Quick Reference Guide
Note that the key sequences required to access special functions depend
on the type of computer console you have. Important keystroke
sequences are summarized here for your "quick reference."
TI-99/4

TI-99/4A

SHIFT W
(BEGIN)

FCTN 5
(BEGIN)

Returns to the list of activities for
BEGINNING GRAMMAR.

SHIFT A
(AID)

FCTN 7
(AID)

Returns to the instruction screen while
an activity is in progress.

SHIFT R
(REDO)

FCTN 8
(REDO)

Starts any activity over again while
playing.

SHIFT C
(CLEAR)

FCTN 4
(CLEAR)

ENTER is pressed.

SHIFT Q
(QUIT)

FCTN =
(QUIT)

Erases typed letters or numbers before
Returns to the master title screen.
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A NOTE TO PARENTS
As you know, a large part of your child's school day is
spent in the study of Langu age Arts - reading, spelling,
and writing. From the lower elementary grades on,
these language studies also include the analysis of
language form and structure - or what we traditionally
call grammar.
W hat is grammar? Even grammarians have disagreed
about its meaning and its role in langu age study. We can
consider grammar to be anything from a set of rules
governing langu age usage to a philosophical explanation
and description of the way a language "works" sentence structure, thought expression, underlying form
and meaning. Regardless of the definition we choose,
we all use grammar, to some extent, as a guideline for
what we have come to accept as "correct" or "standard"
speech and writing. Generally, this concept is the one
that will be presented to your child during his or her
elementary school years.
The BEGINNING GRAMMAR module is specially
designed to help your child in the study of grammar.
Seven of the eight "parts of speech" (nouns, verbs,
adjectives, adverbs, prepositions, conjunctions, and
pronouns - only interjections are omitted) are introduced
through engaging, colorful activities - activities that are
fun for your child to do, and, at the same time, provide
educationally valid learning experiences. Each activity
begins with a definition of the part (or parts) of speech
involved and includes examples to help your child
understand the concept. We've given extra care to the
selection of the words, phrases, and sentences used in
these activities - to be sure that they reflect standard
usage and are presented in clear, unambiguous contexts.
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The activities support and reinforce many parts of the
school language arts program including reading and
building a foundation for sentence development, as well
as presenting the parts of speech.
For the most part, your child will be able to play the
activities on his or her own, with perhaps a little help
from you in getting started. Both the instructions shown
on the screen and the directions given in this book are
written on a child's level of understanding. The first
time, you will probably want to read this book along
with a younger child. By all means do get involved your own interest and praise are the best rewards your
child can receive.
The letters and numbers on the keyboard are arranged
in the same order found on standard typewriter
keyboards. If your child is not familiar with a typewriter
or has not used your Home Computer before, take a few
minutes to acquaint him or her with the keyboard,
pointing out the row of number keys at the top and the
rows of letter keys below. Indicate the SPACE BAR and
ENTER key, and explain the SHIFT key and the ON/OFF
switch. These operations are discussed in the book, but a
brief "tour" of the computer with you will help to
reinforce correct procedures and give your child
confidence as he or she starts out.

Iri addition to the language skills taught and reinforced
by these activities, your child can gain another skill how to interact with and use a computer. The activities
of the module lead him or her into computer operation
easily and progressively, step by step, giving carefully
worded, simple directions all along the way. With
computer-aided instruction becoming more common in
the classroom every year, this skill is an important plus
for your child.
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From this point on (except for the "In Case of Difficulty"
section at the end), this book is directed toward the
child. It includes:
■ The proper care of the computer and the module,
■ The definition and usage of each part of speech,
■ Clearly worded instructions for playing each activity,
and
■ Explanations of scoring, rewards, error signals, and
other special features of the computer and the
module.

BEGINNING GRAMMAR
Do you know the first word you ever said? Maybe it was
"bye" or "ma-ma" or another very short word. As you
grew older you learned more words. Then you began to
talk in sentences. Now, in school, you spend part of
every day learning to read, write, and speak our
language correctly. This module can help you learn more
about grammar - or how our language "works."
Best of all, you'll be having fun while you're learning.
The BEGINNING GRAMMAR module helps you learn
more about sorting our words into groups or sets. You are
used to putting things in groups. Balls, skates, and
puzzles are usually grouped as "toys." Poodles, cocker
spaniels, and collies are grouped as "dogs." The words in
our language can also be put in special groups. These
word groups are called the "parts of speech."
In this module we'll play colorful and exciting activities
with seven parts of speech. These parts of speech are
called nouns, verbs, pronouns, adjectives, adverbs,
prepositions and conjunctions. As you play each game,
you'll be learning about one or more of these word
groups.
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You may need a little help from your parents to get
started, but mostly you can play these activities by
yourself. They are really fun, though, so don't be
surprised when Mom or Dad wants to play too! The
computer gives you directions as you go along. This
book tells you more about how to play. Read it carefully
as you play the first few times.
This book tells you exactly how to play each activity. It
also explains other things about the computer and the
module. It tells you how to take care of and use the
computer. You also find out about the keys to use in these
activities and other special features such as reward tunes
and scoring.
YOU AND THE COMPUTER
Treat your computer with the same good care you'd give
other electronic machines like your television or stereo.
Keep food and drinks away from the computer. (Candy,
peanut butter and cold drinks are not on its diet!) Also,
the computer doesn't like to be kicked, pounded, or sat
upon.
Here are several things about the computer you'll need
to know:
''Screen''

- A "screen" is any set of words or pictures that is shown
on your viewing screen.

Keyboard

- The keyboard looks like a typewriter. This is the group
of letters and numbers you use to type and "enter" your
answers into the computer.

Cursor

- The cursor is a small flashing " -". You see this on the
screen whenever the computer wants you to type a
word. It "holds the place" for the next letter you need to
type.
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SHln
key
A (for
"AID")
R (for
"REDO")
c (for
"CLEAR")

- This key is used along with other keys when you need
help while playing. Hold down the SHIFT key and press
one of the keys listed below .
- to go to the instruction screen for that activity
- to start that activity again
- to erase any typed letters

w

- to return to the list of activities

Space
Bar

- The SPACE BAR is the long, blank key at the bottom
of the keyboard. You use this key in "GOING PLACES
WI TH NOUNS" and "VERB LIFT."

ENTER
key

- Find the ENTER key on your keyboard. You use this key to
tell the computer that you want to see the next screen
or that you have finished typing or choosing the correct
word.
By now, we're sure you want to start playing right away.
So carefully get your module and put it in the computer
as follows.
USING THE SOLID STATE SOFTWARE ™
COMMAND MODULE
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1. If the computer is OFF, slide the module into the slot
on the console, and turn the computer on. The master
title screen should then appear.

TEXAS INSTRUMENTS

HOME COMPUTER
READY-PRESS ANY KEY TO BEGIN

©1979 TEXAS INSTRUMENTS

If the computer is ON, hold down the SHIFT key and
press Q to make the master title screen appear.
Then slide the module into the slot on the console.
2. Press any key to make the master selection list appear.
The title of the module will be third on the list.
�

F'

�

TEXAS INSTRUMENTS
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PRESS

1

..

FOR Tl BASIC
FOR EQUATION CALCULATOR
FOR GRAMMAR

..
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3. Press the 3 key to select the module.
(Note: To remove the module, first return the computer to
the master title screen by pressing SHIFT 0. Then remove
the module from the slot. If you have any problem inserting
the module, or if it is accidentally removed from the
slot while in use, please see "In Case of Difficulty" on
page 27.)
IT'S TIME TO PLAY
"BEGINNING GRAMMAR" ACTIVITIES
When you press key 3, you will see the title screen
for BEGINNING GRAMMAR. You will see a bus. The
names of several parts of speech flash on the billboard
on the side of the bus. The bus drives off the screen.
Then it comes back and "wipes out" the words
BEGINNING GRAMMAR. Now a new screen comes
on. This is the list of activities. You choose the activity
you want to play from this list.
BEGINNING GRAMMAR
PRESS

..

1
2
3
4
5
6

GOING PLACES WITH NOUNS
VERB LIFT
PRONOUN POSTERS
ADJECTIVE'S RESTAURANT
ADVERB ATTRACTION
PREPOSITION/ CONJUNCTION

To select an activity, just press the key number shown
beside the name of the activity.
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A SAMPLE ACTIVITY
Let's play "GOING PLACES WITH NOUNS" first.
Press key 1, and a new screen appears. You see a
signal light with red and green lights flashing. Quickly a
bird flies into the picture carrying a sign, "GOING
PLACES WITH NOUNS." Wait just a minute, and
another screen comes on. This screen tells you about
nouns.
�

,...
A NOUN NAMES A PERSON,
PLACE, OR THING.
SOME NOUNS ARE:

-

PERSON.... . . PAM
PLACE....... BOSTON
THING . .... .. CAKE
PRESS ENTER TO CONTINUE.

LJ

-

L.J

.....

Read this definition carefully so you can pick out words
that are grouped as nouns. Remember, a noun names a
person, a place, or a thing. Some other examples of
nouns that name a person are girl, mother, Tim, and
doctor. Can you think of other nouns that name a
person?
Examples of nouns that name a place are river, Texas,
school, and sky. Again, try naming five more nouns that
name a place.
Nouns also name things like bird, radio, hat, and fish.
We're sure you know lots of nouns that name "things."
How many can you list?
When you are sure you know what a noun is, press the
ENTER key to continue this activity.
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Next, you see examples of how nouns are used. The
words underlined in each sentence are nouns. To play
this activity you must be able to pick out words that are
nouns. So be sure· you understand what a noun is before
you go on.
ARE YOU READY TO PLAY? Then press the ENTER
key. You'll find out how to play "GOING PLACES
WITH NOUNS."
,...

�
PRESSING THE SPACE BAR
MOVES THE WORD FROM
BOX TO BOX.

-

WHEN THE WORD IS
IN THE RIGHT BOX,
PRESS ENTER.
PRESS ENTER TO BE GIN.

L...J

L_J

....

,,I

In case you've forgotten, the SPACE BAR is the long
bar key at the bottom of the keyboard. Don't press ENTER
right now, but let us give you a peek at how the next
screen will look.

NOT�
A NOUN�
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Notice the four boxes in the picture. Either below or
beside each box you see the labels "PLACE,"
"PERSON," "THING" or "NOT A NOUN." When you
are playing, a word from the computer "word bank"
appears in one of the boxes. You decide which box the
word belongs in. Pressing the SPACE BAR moves the
word from box to box. When the word enters each box,
a question mark flashes next to the label. Is this the
correct location? After you put the word into the correct
box (by pressing the SPACE BAR), press the ENTER key.
If you get the right answer, the green signal light
flashes. Also you hear a reward sound, and your score
goes up by one point. (The scoreboard for this activity is
located at the bottom of the signal light.) Then a new
word appears.
If you entered the word in the wrong box, you hear "uh
oh!" Nothing else happens. The question mark
continues to flash. You can try again. You must get the
word in the correct box before going on to the next
word. No score is given if you don't get the right answer
on the first try. After ten words have been given, the
computer shows you your score for the game.
Go ahead and press ENTER now to begin playing. The next
screen that appears begins the game. You may need to
look at the directions in this book again as you start
playing. Also, remember the computer has special keys
when you need help or want to go to another part of the
activity. Most of these keys are listed inside the front
cover of this book. Here we'll remind you of some that
you might need while playing "GOING PLACES WITH
NOUNS."
PRESS:
SHIFT A (AID)

SHIFT R (REDO)
ENTER

To see the instructions again
To start this activity over
To go on
11
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If, for any reason, you do not press any key for 30
seconds, the computer goes to a special screen. This
screen asks if you need help and lists several of the
special keys. Press the key that will show you the
screen you want to see.
DO YOU WANT TO PLAY AGAIN?
At the end of the noun exercise (and every other
activity) you see this screen

If you want to test your skills with nouns again, press
key 1. The screen returns to the "GOING PLACES
WITH NOUNS" title screen. If you want to select a
different activity, press key 2. The list of activities
appears. Now you may select a different game. (If you
do not push either key 1 or key 2, the computer
goes straight to the next selection on the list.)
We will talk about each activity in BEGINNING
GRAMMAR in the order shown on the list. Of course,
you can play the activities in any order you want to play
them. The next one we'll tell you about is "VERB
LIFT."
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������
VERBS

First, be sure the list of activities is on the screen . If it is
not, hold down the SHIFT key and press W to call the list
to the screen. Look at the screen and you see the
number "2" by "VERB LIFT." So, press key 2 to play
'VERB LIFT." After you press 2, you see the title
screen for "VERB LIFT." A hand, with the finger
pointing up, and the words VERB LIFT move up on
the screen . When the words reach the top, a new screen
comes on. This screen tells you about verbs.
VERBS
A VERB IS A WORD THAT
SHOWS AN ACTION OR HELPS
MAKE A STATEMENT.
SOME VERBS ARE:
IS
WALKED

RUN

WAS
JUMP

PRESS ENTER TO CONTINUE.

Look at this definition of verbs. Verbs are usually action
words. They tell what someone or something is doing
(or "did"). Take a minute to think of some other verbs.
Maybe you thought of verbs such as:
swim
read
eat
sing
talk
play
How many other verbs can you list? Do all of the words
you chose as verbs show action or make a statement?
When you are ready to go on, press ENTER. The next
screen tells you how verbs are used. Can you make
some other sentences with the verbs you thought of?
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Verbs are used to tell what is happening now, what
happens all the .time, what has already happened, or
what will happen. When something is happening now or
happens all the time, we say the verb in the sentence
shows present time (or present tense). If something has
already happened, the verb shows past time. If
something will happen next week or anytime in the
future, we say the verb shows future time. Here are
some examples:
Present time: I play every day.
Past time: I played with John last week.
Future time: I will play with her next Monday.
In our verb activity, the verbs show present time or past
time. (You may want to think about what "time" the
verb shows as you play). Most verbs that show past time
end in "ed," but some verbs have special forms to show
past time (such as "go" and "went").
If you are ready to play "VERB LIFT," press ENTER. The
next screen you see will give you directions for playing.
By pressing the SPACE B AR you move a line from
word to word. When the line is under the verb, press the
ENTER key. If you are right, the hand moves under the
verb and "lifts" it off the screen. You score one point
each time you choose the verb on your first try.
If you select the wrong word as the verb, you hear the
"uh oh" sound. The screen will go back to the definition
to help you understand what a verb is. Then you get to
try the same sentence again. If you are not right on your
second try, you again see the definition screen. Then
the computer shows you the verb in that sentence.
This is what the playing screen looks like:
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SHE SAW THE MOON ABOVE
HER.

0

You may want to read the directions again if you're not
sure how to play. When you are ready, press ENTER. The
playing screen appears. After you have played ten
sentences, you see a "reward" screen that tells your
score. Then, you see the "WANT TO PLAY AGAIN?"
screen. You can play 'VERB LIFT" again by pressing
key 1 or choose to play a different activity by
pressing key 2.
PRONOUNS

To play "PRONOUN POSTERS" go back to the list of
activities (by holding down SHIFT and pressing W}.
Press key 3. When you press key 3, you see the
title screen for "PRONOUN POSTERS." As in all
activities, you see a definition screen next.
PRONOUNS
A PRONOUN IS USED
INSTEAD OF A NOUN.
SOME PRONOUNS ARE:
HIS

SHE

YOU

IT

PRESS ENTER TO CONTINUE.
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Pronouns can take the place of nouns in a sentence.
Press the ENTER key to see· how pronouns are used.
When you are sure you know what words are in the
pronoun group, press ENTER to go on.
This screen tells you how to play "PRONOUN
POSTERS." In this activity you are reading signs along
a highway. Find the pronoun in the sentence on the
billboard, and type it (using the letter keys on the
keyboard). This is how the playing screen looks:

I WENT TO THE LAKE.

�RONOUN;_;J

As you type the letters in the pronoun, you see them
appear at the bottom of the screen. Be careful to spell
the word correctly as you type it. If you do press a
wrong key, you hear a low sound, and do not see the
letter you typed. If you hear this sound, check the
spelling of the word you are typing. Then type the
correct letter. If you decide you've picked out the wrong
word as the pronoun, press the SHIFT C (CLEAR) key.
The computer erases all the letters you've typed, and
you can start over.
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When you have typed the word you want to choose,
press ENTER.
If your answer is correct, the typed pronoun flashes and
the billboard lights flash. You also hear reward tones.
The pronoun in the sentence is underlined. The score in
the scoreboard goes up one point. (The scoreboard is in
the upper right corner of the billboard.) After a few
seconds, a new sentence appears.
If you type in a word that is not the pronoun, you hear
"uh oh." The computer shows you the definition screen
again. Then the same sentence is shown on the
billboard. You can try again. If you are correct this time,
you hear a different reward tune and see the pronoun
flashing. A new sentence then appears on the billboard.
If you are wrong on the second try, you see the pronoun
definition screen once more. Then you see the correct
pronoun in the answer box.
After you have played ten sentences, you see the reward
and score screen followed by "WANT TO PLAY
AGAIN?"
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ADJECTIVES

Let's learn more about adjectives by eating at
"ADJECTIVE'S RESTAURANT." From the activity
list, select and press key 4. You see the title screen
and know it's time to enter "ADJECTIVE'S
RESTAURANT."
The definition screen (which you see after the title
screen) tells you that an adjective is a word used to
describe a noun or a pronoun. To say this in a different
way, adjectives are words that tell more about nouns or
pronouns. They add details about the nouns or
pronouns. Adjectives help make our sentences and
stories more interesting. Look at the examples on the
screen. Can you think of other words to put in the
adjective group?
Press ENTER. The next screen tells you more about
adjectives. Adjectives are often used to tell how much,
how many, which one, or what kind.
Read these definition screens until you know about
adjectives. When you are ready to play, press ENTER to see
the instruction screen.

READ EACH ITEM IN
THE MENU.
FIND THE ADJECTIVE,
AND TYPE IT IN
THEN PRESS ENTER.
PRESS ENTER TO
BEGIN.
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In this activity, you see menu items from
"ADJECTIVE'S RE S TAURANT." One word on the
screen is an adjective. Pick out the adjective, and type
it in (using the keyboard ). The letters you type appear
in the box at the bottom of the screen. Be careful to
type each word correctly. If you start to misspell the
word by pressing a wrong key, you hear a low sound. If
you hear this sound, check the spelling and press the
correct key. If you change your mind about the word
you choose, press SHIFT C (CL E AR) to erase the word,
and start typing again. After you have typed in the word
you want to choose, press ENTER.
If you have selected the correct word, you get a flashing
light and a reward sound. The adjective is underlined
on the menu. Your score goes up by one point. The
scoreboard is in the upper right corner of the menu.
The next item then appears.
If you choose the wrong word, you hear "uh oh" and see
the definition screen again. Then you get a second
chance. If you are wrong on this try, you see the
definition screen another time. Then the computer
shows you the correct word before going to the next
item on the menu.
After ten menu items have been presented, you see your
reward and score screen. Next the computer asks,
"WANT TO P L AY AGAIN?"
ADVERBS

Do you like to go the movies ? Let's pretend we're going
to the movies while playing "ADVERB
AT TRACTIONS."
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Go back to the activity list by holding down the SHIFT
key and pressing w. "ADVERB AT TRACTIONS" is
number "S" on this list. Press 5 to begin. The first
screen that comes up is the adverb title screen. After
the people sit down, the adverb definition screen
appears. Read this screen carefully. You may notice
that adverbs are a lot like adjectives. But adverbs
describe verbs, adjectives, or other adverbs.
(Remember, adjectives describe nouns or pronouns.)
Press ENTER to continue. This next screen explains more
about adverbs. Adverbs often tell HOW, WHEN, or
WHERE. Here's another clue to finding adverbs: Many
adverbs end with the letters "ly." Try to think of several
words you use that are adverbs. Do these words tell
more about verbs, adjectives, or other adverbs? Do any
of them end in "ly"?
Read and think about the definition of adverbs until you
are ready to play. Then press the ENTER key to see the
instruction screen.

YOUR FAVORITE MOVIE IS
SHOWING!
THERE IS AN ADVERB IN
THE TITLE. TYPE IN
THE ADVERB, THEN PRESS
ENTER.
PRESS ENTER TO
BEGIN.
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In this activity, you choose the adverb from the words
on the "movie screen," and type it. You see the letters
appear in the "ticket" at the bottom of the screen.
Again, you must be careful to spell the word correctly.
If you start to misspell a word by pressing the wrong
key, you hear a low sound and do not see the letter you
typed. Check the spelling again, and type in the correct
letter. If you change your mind about the word you
chose, press the SHIFT C (CLEAR) key. The computer
erases all the letters you have typed, and you can start
again. After you type in the word you want to choose,
press the ENTER key.
If you enter the correct word, several things happen.
The lights around the screen flash, you hear a reward
tune, and the adverb is underlined in its place in the
title. Your score goes up one point. The next title then
appears.
If you selected the wrong word, you hear the "uh oh"
sound. You see the adverb definition screen again. Then
you get a second chance to play with the same title. If
you are wrong on the second try, you see the adverb
definition screen once more. The computer shows you
the adverb. Then, you go on to the next title.
After you have played with ten movie titles, you see
your reward and score screen. Then, the computer asks
"WANT TO PLAY AGAIN?" As in every game in this
module, press key· 1 if you want to play the same
activity again. Press key 2 to play a different one.
PREPOSITION/ The last activity on the list is "PREPOSITION/
CONJUNCTION CONJUNCTION." Press key 6 (when the list is on
the screen) to play "PREPOSITION/
CONJUNCTION."
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When you press key 6, a title screen appears. You are
at the Preposition/Conjunction railroad station, ready to
go for a ride! In this activity, you learn about two
different parts of speech: (1) prepositions and (2)
conjunctions. So you will see definition screens for each
word group.
First, read the preposition definition screen. It tells you,
"A preposition is a word that relates a noun or pronoun
to another word in the sentence." Press ENTER. You see
some examples. Some prepostions are to, with, at,
under. In a sentence a preposition is followed by a noun,
a pronoun, or a group of words (called a phrase). The
phrase always ends with a noun or pronoun. Let's look
at some examples:
at the game
to school
for her
by the red house
Read over the definitions and examples as much as you
need to. Remember, you can go back to the definition
screen before beginning the game by pressing SHIFT R
(REDO). When you are able to pick out prepositions
and are ready to learn about conjunctions, press ENTER.
As you can see from the conjunction definition screen,
"A conjunction joins words or groups of words
together." The examples are and, but, or, nor.
Are you ready to play? Then press the ENTER key to see
the instructions for playing "PREPOSITIONI
CONJUNCTION." In this activity the words in the
sentences are numbered. The computer asks you for
the number of the preposition or for the number of the
conjunction. You press the number of the correct word.
This is how the playing screen looks:
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□

THE PREPOSITION
IS NUMBER

SHE WALKED INTO THE CITY.

2

3

4

5

Be sure to look carefully to see whether the question in
the station sign says:
The preposition is number □
or
The conjunction is number □
Some sentences may have both a preposition and a
conjunction. Only press the number of the part of
speech you are asked for.
If you press the correct number, you hear a reward
tune. The number flashes in the box, and the word is
underlined in the sentence. You get one point for
answering correctly on your first try. The train moves
across the track, and a new sentence appears.
If you choose the wrong word and press the wrong
number, you hear the "uh oh" sound. The computer
shows you the definition screen for either the
preposition or conjunction, depending upon which you
were asked to find. You then get another chance to
choose the correct word and number.
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If you miss on your second chance, you see the
definition screen again. Then the computer shows you
the correct answer. The train comes across the track,
and the next sentence appears.
After ten sentences, you see your reward and score
screen. In this activity there is no scoreboard on the
playing screen. You have to wait until the end to see
how well you've done! Next the computer asks "WANT
TO PLAY AGAIN?"
We're sure you've had fun playing BEGINNING
GRAMMAR and learning about the different parts of
speech. Which is your favorite activity? We hope you
like all of them. You can play these games many times
and continue to enjoy them. The words and sentences
are selected by the computer at random from a word
and sentence bank. So you can play over and over
again and still see some new words and sentences each
time you play.
SPECIAL FEATURES
The BEGINNING GRAMMAR module has many
special features. We've talked about most of these
already, but let's explain them all together.
Reward
Tones

Each time you select the right answer, you hear a
reward tone. At the end of each activity you see your
score screen and hear a reward tune. You hear a special
tune if your score is PERFECT!

Scoring

In each activity you get one point for a correct answer
on the first try. If you do not answer correctly on the
first try, you get no points. A perfect score is 10.
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''WANT TO
PLAY
AGAIN?''

At the end of each game the computer asks "WANT TO
PLAY AGAIN?" If you want to play that same activity
again, press key 1. If you want to play a different
activity, press key 2. (If no key is pressed, the
computer goes right to the next selection on the list.)

''TIME-OUT''

In each activity there is a special "time-out." If, for any
reason, you don't press any key for 30 seconds, the
module goes to a special screen that asks, "DO YOU
NEED HELP?" T his screen lists several special keys
you need to know about.
Press
SHIFT A

(AID)

To go to the instruction screen
for that activity

SHIFT R

(REDO)

To start that activity again from
the beginning

SHIFT C

(CLEAR)

To erase any typed letters

ENTER

To return to the same place you
were in the activity before
T ime-Out

If you press any of the above keys, except SHIFT R
(REDO), you return to the same words or sentences in
the activity after you see the "help" screen you need.
OTHER SPECIAL KE YS
T hese keys are used in the BEGINNING GRAMMAR
module:
ENTER

■
■

To go on to the next definition or instruction screen in
every activity
To enter typed or selected words or numbers in every
activity
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SHIFT W

■

SHIFT Q

■ To leave the module and return to the

SHIFT A
(AID)

■

SHIFT R
(REDO)
SHIFT C
(CLEAR)

Space Bar

To return to the list of activities for BEGINNING
GRAMMAR
computer title screen

To return to the instruction screen while playing an
activity

■ To start any activity over again while playing
■ To erase typed letters or numbers (before ENTER is
pressed)

■ To move words from box to box in the noun activity
■ To move the line under the words in "VERB LIFT"
CARING FOR THE MODULE
T hese modules are durable devices, but they should be
handled with the same care you would give any other
piece of electronic equipment. Keep the module clean
and dry, and don't touch the recessed contacts.

CAUTION
T he contents of a module can be damaged
by static electricity discharges.
Static electricity build-ups are more likely to happen
during the cold winter months (or in areas with very dry
climates) when the natural moisture in the air is low.
Have you ever walked across a carpet, reached for a
metal doorknob, and had a quick, painful spark jump
from your fingertips to the metal surface? T his little
spark is static electricity. To avoid damaging the
module, just touch any metal object (a doorknob, a
desklamp, etc.) before handling the module. If static
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electricity is a problem where you live, you may want to
buy a special carpet treatment that reduces static build
up. T hese commercial preparations are usually
available from local hardware and office supply stores.
IN CASE OF DIFFICULTY
If the module activities do not appear to be operating
properly, return to the master title screen by
pressing SHIFT a. Withdraw the module, reinsert it
carefully, and press any key to make the master
selection list appear. T he title of the module should
show up in the third position. Press 3 to select the
module. (Note: In rare instances, it may be necessary to
turn the computer off, wait several seconds, and then
turn it on again.)
If the module is accidentally removed from the slot
while the module contents are being used, the computer
may behave erratically. To restore the computer to
normal operation, turn the computer console off, wait a
few seconds, reinsert the module and turn it on again.
If you have any difficulty with your Texas Instruments
Home Computer or the BEGINNING GRAMMAR
module, please contact the dealer from whom you
purchased the unit and/or module for service
directions.
Additional information concerning use and service can
be found in your User's Reference Guide.
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THREE-MONTH LIMITED WARRANTY
HOME COMPUTER SOFTWARE MODULE
Texas Instruments Incorporated extends this consumer warranty only to
the original consumer purchaser.
WARRANTY COVERAGE

This warranty covers the electronic and case components of the software
module. These components include all semiconductor chips and devices,
plastics, boards, wiring and all other hardware contained in this module
("the Hardware"). This limited warranty does not extend to the programs
contained in the software module and in the accompanying book
materials ("the Programs").
The Hardware is warranted against malfunction due to defective
materials or construction. THIS WARRANTY IS VOID IF THE

HARDWARE HAS BEEN DAMAGED BY ACCIDENT OR UNREASONABLE
USE, NEGLECT, IMPROPER SERVICE OR OTHER CAUSES NOT ARISING
OUT OF DEFECTS IN MATERIAL OR CONSTRUCTION.
WARRANTY DURATION

The Hardware is warranted for a period of three months from the date of
the original purchase by the consumer.
WARRANTY DISCLAIMERS
ANY IMPLIED WARRANTIES ARISING OUT OF THIS SALE, INCLUDING
BUT NOT LIMITED TO THE IMPLIED WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE
LIMITED IN DURATION TO THE ABOVE THREE MONTH PERIOD. TEXAS
INSTRUMENTS SHALL NOT BE LIABLE FOR LOSS OF USE OF THE
HARDWARE OR OTHER INCIDENTAL OR CONSEQUENTIAL COSTS,
EXPENSES, OR DAMAGES INCURRED BY THE CONSUMER OR ANY
OTHER USER.

Some states do not allow the exclusion or limitation of implied warranties
or consequential damages, so the above limitations or exclusions may not
apply to you in those states.
LEGAL REMEDIES

This warranty gives you specific legal rights, and you may also have
other rights that vary from state to state.
PERFORMANCE BY TI UNDER WARRANTY

During the three month warranty period, defective Hardware will be
replaced when it is returned postage prepaid to a Texas Instruments
Service Facility listed below. The replacement Hardware will be
warranted for a period of three months from date of replacement. Other
than the postage requirement, no charge will be made for replacement.
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TI strongly recommends that you insure the Hardware for value prior to
mailing.
TEXAS INSTRUMENTS CONSUMER SERVICE FACILITIES
Texas Instruments Service Facility
Texas Instruments Service Facility
41 Shelley Road
P.O. Box 2500
Richmond Hill, Ontario, Canada
Lubbock, Texas 79408

Consumers in California and Oregon may contact the following Texas
Instruments offices for additional assistance or information.
Texas Instruments Exchange Center
831 South Douglas Street
El Segundo, California 90245
(213) 973-1803

Texas Instruments Consumer Service
10700 Southwest Beaverton Highway
Park Plaza West, Suite 565
Beaverton, Oregon 97005
(503) 643-6758

IMPORTANT NOTICE OF DISCLAIMER REGARDING THE PROGRAMS

The following should be read and understood before purchasing and/or
using the software module.
TI does not warrant the Programs will be free from error or will meet the
specific requirements of the consumer. The consumer assumes complete
responsibility for any decisions made or actions taken based on
information obtained using the Programs. Any statements made
concerning the utility of the Programs are not to be construed as express
or implied warranties.
TEXAS INSTRUMENTS MAKES NO WARRANTY, EITHER EXPRESS OR
IMPLIED, INCLUDING BUT NOT LIMITED TO ANY IMPLIED
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE, REGARDING THE PROGRAMS AND MAKES ALL
PROGRAMS AVAILABLE SOLELY ON AN "AS IS" BASIS.
IN NO EVENT SHALL TEXAS INSTRUMENTS BE LIABLE TO ANYONE
FOR SPECIAL, COLLATERAL, INCIDENTAL, OR CONSEQUENTIAL
DAMAGES IN CONNECTION WITH OR ARISING OUT OF THE
PURCHASE OR USE OF THE PROGRAMS AND THE SOLE AND
EXCLUSIVE LIABILITY OF TEXAS INSTRUMENTS, REGARDLESS OF
THE FORM OF ACTION, SHALL NOT EXCEED THE PURCHASE PRICE OF
THE SOFTWARE MODULE. MOREOVER, TEXAS INSTRUMENTS SHALL
NOT BE LIABLE FOR ANY CLAIM OF ANY KIND WHATSOEVER BY ANY
OTHER PARTY AGAINST THE USER OF THE PROGRAMS.

Some states do not allow the exclusion or limitation of implied warranties
or consequential damages, so the above limitations or exclusions may not
apply to you in those states.

The Beginning Grammar Command Module is specially
designed to help children grades 2 and up in the study of
grammar. It includes a variety of engaging and colorful
activities developed with the help of leading educators. These
activities introduce seven of the eight "parts of speech": nouns,
verbs, pronouns, adjectives, adverbs, prepositions, and
conjunctions.
Beginning Grammar module activities can be enjoyed by
the child working alone or together with friends or parents.
Rewarding visual action and spectacular audio effects are part
of the learning and fun. Activities include:
• Going Places with Nouns
• Verb Lift
• Pronoun Posters
• Adjective's Restaurant
• Adverb Attractions
• Preposition/Conjunction

The activities define the parts of speech, give examples of
their use, and provide valuable practice in their identification
and application. Children also learn typewriter keyboard
skills, and just how easy it is to use a computer.

Adds 18K bytes of active memory with stored
program to your TI home computer.
Command Module program and data base contents
copyright © 1979 Texas Instruments Incorporated.

