point, any other
point on :ge arc? andpthe gnd point. P Y

T~

[ v v o, S




Once gouenteruarcyouc edit ltb:ail‘..

“'.:fi?fi':.f:t," AR

!

i Origine ¢ with new
ginal are “2.“{ arc v

g N\

Orlgmal
ac

Press RETURN to sontinue, I

i

4 ) >

Press RETURN to continue. I
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The ELLIPSE Function

fn Elll e is d&r specif th oints--the
center, '? ] M’:u ’t'? ax::e :Mnasw other
point on the ellipse

Foer exanple:

— O

Press RETW/N te centinue.

Press RETURN to centinue. |

17




The CIRCLE Function

To create a circle all you have to do is specify
the center and a point on the radius.

For example:
Press RETURN to continue, I

Once you create a
circle, you can
wove it around on
the screen or change
its raduis via the
edi tor,

Press RETURN to continue. I
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How that we've looked at the basic objects used
to create illustrations and some editing capabilities
for these objects let's look at the PATIERN and PAINT
functions you can use with graphics.

2
' PATTERN \

-~

Press RETURN to continue. | ;

Pattern will let you create objects with epen :A
berders. The default is a selid border made
of growps gf 16 dots. You use pattern to specify ¢
o0 nany of the 16 dots to turn on. The remaining —
. dots will then be turned off. '
_ ) ;
P . , -~ - - P -~ - ~ :
- . * ) N ! » '
. Pattern = 4° | Pattern - l" ( Pat;srn = ‘, ¢
\‘ . \\ ’ \\ )
. L ~ e ~ i
- o » - - .y

Press RETURN to continue. I :
)
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Pattern = 3

.......

[ ]
[ ]
[ | Pattern = 7
[ ]
-

Pattern = i

N
\
!

{
/

-....---..-.-l.

Pattern = 14

|
|
|
v

Press RETURN to continue.

_I

P
PAINT

inside

The PAINT function allows to shade the
insi !; an object. you

T

Press RETURN to continue.

-_'l
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SR

14 use the
xﬂlﬁ#&ﬂ te
ocountry.

Press RETURN to continue. l
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MATIOMAL SECURITY POLICY PROCESS
INT'L DOMEST IC

[} 4 [ ]
ENVIRON NAT IONAL OBJECT IVES ENVIRON'T

POLITICAL NILITARY ECONONIC
FB  oaJsECTIVES OBJECT IVES OBJECT IVES

e

NATIONAL SECURITY POLICY

POLITICAL NILITARY ECONOMIC
rﬁ roLICY POLICY PoLICY

POLICY APPLICATION

POLITICAL MILITARY ECONOMIC
O INSTRUMENTS INS RUMENTS INSTRUMNENTS  [=e8—— .
RESULTS

[ Press RETURN to continue. | W

PERSPECTIVE







LOVE IT OR LEAVE IT

AOJUSTED INFLATION INDEM VS ACTUAL INFLATION INDEM

Inflation (%)

24

15

18

fctual Index
fdjusted Index

73-74 7475 76-77 17-7%




COMMAND AND CONTROL

Centralized Direction

WING COMMAND CENTER

Decentralized Execution

WORLD COMMERCIAL JET AZRPLANE MARKEY

Countr¥ (3.1%)
l r% P Q. 7/)
Y P rz 3.94)
e — Coun r* 4.57)
Pons — Country 6 G010
PN Others

Countrg B
,'V 4.3

. e i

1952-1985
$241.7 Billion
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1nformation

Press RETURN to continue.




_

This concludes the
GRAPHICS section of
the lesson,

the main menu,

Note: For more information about the

nanual .

We will now go back to

feature, refer to Chapter 6 of the PCD

graphics
user

Press RETURN to go back to the menu. l

s




Nodes

Type the letter of yowr choice ) .
or press SHIFT-RETURN to exit menu.

+ 3. COURSEMARE STRATEGY
+b. TEXT
+ c. GRAPHICS
d. QUERIES
e, CONTENT
f. UARIABLES
(- = not available) (+ = previously selected)

Note: To make a selection press one of the a thru f keys.
To exit the menu and go to the end of the lesson
press SHIFT-RETURN.

R “NERIER

This section looks at the QUERY features of PCD3.

The QUERY feature allows the student to interact
with the PCD3 lesson.

Basically, a query is a2 question which asks fer
3 student response. You could use 2 rnr; by
itself dm_‘mi a lesson teo check the studeat’s
progress in learning an objective or weu could
use a series of queries for a test at the emd
of your lesson.

o L |

Press RETURN to continue
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He will now look at some of the variables yeu can
set vhen you build a query.

of the student response can be set from one
't'ﬁg characters. pon

For exawple, the following question has the length set
at 6. Enter Dallas, Wouston, and Austin in that erder
to see what happens.

“I;t is the capital of Texas?

Press RETURN after answering the question. |

Ne will now look at some of the variables you can
set when you build a query.

LENGTH of the student response can be set from one
to 128 characters.

for example, the follouing question has the length set
at 6. Enter Dallas, Houston, and Austin in that order
to see what happens.

“l;t is_the capital of Texas?
V2 %iile. Home of the Cowbous but not
quite., Howe e s but no

the capital. Ple:se re-enteg?

incttuctions

Press RETURN after answering the question.




Me will now look at some of the variables you can
set vhea you build a query.

LENGTH of the student response can be set from ene
to 120 characters.

For example, the followi uestion has the length set
at 6. gl:r Dallas, Reus og. and Mustin in {hn erder
to see what happens.
Mhat is the capital of Texas?
) itlmsto »

Please re-enter.

Press RETURN after answering the question. I

He will now look at some of the variables you can

set when you build a query.
LENGTH of the student response can be set from one
to 128 characters.

For example, the following question has the length set
at 6. Enter Dallas, Houston, and Mustin in thal order
to see what happens.

What is the capital of Texas?

ustin
Uery good?! That is correct. -

MNotice that you could enter "Housto™ but not "Houston®.

Press RETURN to continue. l
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You can designate the respense promet you want to use
(i.e., you don't have to use the *I" symbol for the
prmb and you can make the response invisible.
For example:
What is the pa d which will allow you to
escape this :..3?'6:..? Mint: Try angthgng first)

fnswers

Press RETURN after answering the question. '

[ 11 ot Matian

You can designate the response prgat you want to use
(i.e., you don't have to use the synbol for the
pronpt) and vou can make the response 1nvisible.
For example:
What is the password which will allow you to
escape this question? MHint: Try anything first)
finswers

son't tell anyone but the password is BlueStrike.
lease re-enter.

Press RETURN after answering the question. l

9




_

Yo designate th onse prowpt wint t {]
(re"you don't have to use the 3% syubel Tor the
prmb and you can nake the response invisible.

for example!

What is the passwerd which will allow you to
escape this question? (int: Try anything first)

Correct! Very good. Don’t forget to keep the
:ﬁ::ord under waps. Thanks from the m.

I HOPED YOU LIKED THE NEW ANSWER PROMPT AND THE
INVISIBLE ANSWER FEATURES .

Press RETURN to continue. I

[ Lo

Another feature of the query is leaving an incorrect
student response on the screen while he/she tries again.

For example:

I'n_thinking of a number between | and 10. What
is it?

Answer+ 4
Please try again.

Prass RETURN after a ing. Use ml
BACKSPACE keyato.:ra's‘:.:'ftllngnsur before trying again.
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_ 1rniormation

fnother feature of the query is leaving an incorrect
student response on the screen while he/she tries again.

For exanple:

I'n_thinking of a pusber between 1 and 18. Hhat
is it?

finswer+ 6
Congratulations. You got it.

Press RETURN after answering. Use ”
BACKSPACE key to erase old answer before trying again.




e
-‘,v.‘.

(R

You've already seen length used to control the number
of characters allowed in the student response.

You can also use length to automatically initiate the
'udgnng of student's response instead of waiting
or the student to press RETURN to start judging.

For example, in the followxn? multiple cholee question,
Judging starts as soon as a letter is pressed.

fis of 30 Sep 85 what percent of the USAF total
active-duty strength was stationed outside COMUS?

g. }35 Answer+ 2
c. 2% Incorrect. Please try again,
d. 26% _
[

You've already seen length used to control the number
of characters allowed in the student response.

You can also use length to autonatlcally initiate the
iudglng of the student’s resnonse instead of waiting
or the student to press RETURN te start judging.

For example, in the follouxn? multiple choice question,
Judging starts as soon as a letter 1s pressed.

fis of 38 Sep 85 what percent of the USAF total
active-duty strength was stationed outside CONUS?

g. %g& finswer+ ¢

c. 22 Right ontt You win a PCS to

d. 26% Guan for ansuerxna torrectly,
We will notify MPC right away.

-
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Norwally a student can have as much time as he/she wants
to answer a query. If you want the student to answer
1n a specific anount of time you can set a timer,

For example:

You have 120 seconds to list the three state
capltals that have National Football League (NFL)
teams, If you fail to ansuer properly in the
time llnxt ?our TV football watching grxv:!eges
are revoked for one year. Good luck thteeee

finswer+ denver atlanta buffalo
Sorry. You might want to sell your TV,

The correct answer is Denver, Indxanapolls,
and fAtlanta.

Enter the three cities with a space
between them and press RETURN.

[(Lo3ii ] L infornation | :

Spelling and capitalization are also controlled by
the PCDI courseware author.

g™ .

For example, the following question has both the
spelling and capitalization features turned "off*.

"“ - - -

Name the President of the United States who was
elacted in both 1980 and 1984,

(Mote: ronald Raggun, runold regin, runald
ragin, etc. wil Judged correct in this X
question) :

O -~y

[ o

finswer+ runald raygun

Excellent. Your political astuteness is to be
commended.

Press RETURN after answering. |
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Now let's try the same question with spelling and
capitalization turned “on®.

Name the President of the United States who was
elected in both 1986 and 1984,

(Note: ronald Raygun, runold regin. runald

Answer+ ronald reagan
Please re-enter.

ragin, ronald reagan, etc. will
incorrect in this question)

e Judged

Press RETURN after answering.

B

capitalization turned "on".

incorrect in this question)

finswer+ Ronald Reagan

commended.

Now let's try the same question with spelling and

Name the President of the United States who was
elected in both 1980 and 1984,

(Note: ronald Raygun, runold regin, runald

ragin, ronald reagan, etc. will be judged

Ixcellent. VYour political astuteness is to be

Press RETURN after ancwering,

-
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information

You can use the spelling feature to create matching
questions.

For example, match the city (col 1) with its ajr
force base (col 2}, MNote. There are wore bases
than cities. VYou have 3 tries to get it right.

- Col Col 2

1., fbilene, TX a. Griffiss AFB

2 den, o h. Francis E. Harren QFR
- 1 eyenne, WY c. March AF

4, Sacramento, CA d. Dyess AFB

3. Rome, NY e, Grissom AFB

6. Pery, IN £, Mather AFR

Hill AFB

Answers 1d 2b 3q 4f 5a e
Incorrect. Please try again.

Enter answer in following format: m‘

l1a 2b 3c 4d Je &f (press RETURN). |

F

You can use the spelling feature to create matching
questions.

For example, match the city {col 1) with its air
force base (col 2), Note: There are more basec
than cities, You have 3 triec to get it right,

Cel 1 o] 2

1. Abilene, TX a. Griffiss AFR

2. Ogden, 0T b. Francis £. Warren AFE
. 3. Cheyenne, K WY ¢. March Af8

4, Sacramento, cA d. Dyess AFB

3. Rowe, e. Grissom AFB

6, Pery, IN f. Mather AFB

g, Hill ArB

fAnswer+ id 29 3b 4f 53 6e
How 141Y A ctudent of military gesgraphy no daubt,

Enter answer in following format:
1a 2b 3¢ 4d e &6f (press RETURN). |
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f final query item to diccuss is the use of the update
function for student feedback. You've alrsady ceen
feedback (in the form of a few lines of text) as a
result of answering previous questions,

However, feedback can be more than a few lines of text.
flso, feedback can be left on the screen and not erased.

lat's go back and look at Texas and the area of a circle,

Press RETURN to contine. l

m The capital of Texas is:

a. Dallas

b. Houston finswer+
¢. fustin

d. San Antonio

Note: Answer a, b,
d, and ¢ in sequenca
to zeo what happens,
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the capitai.

The capital of Texas is:
a. Dallas .
b. Houston answer
¢. Austin
d. $an fintenie
i 1
i / —— Dallas is home to
! i | ﬂnerlca s" tea? & ‘
e — . but 1t is no
i - 7 the capitai,
| . ,
» } Y
. §
~. [
“ :
\ - .—"“.
A AN ~
S Ay -
Note: Answer a, b, N, -
d, and ¢ in sequence |
to see what happens. ;
[ The capital of Texas is:
a. Dallas
b. Houston Ancwers
¢c. Austin
d. San fntonio
i :
; —— Dallas 15 home to
: . : “merica’s” team &
| e R. but 1t 15 not
{
I

‘-"“-J"

Note: Answer a, b,
d, and ¢ in sequence
to see what happens,

[——— Houston l: the
largest L‘Lu in

' ___l; Texas but it's
. ._ not the udPltdn.
" =
‘ San fnt on.o is home o
- four air force bases but
. ; i5 not the capitsl.
—




. .
' h‘,'a'.h‘.h i RO 20 M YL 5

a. Dallas
b. Houston c
¢. fustin
d. San fintonio
! E — Dallas 1s hone to
! _L_ nerlca sb Eea: & ¢
! o — ut it is no
| T 1 the capital,
| : \
—_— '\
A Congratulaflons.

* gtate capital.

The capita]l of Texas is:

r--j- Houston is th
largest c1t
j Texas but i
not the capltal

You found the

|
— w -
- .-'

. -
; -

___,——f- $an Antonio is home to
1 fowr air force bases but
l is not the capital.

— - radius = 3 inches,

The area of the above circle is:

3., 28.27 square inches
b. 26.19 square inches  Answers _
c. .62 cquare inches
d. 29.14 square inches
Note: Answer b, ¢, d,

and a in sequence to
see what happens,
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J/ * f‘:"t
\ ]

a. 28.27 square inches
b, 26.19 square inches
c. 38.62 square inches
d. 29.14 square inches

Rint: frea = Trr?l

TT = 3.1416

radius = 3 inches.

The area of the above circle is:

finswer+

Note: #nswer b, ¢, d,
and a in sequence to
see what happens,

B
—
e i \"\ =

/ -
l’ # ’Kx
\

/

-~

a. 28.27 square inches
b. .19 square inches
c. .62 square inches
d. 29.14 square inches

firea = rr 2
TT = 3,146

Hint:

radius = 3 inches.

The area of the above circle is:

finswers 23

Correct. MWay to work
that formula tt¢*¢

Note: Answer b, ¢
and a in seaquence
see what happens.

d,
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. radius = 3 inches.
/
-/
” !
_

e

3
\___\_p __/"/

The area of the above circle is:

28,27 square inches
26,19 square inches 2
.62 square inches
29.14 square inches  Correct. MHay to work
that formula t401¢

Hint: frea = Trr? Press RETURN
T - 31816 to continue.

m information

This concludes the
?UERV section of this
es550n,

You will now go back to
he main menu.

Note: For more information about the query
featuge, refer to Chapter 7 of the PCD3I user
manual,

Press RETURN to go back tc main menu. l
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Nodes

Type the letter of your cheice »
or press SHIFT-RETURN to exit menu.

+a. COURSEMARE STRATECY
+b. TEXT

+c. CRAPHICS

+4. QUERIES

e. CONTENT

f. VARIABLES

(- = not available) (¢ - previously selected)

| Note: }o nak: a :elech:: presi m:'el of ‘t'he'a“t.hrlllef keys.
o exi nenu o to the end o e lesson
press SIIIFT-IEMN. ds

fea Er"? of PCD3 which is very helpful is

|
' [
The CONTENT BASE, which you as an author create,
is like a hbrarg of data, It can consnst of test
) stions, individual graphic itews, com
1llustntions, textual in ornatlon, or whatever
| you desire,
‘ Onee ou Ht ﬂns mfornatlon in your library (i, e o
u can *withdraw® this data_at

tme and use i where in your lesson. This
. a ows you to create t e data once and then use it
over ever, hls feature is also handy in updating
your esson lf drawing you use 10 times in a lesson
neds l sml have to do is update it once
in he E and this updated drawing will now
be used in the 10 areas of your lesson.

Press RETURN to continue. I
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For exangle. the two boxes On this screen {i.e., the
"information” box and the "instruction® bex) were
drawn once and put intn the CONTENT BASE,

I then used these boxes over and gver again in
this lesson by just calling them in from the
CONTENT BaSE.

Presc RETURN to continue. I

~ Uf"
ey
e SO\
This map was drawn once |\ AN
and put in the CONTENT | ™ AN
ans 50 nor 1t can be S8 A0
used many times. L )
y SR
-y i _'v / \
AV
: 8. .. R
For exawple . . S35 A .
AN {_-"‘L-’ I
o ;o ;
B
ol P -~ -
§ oS L G
) 14 EA - \}—'-f-r'
T
. > R N
¥ oA SN
1 3
hd_ _.f‘ — _
e’ — = )
Precs RETURN to continue.
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Fati :F ~ ,— ’
I could have this L T
section of the lesson | ™ SR
about France A
while . . .
e
Press RETURN to continue,
— -
AT T
;1-‘-\1\ / v-""u. . — ‘.pA i
Somewhere else in L LA R
the lesson | could ~ ST
have a section on AT
Spain, St
Press RETURN to continue.
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m infarmation

When you first come into PCDI you seer the following
menu:

CONTENT

STRATEGY

Ta get to the CONTENT BASE you would enter "c®

and press RETURN, Once you enter the CONTENT BASE
Just follow the instructions (see pag 3-38 in the
user manual for more information on the CONTENT BASE).

Press RETURN to continue, I

m information

This concludes the
CONTENT BASE portion
of this lesson,

You will now go back
to the main menu.

Pracc RETURN to go back to the menu. '
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Nodes

Type the letter of your choice » ]
or press SHIFT-RETURN to exit menu.

+ a, COURSEMARE STRATEGY
+b. TEXT
t c. GRAPHICS
td. QUERIES
+ e, CONTENT
f. VARIABLES

1
1
1
|
|
i
i
]
[}

(- = not available) (+ = previsusly se!entedf

Note: To make 3 selection press one of the a thru f keys.
To exit the menu and 90 to the end of the lesson
press SHIFT-RETURN,

|
[y

s an author gou can use uariab!es‘ either systew
defined variables or ones you create, to tailor
your lesson for each student.

Variables can be used to keep track of such thinge |
as a student's name, the number of times he/ste
tries to answer a question, the time it take:z to
answer a question, and a student's test score.

Press RETURN to continue, !
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m information

For example, you could create a variable to keep
track of the student's name.

Hi. Mhat is your name?

finswer+

Entsr your name and press RETURN. |

[ aaiaiic
For example, you could create a variable to keep
track of the student's nawme,

Hi. Hhat is gour name?

finswer+ John Sather_

Enter your name and precs RETURN, ’

X il
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information

For exanple, you could create 3 variable to keep
track of the student’s name.

Hi. Mhat is your name?
John Sather

Helcome to the PCD3 lesson John Sather.
1 hope you are enjoying yourself.

Press RETURN to continue. I

m information

You can use the variable feature to tell the
student the score he/she achieved on 3 test,

‘ For example, I will give you five questions ard
| when you are done 1 will give you your score,

These ?uestlons deal with In each que:tion,

you will first see two capitalize words. Try to

- establish a relationsh 1{ etween these two words. Then
select from the five lettered word-pairs that word-pair

which bears a relationship which is the same ac that of

the two capitalized words,

‘S;:cﬁ:e for questxons. %hﬂag&n_aemude-lesl for

GOT IT?
Press RETURN to continue, m
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1. REALTH @ LUXURIES

enenies | friends
sandwich | bread
ticket . admission
crying ! sgngathg
story ! mora

oL ro

fincwers _

information

Press a, b, ¢, d, or e,

-

1. WEALTH : LUXURIES

3. enemies ! friends
b, sandwich : bread
c. ticket ! adnission
d. crying ! sympathy
e. ctory ! mora

d

Sorry, The correct answer is c.

night be correct 1f 5y
are both material fhxngs

Wealth enables one to obtain luxuries just as a

ticket enables one to obtaxn admission, Choice d
nia hy were substituted with

some thing material uxuries and admission

Press RETURN to continue,

.
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2. PEAK @ SUMMIT

ipformation

mutation : change

gun : soldier
elementary : advanced
switch ;| current
foreign : native

Press a, b, ¢, d, or e, l

1nformation

2. PEAK © SUMMIT

M L Trw

mutation . change

gun : soldier
elementary : advanced
switch | current
foreign ! native

]

Uery good ¢

Summit is simply another word for a peak, Just
as change is another word for a mutation. None of
the other choices are synonywous.

Press RETURN to continue. I
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3. ANGLE : DEGREE

. letter ! alghabet
milk © quart
area . square inch
tine : minutes
society ! classes

M Q.0 oro

finswer+

Pracs a, b, ¢, d, or e. '

| 27 CELED information

3. ANGLE : DEGREE

2. letter | alphabet
b, milk | quart
c. area ! square inch
d. time ! minutes
e, sosciety ! rlasses
[
Yery good ¢

One measures an angle by means of the degree,
Just as one measures an area b? means of the
square inch. Each 15 the smallest measurine unit
for each of the things to be measured. Tiwe can .
also be measured in seconds, Milk can also be
meacured in pints.

Pracs RETURN Yo continue, I

PR P
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4, SHIP : HARBOR

3., flower : garden

b. village : pecple
¢. nest : bird

d. editor : newspaper

. g, car ! garage
finswers _

Press a, b, c, d, or e, I

m information

4, SHIP : HARBOR

. f!?rer : garde¥
village ; people
nest ? birs F
editor | newspaper
car . garage

Moo orew

a
Sorry, The correct answer is e,

Just as a ship is always entering or leaving a
harbor, where it is naturally suited, 2 car is
always entering or leaving a garage, where it too
is suited. Nonpe of the other choices are
analogous in this way,

.
Press RETURN te continue. l
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m information
. MUSIC : GUITAR
3. ctamping ’ neoise
h. water | ocean
£, windows ; house
d. words ;| tupeyriter
e, tears | sorrow
Answers
] ] instructions M
Prezc a. b, ¢, d, or e, ;

VAR IABLES. information

3. MUSIC :© GUITAR

3, ctamping ' noice

b, water ! ccean

c. windews ; houce

d. words ! typewriter

o, tears ! sorroy \
d

Very goad *

1]
L]
- 4
]
f instruciions
i Prac: RETURN fr noptinea,
L |
[}
114
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m information

Thanks for taking the test.

You got 3 questions right,

Your score is 6@ 4% correct.

Press RETURN to continue, l

m information

This is the end of the
VARIABLES section of the
lasson,

You will now go back to the
Main menu,

Note: For more information on variables, refer teo
Chapter 8 of the PCD3 user manual.

Press RETURN to go back to the main menu, l
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Nodes

Tgpe the lefter of your sheice »
or press SHIFT-RETURN to exit menu.

+ 3. COURSEMARE STRATEGY

! + f. UARIABLES

$b. TEXT !

+c. CRAPHICS :

+d. QUERIES |
+e. CONTENT ,
|

- = not available) (+ = previgusly celected)

Note: 1o naka 3 selection press one of the a thru f keuys,
To exit the menu and g0 to the end of the lesson
p"ess SHIFT-RETURN.

information

You have come to the end of thic PCD3 lesson. This
lessan was intended to demonctrate some of the basic
features of the following PCD3 capabilitiec:

courseware ctratesy
taxt

graphics

queries

content

variablas

For more detailed information about thece ‘opics, refar .
to the PCD2 user manual.

Good luck 1n using PCD3. '

Press RETURN to end the lesson. L
Fress SHITT-RETURN to go back to the main menu.
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Appendix B

List of Other PCD3 Users
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NO PRINT '
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APPENDIX B

The names and locations of three other military
organizations wusing the PCD3 product were provided to the author
by Jera M. Poole, Program Marketing Manager, Government Systems
Marketing, 133 Hospital Drive, Ft. Walton Beach, FL, 32548, tele.
904-244-7173. Telephone interviews resulted in the following
information:

1. PCD3 is being tested for possible use in the Armor
School at Ft. Knox, KY (10:--). They are currently using PLATO
on a mainframe and are investigating the feasibility of using
PCD3 in such courses as the Armor Officer Advanced Course, Middle
Management Training for Armored Cavalry, Combat Support, NBC
Warfare Training, Air Defense Artillery, and Field Artilloery.
Courses in the areas of maintenance and leadership are also bheing
considered for usage with PCD3. Point of contact is:

Maj Tim Carroll
Chief, Computer Based Training Division
Autovon 464-5934, 7462

Mailing address:

Commandant, US Army Armor School
Attn: ATSB-DOTD-CBT
Ft. Knox, KY 40121-5200

2. PCD3 is being tested for possible use in the Academy of
Health Sciences at Ft. Sam Houston, TX (9:--). They are
currently wusing PLATO on a mainframe and are investigating the
feasibility of using PCD3 for their training in courses covering
enlisted medical training, officer computer literacy, drill and
ceremony, nursing, and pharmacy. Point of contact is:

Dana Baker
Autovon 471-3375, 6352

Mailing address:
Commandant, Academy of Health Sciences

Attn: HSHA-ILR
Ft. Sam Houston, TX 78234-6100

3. PCD3 is being considered for use in all the core courscs
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at the US Air Force Academy (11:--), They were waiting for the
December
interactive video support for PCD3 before making any further
evaluation of the product. Point of contact is:

1986 release from Control Data Corporation of

Maj Mike Carter
Director, Computer Based Education
Autovon 259-4195
Mailing address:

USAFA/DFXP
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