





























The Parent's Guide to
Educational Software

by Dr. Marion Blank and Dr.
Lauro Berlin. Detailed
reviews of over 200
educational software
programs and guidelines for
making infelligent software-
buying decisions. The book
presents expert evaluations
of software—organized by
age group, subject area,
and special skills tfaught.
Each review lists the required
hardware platform and
describes the program and
the skills it teaches. The
authors present advice on
selecting software and
integrating athome
computer work with in-
school curricula. Special
information covers software
for the learning-disabled.

Parent's Guide..., $14.95,
paperbound. (110)

Books by Robert Glass
signed copies

Computing Catastrophes
Answers such questions as
"why did the IBM challeng-
ers of the 1960s-compa-
nies like GE and RCA-
topple from the computing
scene?”

Computing Catastrophes,
$10, paperbound. (115)

P IFTH EDITION

The Computer Glossary:
The Complete lllustrated
Desk Reference

5th edition, by Alan
Freedman. An award-
winning bestseller, The
Computer Glossary contains
over 4300 computer terms
documented with more than
400 photos and drawings.
Freedman also covers
backgrounds on important
people, companies, and
technological breakihroughs
that have helped shape the
computer industry.

The Computer Glossary,
$24.95, paperbound. (111)

NEWI

The Computer Glossary on
disk; for PCs and com-
patibles 3.5" disk, $29.95.
(112)

Macintosh version, $29.95.
(113)

Computing Shakeout

The successor to Computing
Catastrophes, Computing
Shakeout explains why
companies like Peachtree,
Gavilan, Ztel, and others

failed.

Computing Shakeout, $10,
paperbound. (116)

COMPUTERS:

Computers Inside and
Out

by Kurt lauckner and
Mildred D. Lintner. For
anyone frying to understand
how computers work and
how we use them, Comput-
ers: Inside and Out is an
indispensible infroduction.

Part one explains how
computers represent, store,
and manipulate information;
Part Il investigates a wide
range of practical applica-
fions from visual and audio
communication fo data-
bases, simulation, artificial
intelligence, education, and
training.

Infended as an infroduction
for beginning level high
school or college students.

Computers Inside...,
$31.95, paperbound. (114)

Software Folklore

An anecdotal book about
some of the weird and
wondrous people the
computing era has
spawned.

Software Folklore, $10,
paperbound. (117)



VIDEO
How Computers Work:
A Journey Into The

Join science correspondent
David Heil (of PBS's
Newton's Apple) and four
teenagers as they discover
how computers work by
visiting The Walk-Through
Computer, The Computer
Museum's twosfory high
working model of a deskiop
computer.

This 26-minute educational
video explores both
hardware and software,
explaining what a software
program is and how it works
with computer hardware. It
examines the major
components of the com-
puter, covering the Central

The Computer Museum Store
300 Congress Street
Boston, MA 02210

(617) 4262800 x307

©1991/The Computer Museum

Walk-Through Computer™

Processing Unit (CPU),
Random Access Memory
[RAM\), the hard disk, and
video board.

How Computers Work is
intended for use in introduc-
tory middle school computer
classes but is appropriate to
communicate computer
basics in any seffing.

The accompanying teachers'
guide suggests discussion
fopics and related group
and individual projects o
explore how computers
work.

How Computers Work
(VHS), $19.95.(121)
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