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Introduction

Third in the award-winning Early Learning Series, Sammy’s Science House joins

Millie’s Math House and Bailey’s Book House in bringing your students a world
of learning and hours of fun. With its colorful characters, animated pictures,
friendly voices and engaging music, Sammy’s Science House nurtures
children’s curiosity and encourages a sense of wonder and joy in discovering

the world of science around them.

5%; Sammy’s Science House provides five engaging activities that help
X children practice sorting, sequencing, observing, predicting, and
Z%’"’““ constructing. Children learn simple scientific classification and
- discover how plants and animals live and respond in a pond
environment. They build toys and machines to print and read and print a
€E D> “Field Notebook” of interesting information about animals.

Four activities have an Explore and Discover Mode and a Question and Answer Mode so that
children use divergent and convergent thinking. These experiences help children practice both
their creative thinking skills and their logical reasoning skills.

The Curriculum Connections section in this Guide provides dozens of interdisciplinary teacher-
developed activities for use in the classroom and at home. Reproducible activity sheets and
illustrations are included to provide additional learning opportunities before and after using
the software.

Powerful technology and proven educational methods have been combined in Sammy’s Science
House to ensure success for a wide variety of students. Spoken instructions allow pre-readers and
readers alike to work independently. Built-in scanning is available for single switch users. Using the
computer as a tool, students gain a sense of accomplishment and skill as they create, play, and learn.
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What's in This Guide? -

Introductory information (pages 2-9)

= Steps to Start information*

= Visual overview of the program

= Activity descriptions

= Learning opportunities matrix

= Program navigation for teachers and students

= Suggestions for introducing Sammy’s Science House to your students
= Reproducible quick reference pages for your students

Activity by Activity in Sammy’s Science House (pages 11-31)

Helpful information about each activity including:

= Overview, giving a summary of the activity, learning opportunities, and suggested
extension activities for home and school.

= Explore and Discover Mode, explaining how your students can learn by experimenting in the
activity.

= Question and Answer Mode, explaining how a character asks a question and is looking for a
“right” answer. The character also offers gentle help and fun rewards.

= Together Time Activities, offering suggestions for easy, at-home activities which integrate
learning into everyday situations.

Adult Section (page 32)
= How to set program options for your students
= How to adapt the program for students with special needs

Curriculum Connections (pages 33-72)
= Suggested activities, which can be integrated within many curricular areas. These activities
strengthen the learning opportunities found in Sammy’s Science House.

= Reproducible sheets (for student handouts, bulletin board headings, and overhead transparencies),
which can be used in conjunction with Curriculum Connections activities.

= Suggestions for using Sammy’s Science House with students with special needs.

Technical Information (pages 73-74)
= System requirements, setup instructions, and troubleshooting

*Note: All software illustrations are taken from the Macintosh version of Sammy’s Science House.



Steps to Start

1.Check to be sure Sammy’s Science House is installed.
= |f the software has not been installed, please see Setup Instructions (page 73).

2.Read the Teacher’s Guide.

» What's Inside Sammy'’s Science House (page 4) and Moving Around the House (page 6) will
help you begin using Sammy’s Science House immediately. Curriculum Connections (pages
33-72) offers additional suggestions and supplemental materials to help you integrate
Sammy’s Science House with classroom activities.

3.Become familiar with the program.
= Try the software before you introduce Sammy’s Science House to your students.
= Decide if you want to introduce the activities to your students one at a time, or let them

explore at their own pace.
= Select options (scanning, Stop Sign, etc.) you would like to use. See Adult Options (page 32).
4.Introduce Sammy to your students.
= Reproduce (for each student) or make overhead transparencies of Sammy’s Map and Sammy’s
Icons (pages 8 and 9).
= See Introducing Sammy to Your Students (page 7) for suggestions.

To play an activity in Sammy’s Science House, click one of the areas below:

Workshop Acorn Pond

Weather
Machine

Sorting--
Station

Click to leave Sammy, your host!  Make-A-Movie
Sammy’s Science House.



What's Inside Sammy’s Science House

Workshop Acorn Pond

Construct toys and machines. Follow a blueprint  Investigate plants and animals as they adapt
or make your own design. Paint and print your to seasonal change. Print a Field Notebook with
creations. interesting facts for future reference.

Weather Machine

Manipulate weather variables. Listen to the
weather report and watch animations illustrating
the weather you've created.

Make-A-Movie

Sorting Station

Sort pictures into categories with the help of Arrange pictures in sequence to make a movie.
friendly bins. Hear the names of plants, animals, Play your movie forward or backward.
and minerals.



Learning Opportunities Matrix

Workshop

Weather Machine

Sorting Station

Make-A-Movie

Acorn Pond

Discover that an object
is made of parts smaller
than the whole object

X

Construct objects with
and without a pattern

Discriminate attributes

Form and test hypotheses

Manipulate variables
that create weather
conditions

Notice that changes in key
variables cause changes in
weather conditions

Hear and use scientific
terms

Group pictures by attribute
or scientific classification

Identify similarities and
differences among pictures

Discover how plants and
animals are often classified

Apply logic to order
pictures in a series

Discover that some groups
of pictures make sense in
more than one order

Examine a sequence
forward and backward

Explore how things in
nature change over time

Observe seasonal change

Investigate animal habitats




Moving Around the House

To move from the Main Room to an activity, click one of these:

Click Sammy to return to the Main Room from any activity in the Science House.

When students enter an activity, they will initially be in the Explore and Discover Mode.
Emphasis is placed upon students experimenting freely by dlicking objects and icons to
see what happens. With students in charge, divergent thinking is encouraged by playful,
positive responses to their natural curiosity. Click the framed picture (each activity has a
different picture) to enter the Question and Answer Mode. (Note: Make-A-Movie has
the Question and Answer Mode only.)

When students are in the Question and Answer Mode of an activity, a character will ask
questions or make requests. Convergent thinking is emphasized as the character offers
gentle feedback and guides students toward a “correct” answer. Click the empty picture
frame to return to the Explore and Discover Mode.

Click the printer to print in the Workshop (page 12) and Acorn Pond (page 29).
Click the Stop Sign in the Main Room to exit Sammy’s Science House. If you do not

want students to exit the Science House, see page 32 of the Teacher’s Guide to remove
the Stop Sign and prevent students from exiting.

Adult Options allow you to customize the program for your students (page 32). Hold down
3 the Option and Command ¢ keys while you press “A” to see Adult Options. (PC users
Y hold down Ctrl-Alt-A.)



Introducing Sammy to Your Students

= Turn on the computer that has Sammy’s Science House installed. Use a large screen monitor if
one is available. Hand out copies of Sammy’s Map and Sammy’s Icons (pages 8 and 9).

= Point out the Main Room. Discuss the Stop Sign if students are allowed to exit.

m Ask a vqu;teer to click an activity icon. Explain that students will first see the E)iplore and
Discover Mode. Point out the framed picture, explaining that when one of Sammy’s friends
is there, students can freely explore the room to discover what happens. (Indicate that
Make-A-Movie has the Question and Answer Mode only.)

= Have another volunteer click the framed picture. Point out to students that the frame is now
empty; a character will make a request because they are in the Question and Answer Mode.
Explain that if they have trouble finding the answer, the character will help them.

= Help students understand that any time during play, they can:

- go back to the Explore and Discover Mode by clicking the empty picture frame;
- go back to the Main Room by clicking the Sammy icon.

= If printing is available, point out the printer icon in the Workshop and the Field Notebook of
Acorn Pond.

= Have students begin using Sammy’s Science House. You may want to use one of the activities
in Curriculum Connections to introduce a computer activity. For example, “Sound Sorting”
(page 53) is a helpful introduction to the Sorting Station computer activity.

» As students work in different activities of Sammy’s Science House, copy and send home the
corresponding Together Time Activities (pages 14, 18, 22, 26, and 31).

m Use selected activities found in Curriculum Connections as follow-up exercises (pages 33-72).

Note: If your students are using a TouchWindow, just have them touch the screen when
instructed to click or drag.



Sammy’s Map

Click the activity you want to enter:
Acorn Pond
Workshop ot ead Weather Machine
Sorting Station Make-A-Movie

© Copyright 1994, Riverdeep Interactive Learning Limited



Sammy’s Icons

_~
Click:
Togobackto mmp
To hear questions
To explore
—
To print
To exit
—

© Copyright 1994, Riverdeep Interactive Learning Limited
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Workshop
Overview

Let’s build in the Workshop! Students construct imaginative toys and machines using blueprints
and parts from a pegboard. With the same parts, students can also create their own designs. In

~ the Explore and Discover Mode, they can paint and print their designs. In the Question and

Answer Mode, fun-filled animations illustrate what they have built.

Learning Opportunities

= Discover that an object is made of parts

Observe that parts of an object are smaller than the whole object

Follow a pattern to construct an object

Create unique objects from a set of parts

Understand that some complete objects can perform functions the individual parts cannot
Analyze, predict, and test which parts are needed to build a specified object

Together Time Activities (page 14)
(To copy and send home)

= Twin Towers

= Nature Names

Curriculum Connections (pages 37-43)

» |t Moves! (Problem Solving)

Living Alphabet (Language Arts)

Kazoo Koncert (Music)

Sunshine Time (Mathematics)

All Around the Neighborhood (Social Studies)
Buzzy Bee's Bucket Magnifier (Science)



Workshop

Q

Workshop N

Explore and Discover Mode

= Click

.. to enter the Workshop from the Main Room.

Pegboard with Parts Blueprints

» The Workshop contains blueprints

and a pegboard with parts. A °

“base,” or main part, is shown in Work
the work area. Build an object by Area
adding parts to the base. | Base

. cik | —~
s Click §__
= To paint a part, click a paint pot ).
paint. Click the mouse button to spread the paint. If you want to paint another part or change
colors, click a paint pot and repeat the process.
-~



Workshop

Workshop
Question and Answer Mode
= Click A to enter the Question and Answer Mode.

= Buzzy, the bee, asks you to make something. To hear the request again, click Buzzy.

“Please build
this car.”

= You can select the blueprints and parts that you want to use. Click:

or or
Build the object shown Build the object from a Build the object from a variety
on blueprint using all parts. variety of parts. (Some of parts. (Most complex design;
parts may not be needed some parts may not be needed
to finish blueprint.) to finish blueprint.)
= Drag a part to the base shown in the Work Area.
- If you drag the right part to the -If you drag a part to a wrong
right position, it snaps into place. position, the part snaps back

onto the pegboard. You can try
another position or another part.

) to return to Sammy’s Main Room.



M “‘po Workshop

Workshop

Together Time

Twin Towers -
Using a wooden, plastic, or cardboard building block set, play a matching game with your child. (If
a building set is not available, use assorted sizes of boxes and cans.) Have your child assemble
some of the pieces into an arrangement. Try to duplicate what your child has built. Then, build
something for your child to copy.

Nature Names

Your child can make a rustic-looking name plaque using a piece of cardboard and several small
twigs. If your child knows how to print her name, have her do so in large capital letters on the
cardboard. Help trace the first letter with glue. Then, break sticks as needed and place them in the
glue to form a twig letter. Repeat the process for each letter. If necessary, weight the project down
while it dries. Finally, attach a piece of twine to the cardboard so the name plague can be hung on
a wall or door.




Weather Machine
Overview

AgA

Let's make some weather! When students play with the Weather Machine, they create all sorts of
weather. Students choose temperature, moisture, and wind. Then Frederick, the bear, delivers the
weather report, and an animation appears illustrating the weather conditions.

Learning Opportunities

» Discover that different weather conditions result from different combinations of variables

* Manipulate and control temperature, moisture, and wind as key variables that create weather
conditions

= Notice that changes in one or more key variables cause changes in weather conditions

= Observe how weather influences dress and activity

= Hear and use weather terms

Together Time Activities (page 18)
(To copy and send home)

= Weather Forecaster

= Wind Watch

Curriculum Connections (pages 44-52)

= Weather Station (Science)

= And Now for-the Weather. . . (Creative Dramatics)
» Weather Folklore (Language Arts)

= Moisture Measurements (Mathematics)

= Temperature Graph (Mathematics)

= Wish for a Rainy Day (Art)



Qw Weather Machine
A

Weather Machine

Explore and Discover Mode

Temperature buttons

Moisture buttons

Wind buttons

= Click a temperature button for a cold () 32°, warm () 70°F, or hot @ro0°F day.

= Click a moisture button for a day with no rain or snow g light rain or snow [§
rain or snow

» Click €

100’ F~f- 38'C

“Today is hot
with no rain
and no wind.”

= Continue exploring the Weather Machine. Because this is the Explore and Discover Mode, you
can try many different weather conditions.

» Click to return to Sammy’s Main Room.

9801 for the Question and Answer Mode, or diick ¢



Weather Machine

™ Weather Machine

Question and Answer Mode

» Frederick, the bear, asks you to create a day with specific weather conditions, for example:

= Click to enter the Question and Answer Mode.

“Can you make a warm
day with heavy rain
and strong winds?”
(Frederick may ask
for one, two, or three
weather conditions.)

= Click the Weather Machine button(s) to make the day Frederick requested. Then, click €
If you forget the weather conditions requested, click Frederick for a reminder.

“Please try again.”
- If you select all the conditions - If you do not select the weather
requested, Frederick reports conditions as requested, Frederick

the weather, and an animation asks you to try again.
about the weather appears.

E’on to return to Sammy’s Main Room.

= Click for the Explore and Discover Mode, or click




v \wo Weather Machine
\ | Hello,

:\E \n Sammy’s Scien-
have been exper'
| temperature, mo.\sfu‘xre,to
: two weather activities

ting With
. gnd wind. Here ar

try at home.
9

Weather Machine

Together Time

Weather Forecaster [
Have your child predict how many days will be sunny in the next month. Write this number on the
calendar. Each sunny day, have your child mark the calendar with a yellow crayon or highlighter.
At the end of the month, count up the number of “yellow marked” days with your child.
Compare that number with the prediction. Older children may enjoy predicting rainy or snowy
days in addition to sunny days. You may want to help your child by discussing seasons, clouds, or
typical weather patterns of your region.

Wind Watch

Help your child make a simple wind indicator. Cut a plastic bread wrapper into strips about an inch

wide (starting at the open end and cutting three-fourths of the way up the length of the wrapper).

Tie a piece of string tightly around the closed end of the wrapper and then tie the wind indicator

to an exposed tree branch. Each day, have your child check the wind indicator and record a

symbol, representing the strength of the wind, on the calendar or a chart. For example, sketch the
wrapper standing straight out for a strong wind, slightly “furled” for a light wind, and hanging —.
down for no wind. When possible, watch or listen to the weather report at the end of the day and

talk about your child’s observations in comparison with the weather report.




~ Sorting Station
Overview

"
\f AR
'v‘._}-lu;;‘j\lg
AN

Pictures of plants, animals, fungi, and rocks slide down the chute into the Sorting Station where
students sort them into friendly bins. Students hear the names of pictures when they are clicked.
When pictures are sorted correctly in the Question and Answer Mode, students are rewarded with
humorous animations.

Learning Opportunities

= Group pictures by attribute or scientific classification

= Discriminate attributes

= |dentify similarities and differences among pictures

= Discover how plants and animals are often classified

= Hear and use some common scientific terms

= Observe some attributes that are used in scientific classification
= Hear the names of some plants, animals, rocks, and fungi

Together Time Activities (page 22)
(To copy and send home)

= Groceries Galore

= Magnetic Sorting

Curriculum Connections (pages 53-57)

= Sound Sorting (Music)

= Bin There (Science)

= Falling Leaves (Problem Solving)

= Sort and Recycle (Social Studies)

= Attribute Riddles (Language Arts)

= Grandmother’s Favorite Animals (Problem Solving)
= Food Pyramid (Science)



Sorting Station

Q

Sorting Station -

Explore and Discover Mode
= Click ' to enter the Sorting Station from the Main Room.

= Pictures slide out of the chute for you to sort, and the category for each bin is identified.

“Fish."”
“ Animals with shells.

n

« Click a bin G2 -
= Click a button
= Click a sign E to hear a reminder of what belongs in the bin, for example, “Fish.”
= Click a picture to hear its name, for example, @ “Snail.”
= Sort the pictures by dragging them into the bins. Sometimes a picture can be placed in more

than one bin.
= Click the pedal on the bin 4 to see all of the pictures you have placed in that bin.
= Click the lever (g on the chute for new categories and pictures to sort. Sort as long as you like

g2l for the Question and Answer Mode, or diick % to return to Sammy’s Main Room.
N



Sorting Station

~=\  Sorting Station

Question and Answer Mode

ol to enter the Question and Answer Mode.

= Serena, the squirrel, pulls the lever on the chute, and the categories are identified. Then,
Serena asks you to help sort.

“Please help
me sort.”

o~
= Click a button to choose the number of bins.
= Sort all of the pictures by dragging each one to a bin. Click a sign if you need a reminder of
what belongs in the bin.
- When you put a picture - If you try to put a picture
in the correct bin, the bin into the wrong bin, you will
smiles and thanks you. hear a hint.
When the set of pictures is sorted correctly, the bins will celebrate!
= Click ﬁ for the Explore and Discover Mode, or click to return to Sammy’s Main Room.
V)



e \w- Sorting Station

Sorting Station

Together Time

Groceries Galore
On a trip to the grocery store, your child can sort items as you place them in the cart. For a young
child, use simple categories such as cans in the back of the cart and boxes in the front of the cart.
Other items can go on the lower shelf of the cart. An older child may be able to sort fruits,
vegetables, dairy products, meats, etc. _

Your child can sort again as you unpack the groceries at home. This time, sort items that go in the
refrigerator, items that go in the cupboard, items that go in the freezer, etc.

Magnetic Sorting

Note: Because this activity involves small objects, close supervision is advised. A

magnet and the contents of a “junk drawer” can provide an interesting rainy day sorting activity
for your child. Designate an area for items that are attracted to the magnet and an area for items
that are not attracted to the magnet. Let your child test and sort the items. If you don’t have a
“junk drawer,” gather objects from around your house (paper clip, eraser, rubber band, button,
different types of cans, nail, spoon, coins, cloth, pencil, pen, plastic bottle, paper, etc.). Do not use
magnets to test video tapes, computer equipment and disks, clocks, watches, or televisions.




Make-A-Movie
Overview

Lights! Camera! Action! Students arrange pictures in sequences to make movies. Students can
run their movies forward and backward.

Learning Opportunities

= Observe differences in a group of related pictures

= Apply logic to order pictures in a series

= Discover that some groups of pictures make sense in more than one order

» Examine a sequence forward and backward

= Explore how things in nature change over time (i.e., lunar eclipse, chrysalis formation, and others)

Together Time Activities (page 26)
(To copy and send home)

= An Organized Day

= First | Was Little

Curriculum Connections (pages 58-65)
= Run the Show (Art)

= Silent Movies (Creative Dramatics)

= 1-2-3 Books (Language Arts)

= Plant Progress (Science)

» First Things First (Social Studies)

= Which Comes Next? (Science)



Make-A-Movie

Make-A-Movie 7N

Question and Answer Mode

Because only logical sequences will make movies in this activity, Make-A-Movie has a Question
and Answer Mode only.

= Click % to enter Make-A-Movie from the Main Room.

= Ramon, the rabbit, is trying to make a movie and needs your help.

Pictures -------s--see--

“Help me make
a movie.”

Movie Frames

~
. = Click to make a three-picture movie, or click to make a four-picture movie.
. = Click . or . to see a new set of pictures,
» Drag the pictures into the empty movie frames so that the pictures are in sequence. (If you
change your mind about the arrangement of the pictures, just drag the pictures again.) Then,
click Ramon.
~~



Make-A-Movie

Vs
- If the pictures are in sequence, - If the pictures are not in sequence,
Ramon runs the projector in Ramon helps you put them into
the theater. the correct order.
= To watch the movie run forward in the theater again, click B & . To watch the movie run
o~
—



v \w- Make-A-Movie

Make-A-Movie

Together Time

An Organized Day ;

Help your child organize a part of the day by making a chart. For example, discuss the morning
routine and cut out pictures (from magazines or catalogues) which represent the morning
activities. Talk about how well different sequences would work. Ask, for example, “Should
you brush your teeth before or after breakfast?” Have your child arrange the pictures in the
order that would be best for the morning routine and paste them across the top of a white
sheet of paper. Then, print the days of the week along the left side of the paper. Each
morning, your child can check off the activities as they are completed.

First | Was Little

An afternoon spent sorting pictures with your child will bring back memories and strengthen
sequencing skills. Gather unsorted photographs and sit together at a long table. Start with
three photographs and ask which came first, second, and third. Lay the photographs on the
table in the correct order. Continue the process ordering three photographs at a time.

As you work together, help your child look for clues in the pictures (changes in a person’s P~
height, an outfit that is old or new, a person who has moved away, a person who is new in
the neighborhood, season changes, etc.).




Acorn Pond
Overview

7

It's spring at Acorn Pond! And summer, autumn, and winter too! Here students see plants and
animals as they appear throughout the year, hearing facts about animal growth and behavior.
A "Field Notebook" with sketches and interesting information can be printed. Acorn Pond is
modeled after a real pond in the upper midwest of the United States.

Learning Opportunities

» Discover how specific plants and animals in a particular pond environment change and grow
» Observe seasonal changes

= |nvestigate animal habitats

= Discover how specific animals care for their young

= Infer that all animals have unique needs and habits

Together Time Activities (page 31)
(To copy and send home)

= Nature Expeditions

= Tracking Tracks

Curriculum Connections (pages 66-71)
» Bouncing Butterflies (Art)

= Nature’s Colors (Art)

= Under a Log (Science)

» Sammy’s Field Notebook (Language Arts)
= Jump Like a Frog (Physical Education)

= Visit a Pond (Science)



Q‘ Acorn Pond
A

Acorn Pond

Explore and Discover Mode

= Click

to enter Acorn Pond from the Main Room.
= Springtime at Acorn Pond appears.

= Click the pictures on the screen to explore Acorn Pond.

“The Monarch
Butterfly lays
eggsona
milkweed plant.”

= To explore Acorn Pond in another season, click:

- K - B -

Spring Summer Autumn Winter

= Click anywhere on the water to discover what is in the pond. Then, click a plant or an animal to
see an animation or to hear information.

“Salamander eggs
hatch into tadpoles
with feathery gills.”




Acorn Pond Q‘
A

7~
» Click any animal and then dlick the Field Notebook BE50 to see notes about that animal.
r‘., P . il
Monarch Butterfly £
* > eggstheslze ..golden=” |
of pin heads
A IS | = To see notes about
milkweed, other animals
caterpillars . !
Coterpillars ore “eating . . hind _ Jtaste too click ‘ or ’
skin.5 times before it % ¢o 0 o0 “w%[, ..... -
= Adults may want to read the Field Notebook to children who are not yet reading. It contains
interesting facts and helpful sketches.
» Click | to print the notes shown. Once printed, the notes can be colored and used as
posters. Or, staple several pages of printed notes together to make a booklet.
» Click 1| to close the Field Notebook and return to Acorn Pond.
= Click il for the Question and Answer Mode, or dlick g._“,j%; to return to Sammy’s Main Room.
P~



Acorn Pond

Acorn Pond N

Question and Answer Mode

» Click an animal to answer the question. If you forget the question, click Olivia.

- If you answer correctly, Olivia - If you answer incorrectly, —_
tells you, for example, “Right. Olivia repeats the question, ‘
The robin lays eggs.” and you can try again.

= To hear questions about the animals of Acorn Pond in another season, click:

- K - B -

Spring Summer Autumn Winter

= Click - for the Explore and Discover Mode, or click | to return to Sammy’s Main Room.




Acorn Pond

Together Time

Nature Expeditions
Plan special times for you and your child to learn more about the plants and animals in your area.
Set up bird feeders made of pine cones covered with peanut butter and bird seed. Take a nature
walk in the spring, looking for signs of animal and plant growth. Lay down a circle of yarn and
together list all of the living things included in the area, for example, grass, ants, worms, weeds,
etc. Once leaves have fallen from trees, take a walk and look for birds’ nests.

Tracking Tracks

You and your child can have fun with footprints and tracks no matter where you live. Ask all of
the family members (pets too) to walk barefoot over a carpet. Then, talk about who left which
“tracks.” If your carpet doesn't show footprints, you can wet your feet and walk down the
sidewalk or driveway, or walk in a sandbox. Or, if you are adventurous, you can put paint on
your feet and walk on paper.

Help your child look in the snow or sand for the tracks of animals and people. If possible, have
your child sketch the tracks and identify who made them.




Adult Options

To customize Sammy’s Science House, hold down the Option and Command 36
keys while you press “A." PC users hold down the Ctrl and Alt keys while you press “A."
(Please note: PC dialog boxes are slightly different from the dialog boxes shown below.)

2| .. Turning the Theme

; —Sound Volume———————— —Theme Music -—__-ﬁ'—-- Music off will not affect
AdJUSt the Sound VO|Ume. *»)) @ Use System Volume @Play Music X t B
(Macintosh users only.) o O No Music the speech in Sammy’s

—Printing Science House.
@ Allow Printing @ Color, If Available e
O No Printing OBlack & White , s Y ) ) )
—Enit Option ——————— —Single Switch Input —‘\————— ) Pl'lntS n CO|0r If COIOF
The Stop Sign appears on @ Allow Exit oo rinter is available. Prints in
pp O No Exit @off c
the Main Menu screen shades of gray if grayscale
. . Cawit ) (Criay ), . . .
only if exit is allowed. printer is available.
(Macintosh users can still % (Macintosh users only.)
?X't using Command-Q even [=== Single Switch Input Options == \ prints in bl h
if “No Exit” is allowed.) — scan Rate Prsn§ |r? black and white
QE (which is faster and uses
01 23 45 67 less memory) even if color
— Scan Progressi printer is available.
@ Automatic Progression i X ——
(O Switch Activated Progression (Macmtosh users Only ) )
( cancer ) [ ox )

Single Switch Input Options

Single switch scanning is available for students with special needs (also see Students with Special
Needs, page 72). When scanning is on, you may choose between two kinds of scanning. In
Automatic Progression, the scanning arrow automatically moves from choice to choice on the
screen and a click indicates a selection. In Switch Activated Progression, scanning begins after the
user clicks. The user clicks again to indicate a selection. A third click restarts scanning.

= You may also select the scanning rate of the arrow (in seconds): 1 (fastest) to 7 (slowest).

= PC users can temporarily increase the scanning speed using the “+" key or decrease the
scanning speed using the “-" key.

= When scanning is on, you can temporarily suspend or resume scanning by pressing
Command-Option-S. (PC users press Ctrl-Alt-S.)



™ Curriculum Connections

The learning opportunities in Sammy’s Science House can be reinforced throughout the school day
in many curricular areas. On the following pages, you will find examples of classroom activities
designed for kindergarten through second grade students. The activities may be easily adapted to
suit the needs of preschool children. The Curriculum Connections activities are grouped according
to the corresponding Sammy’s Science House computer activities (see the chart below).

Some of the Curriculum Connections work well before using the corresponding computer
activities. Others work well as follow-up experiences. Most can be used before or after students
play in the Science House. Pick and choose activities according to your students’ needs as well as
your computer equipment, facilities, resources, and schedule. There are many different ways

to use Sammy’s Science House and Curriculum Connections; use them to stimulate your own
imagination as you plan experiences for your students.

Reproducible activity sheets are also included. These can be used in a variety of ways (for student
work, transparencies, labels, etc.), some of which are suggested in Curriculum Connections. In
addition, there are two reproducible pages of Science House characters to use on your chalkboard,
bulletin board, or computer.

Workshop Weather Machine | Sorting Station Make-A-Movie Acorn Pond

(pages 37-43) (pages 44-52) (pages 53-57) (pages 58-65) (pages 66~71)

Art = Wish for a Rainy Day = Run the Show = Bouncing Butterflies
» Nature’s Colors
Creative = And Now for the = Silent Movies
Dramatics Weather . . .
Language Arts | = Living Alphabet = Weather Folklore = Attribute Riddles = 1-2-3 Books » Sammy's Field
Notebook
Mathematics = Sunshine Time = Moisture
Measurements
= Temperature Graph
Music » Kazoo Koncert = Sound Sorting
Physical = Jump Like a Frog
Education
Problem Solving | = it Moves! = Falling Leaves
= Grandmother's
Favorite Animals
Science = Buzzy Bee's Bucket | = Weather Station = Bin There = Plant Progress * Under a Log
Magnifier = Food Pyramid = Which Comes Next? | = Visit a Pond
Social Studies | = All Around the = Sort and Recycle = First Things First
Neighborhood
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