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INTRODUCTION

Write With Me! takes students to Wingdom Kingdom, an imaginary world of
three-headed ostriches, egg magicians, Floating Jungles and Flying Snakes. Along
the way, students develop a full story called Journey to the Thunderbird. Write With
Me! is the third program in Sunburst's Book-Building Series for Magic Siate II. It can
be used to carry beginners beyond / Can Wnite! and Be a Writer!, the initial programs,
or as a starting place. Students explore a wide range of word-processing functions
with Magic Slate II. At the same time, they create an exciting story.

The 25 lessons—a full year's curriculum—include a title page and 24 chapters.
Students have the option of writing their own final chapter for Chapter 25. A worksheet
(p. 158) is included. Students explain the evil Morga's motives, build the plot with
rescue and chase scenes, use dialogue form in creating an argument between three
ostrich heads, write a magic spell for Mr. Pigeon the Egg Magician, and work on many
other imaginative writing exercises. They read an opening paragraph in each chapter,
which "sets the scene” and gives them ideas for their own writing. In this way, Write
With Me! emphasizes both reading and writing skills. The continuity of character and
setting also encourages students to revise their previous work. They can correct
spelling and punctuation, change what a character says or does, add more writing to a
chapter, and build better plot connections in the context of a story. When students
complete all of the lessons, the collected printouts are assembled into a bound
book—an attractive record of what they've learned and written. (For more ideas on
book building and assembling, see Sunburst's You're the Author! From First Draft to
Book.)

Write With Me! must be used with the 40 column version of Magic Slate II on an Apple
computer. The package includes the Write With Me! data disk, a back-up, and this
teacher's guide. The guide contains warm-up exercises, teaching strategies,
discussion topics, and complete student examples. In addition, "Character Sketch”
worksheets and a Wingdom Kingdom map are provided.

Write With Me! also incorporates Teacher planning boxes, which are an innovative
feature of Magic Slate ... Directions for each lesson appear on the screen inside
Teacher planning boxes. Students cannot type in these Teacher planning boxes. For
example: ‘

(77 Pg:001 Ln:013 Col:021 File:TITLE.PAGE ‘\
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Word Processing Scope & Sequence
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Word
Processing

Skills

Main Menu

Magic Slate II Functions

Introduced. . .

LOAD a File

CHAP1.FRIEND

CHAP2. WINGDOM
CHAP3.OSTRICH

CHAP4.TBIRD

CHAPS.SOLOMON

CHAPS MORGA
CHAP7.ESCAPE

CHAP8.SECRET

CHAP9.JOURNEY

CHAP10.SWAN
CHAP11.CAVE

i

CHAP12.PIGEON

—

CHAP13.MAGIC

CHAP14.ADVICE

CHAP15.JUNGLE
CHAP16.CHASE

EDIT a File

SAVE a File

CHAP17.FIRE

CHAP18.ATTACK
CHAP19.RIDDLE
CHAP20.DARK

f

CHAP21.RESCUE
CHAP22.PIGS

PRINT a File

QUIT a File

CHAP23.HELLO

!

CHAP24.BATTLE

Beginning

Arrow Keys

Delete Key

Caps Lock Key

000|000 00 TITLEPAGE

| Shift Key

Space Bar

Return Key

Control-Q: Return to Main Menu

000

Control-D: Delete Character

Control-G: Recover text

Control-D, S: Delete Sentence

Control-D, P: Delete Paragraph

Intermediate

_Tab Key: Indent Paragraph

Control-O: Other Typestyles

Control-D, Control-G: Cut and Paste

®

Optional chapter created by students. CHAP25.??

Advanced

Control-S: Search for Text

Control-R: Replace Text

Control-C: Change Justification




DEVELOPING STORIES WITH CHILDREN

Children love stories, whether they're listening to them or telling their own. Putting a
story into writing takes more effort, of course; but children still enjoy making a creative
product, especially if it's written on the computer and printed in "real type." Write With
Me! allows students to work on a long-term writing project, which can take anywhere
from one summer session to a whole school year to complete. Since the full story
consists of 24 chapters, students learn how to write about characters and settings over
time, developing plot connections in a way not often done in shorter exercises.

Writing and Reading

Write With Me! focuses on both reading and writing skills in the creation of a story.
Students read an opening paragraph in each chapter and follow instructions on
how to add their own writing. The opening paragraphs not only give students a "story
starter” for each chapter; they also provide examples of what narrative looks like in
written form. Remind students to read the opening paragraph of each chapter
carefully. If possible, have them read the paragraphs out loud.

Before students begin Write With Me!, you might want to conduct several verbal
storytelling sessions with the class. Ask different students to tell their favorite stories
(many will describe plots from TV shows and movies). Have them describe what kinds
of characters are in the story and what the characters want to accomplish. Then try a
"Round-Robin" story with the class, in which one student starts the story, the next
continues it, etc. This type of activity is good for developing connections and
transitions. If the class leaves out connections—such as how one character got to
the haunted house; or why the dragon dies—focus on developing those with students.
Later, they can write down the story. Discuss how to make it sound just as exciting on
paper as it did when told out loud. You might want to emphasize the importance of
good connections in writing—that is, complete sentences and transitions between
paragraphs. Tell students that writing a good story is a challenge well worth the effort.
You might want to talk about story books they really enjoyed, or show them examples
of books by famous children's authors.

Writing and Revising

Step 1: Prewriting. The purpose of prewriting activities is to "prime the creative
pump.” Some activities provide experiences for writing, others promote fluency or
flexibility. Sometimes it's helpful to just warm up or create some enthusiasm for the
writing task.



Developing Stories With Children

Step 2: Writing. Students write most freely if they're allowed to generate stories
without constraints. In the first draft of a chapter, they may misspell many words, write
incomplete sentences, and forget punctuation; but if students are excited about the
story itself, they're on the right track. Try encouraging them to be as creative as
possible in their first drafts. They can make corrections when they revise their work
later.

Note: Some of the lessons focus on specific language arts areas, such as using
adjectives or pronouns; however, each chapter contains at least one
"free" writing exercise.

Step 3: Revision. Most authors write several drafts of a story before they consider it
done. Often they get new ideas after they write a scene; they may even decide to
delete a whole chapter. The ability to revise one's work is an important element of
creative production. Fortunately, working on a word processor makes revision easy.
As students add more and more of their ideas to Journey to the Thunderbird, they
should revise earlier chapters to make them fit their later work. It is very helpful for
each student to have a folder in which to keep all of their work.

Many of the Write With Me! Lesson Plans contain suggestions for revising earlier
chapters—for example, adding to the description of a character or revising an action
scene so that the plot makes more sense. A good way to develop the revision habit
right away is to focus particular attention on Chapter 1. After their first draft, students
can go back and connect the separate sentences into a paragraph, indent paragraphs,
and so on. Try having students read their first drafts of Chapter 1 out loud. When they
hear the narrative, many will realize themselves what connections are missing or why
sentences don't sound right. In fact, revising their work comes naturally to many
students. If possible, allow them to print out as many drafts of Chapter 1 as they
want—until their writing looks and sounds just right.

Step 4: Proofreading. As a last step, encourage students to proofread for spelling
or other errors using the "Proofreader's Check List" (p. 21). After they've corrected
their writing, have them print out a second draft. If there are still mistakes in grammar
or punctuation, ask students to make the corrections with Magic Slate II. Then they
can print out the final copy of their chapter.

Tense and Point of View

In most stories, especially traditional adventures, the action is told in the past tense.
Authors also establish a point of view. Journey to the Thunderbird uses the past
tense form of verbs in the narrative. The story is told in the third person from the
point of view of an "omniscient” narrator.



Developing Stories With Children

It's difficult to explain such narrative conventions to fourth graders. Many of them will
understand intuitively, particularly if the students read a lot on their own. However,
shifting from past to present tense (for example, "Danny pushed the giant boulder. It
moves a little bit.") and from a third to first-person voice (for example, "Danny ran away
from the Flying Snakes. | screamed when the Snakes got close!") are among the most
common mistakes students make in writing stories. If your students routinely make
such mistakes, focus their attention on the shifts when they revise their work.
Emphasize that shifts in tense and point of view make story connections very
confusing.

Note: The instructions in the Write With Me! files are always in the present tense.
Try distinguishing between the present tense instructions and the past tense
narrative as soon as possible. For example, point out the difference by
comparing the verbs in the first and second instructions of Chapter 1 with
those in the opening paragraph. The difference between past and present
tense verbs also can be reviewed when dialogue form is introduced. (See
Lesson 4, p. 47, and the section below.)

Dialogue

Dialogue expands characterization, adds to a reader's understanding of who is
motivated by what, and generally makes a story more interesting to read. In Write With
Me! students write dialogue by the fourth lesson. Although some students may have
difficulty with using quotation marks consistently, they'll enjoy getting their characters
to talk—or shout, scream, cry, and mutter. The additional teaching time it takes to
introduce dialogue form early in the program should pay off quickly, as students
develop characters with distinctive "voices." When discussing dialogue form and
function with students, emphasize the following point:

Quoted Words vs. Speaker Lines. What a character actually says is put between
quotation marks. These quoted words are often in the present tense. However, a
speaker line is usually included in dialogue as well, such as "he said" or "she
shouted.” If a story is told in the past tense, such as Journey to the Thunderbird, then
all speaker lines should be in the past tense also.



CLASSROOM MANAGEMENT:

TEACHING STRATEGIES AND PRACTICAL CONSIDERATIONS

Teachers operate under constant time constraints—and running a creative writing
project with a large class isn't a simple task. This section on classroom management is
based on the experience of teachers involved in the development and field-testing of

Write With Me! and the other programs in this writing series. Although the abilities of
students may vary widely in one class, there are many ways to make Write With Me! an
exciting experience for everyone.

Word-Processing Ability

Students get involved with Write With Me! quickly if they are already familiar with Magic
Slate II. They can focus on who Danny is—rather than what the cursor does. Students
can be distracted from the story itself if they're still learning about the computer.

Students should be comfortable with the following Magic Slate II functions before they
start Write With Me!

L] [ ] [ ] [ ] [ ] ° [ ] L J

LOAD, EDIT, SAVE, PRINT, and QUIT.

Control-Q to return to Main Menu

Arrow Keys to move the cursor

Scrolling to open up more space on the screen

Caps Lock and Shift Key to write capital letters

Control-E to switch between Insert and Typeover modes

Space Bar to add space between words

Esc then B to enter CURSOR MOVE and move to the beginning of
the file

Esc then E to enter CURSOR MOVE and move to the end of the file

Delete Key, Control-D, Control-D,W, Control-D,S and
Control-D,P to delete single characters, words, sentences, or
paragraphs :

Control-G to recover most recently deleted text

Return to end a paragraph and insert a paragraph mark ( J )

Tab Key to indent paragraphs

G - S to save without returning to Main Menu

If students need to review. Magic Slate 11, spend at least one full session on "Getting
Started" (TITLE.PAGE). Since the title page for the story doesn't involve much writing,
students can practice the Magic Slate II functions listed above. You may want to load
TITLE.PAGE on a computer in front of the class and demonstrate the basic functions
there or use the first 5 chapters of the Magic Slate II Handbook. In any case, be sure
students have a working knowledge of the word processor before they start Chapter 1.



Classroom Management

In the later chapters of the story, students are expected to work with Other Typestyles,
Justification, and Delete and Get as a simple way to move text. Even those who are
proficient at word processing may need a little extra time to move text within a story .
Try to allot more time for lessons that include the advanced Magic Slate II functions.

Working in Pairs or Teams

Even if a computer isn't available for each student in your class, they can work in pairs.
In fact, student pairs produce some of the best writing. The two students take turns on
the computer, talking about the story as they work and developing ideas verbally as
well as in written form.

Although more than two students at a computer isn't suggested, you might divide the
class into "story teams." These teams can come up with ideas about the story before
students work on the computer individually or in pairs. The teams can also work on
additional activities together.

In some classrooms, pairing an advanced student with one who has lesser language
arts abilities works well. The advanced student becomes a tutor, learning more about
how to write through the process of teaching. However, if such "tutor” pairs don't work
when students are at the computer, you can at least try placing children of varying
abilities on the same story team (see above).

Of course, some students don't like writing a story with a partner, whatever their
abilities. If you have to pair children because there aren't enough computers to go
around, have the members of such a "pair" take turns writing their own stories. While
one of the students is at the computer, the other can work on appropriate worksheets,
drawings, or proofread the chapters already printed.

Story Recap

As students proceed through the lessons, it's a good idea to summarize the story at
frequent intervals. Since one of the aims of Write With Me! is to help students build a
plot that stretches over 24 chapters, they should remain aware of how events in the
current chapter may affect another farther down the line. Students have a tendency to
become so involved in the immediate "part” they're writing that they forget about the
"whole.”

We suggest that you summarize what happens in Journey to the Thunderbird before
students start Chapter 1, as well as later on. Although students will determine much of
what happens in the story, the files set up a basic story frame for them to work with.



Classroom Management

The Teacher Planner

Directions for each chapter are written inside Teacher planning boxes. After a student
has completed a lesson, you may wish to add comments or ideas for revision right on
the disk. This can be done easily by turning on the Teacher Planner (3-Control-T)
and writing in a Teacher planning box. For example:

(’> P9:001 Ln:013 Col:021 File:TITLE.PAGE )
Prerfip— s T

WRITE NWITH ME:
¢
Journey to the Thunderbirde
4
byv
4

1. Delete TONY WNONG below. Type in
your name in capital letters.v

¢
TOMY WONGv

INSERT - Use CTRL-E for typeover,

\ -7 for help, CTPL-0 for Main Menu. = ° )

After a student has read the teacher's comments, the file can be printed without the
Teacher planning boxes.

Encouraging Revision and Proofreading

A good way to develop revision and proofreading habits right away is to focus
particular attention on Chapter 1. After their first drafts, students can go back and add
more writing, put paragraphs in their proper form, change the opening paragraph to
one of their own, and do a final proofreading job for spelling or punctuation errors.

Some teachers have found that, even if there isn't time for students to revise every
chapter, doing several drafts of Chapter 1 creates more excitement for the rest of the
story. In particular, children who have difficulty writing are still proud of a finished
product that looks like a "real page." Revising one chapter several times is much less
overwhelming than finishing 24. And spending that much time on one piece of writing
allows all students in a class to feel their work is important.

Page Numbering

The page numbers aren't included in the files for Write With Me!. Although "Pg:001"
appears in the status line on the screen at the beginning of each chapter, no page
numbers are printed. If students want to add page numbers, suggest that they do so
by writing the numbers by hand or typing the numbers on the final printout.



Classroom Management

Note: Magic Siate II Control-F (Custom Format) can be used to print page
numbers as headers or footers in a file. However, since each chapter in
Write With Me! is a separate file, it would be better to number pages as
previously suggested.

Printing Draft Copies

Printers can print faster in text mode than in graphics mode. In order to print all of the
special typestyles available in Magic Slate II, you need to print in graphics mode. The
special typestyles are used in Chapters 8, 9, and 10. But if you are not concerned with
typestyles and want to quickly print a double-spaced text copy, you can use Quick
Format as described below:

1. Load the file you want to print.
2. Choose Print and confirm the file to be printed.
3. Answer "yes" or "no" to print Teacher planning boxes.
4. Select Quick Format
5. Answer
* Paper Format
* "no"to Page numbers
* "yes" to Double spacing
* "yes" to Fastprint (text mode).

The above steps will cause your file to be printed in text mode (this time only).

Printing Final Copies
Final copies should be printed using one of the following:

1. Paper Format for a single-spaced copy.
2. Quick Format (based on Paper Format). Answer "yes" to double spacing and
"no" to fast text copy.

If you want your students to put their stories in ringed notebooks, you will want to
change the margins. Two ways to do this are:

1. Have students choose Custom Format and increase the left margins just before
printing.

2. Configure the Magic Slate II Paper Format to a wider left margin. Then
whenever students choose Paper Format, they will get your "special” paper
format that leaves space on the left side for hole punches.

10



Classroom Management

Time Constraints

Finishing Write With Me! could easily take a full school year, especially if students do
the additional activities suggested in the Lesson Plans. If you don't have that much
time to devote, we suggest that you present only a portion of Write With Me! to your
class. Getting Started through Lesson 7 includes all of the basic elements of a story:
characters, setting, timing, dialogue, and plot. You may want students to complete
these chapters—then have them write one final chapter to end the story.

Additional Activities

Once they learn the basic Magic Siate II functions, most fourth-grade students can
work on the computer with little supervision. But the more involved they are in Journey
to the Thunderbird, the more creative writing they'll produce. Depending on your
computer facilities and the time available for the project, there are many extra activities
students can do to increase their interest in the story. Suggestions for some are listed
below.

Students often become more interested in a story if they draw pictures of the characters
or participate in other art projects. The Write With Me! package includes "Character
Sketch" worksheets and a Wingdom Kingdom Map to get students started. They draw
pictures of the main characters on the worksheets and fill in descriptive information
about them. The map provides a context for the story—and gives students a framework
for drawing their own maps of Wingdom Kingdom. The Write With Me! Lesson Plans
contain other ideas for additional activities—everything from role-playing games to
murals, shadow boxes, magic scrolls, and mobiles. Any other activities you create for
the class can only enhance your students' enjoyment of Journey to the Thunderbird.

Advanced students benefit the most from the additional activities in a lesson. In
particular, if you allow a certain amount of time in your schedule for each chapter, then
advanced students are encouraged to do more writing and revision when they finish
early. Setting up a definite writing schedule—say, a chapter a week—will also help
slower students catch up. Otherwise, if you allow students to move on as soon as they
think they're done, the class will "spread” out. It can be difficult to conduct group
activities if everyone is on a different chapter.

Character Sketches and Artwork

\
The reproducible character sketch sheets can be used to help students develop
characters for their stories. They ask questions to help the student describe the
appearance and likes and dislikes of the characters.

11



Classroom Management

Each sheet involves drawing a picture of the character. Some students, especially
those who have difficulty with writing, may enjoy drawing pictures of the characters in
Journey to the Thunderbird.

Of course, for students with good artistic abilities but weak language arts skills,

drawing character sketches can get them more involved in the story. Sketches and
other art projects will give these children a chance to excel, along with the advanced
writers in your class. You might also suggest that students cut out magazine pictures to
represent the characters in the story.

Sharing Results

Students gain a sense of accomplishment after finishing all of the chapters in Journey
to the Thunderbird. Some children may not like the structure of Write With Me!in the

beginning ("When do we get to write our own story?" is sometimes asked). However,
these same children feel proud of their "real writing" by the end of the project.

You can create a special display of the books or hold an "autograph party" for Parent's
Night—or share the books with parents in other ways. Also, try setting up a class library
of the completed stories. Then students can check out each other's work and share
their different versions of Journey to the Thunderbird.
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BEFORE YOU BEGIN USING WRITE WITH ME!

4 Configure Magic Slate II to Work with Your Printer. Magic Slate II must
be set to work with the printer and card you are using. Follow these steps:

1.

10.

11.

12.

Remove the write protection from the Magic Slate II disk (remove write-protection sticker from a
5.25 inch disk or slide the write-protection tab on a 3.5 inch disk).

Put the Magic Siate II disk in the disk drive.
Tum on the monitor.

Tum on the computer and immediately hold down Control while you press T (or C) as Magic
Siate II begins to load into your computer.

You should see a title screen and then a Configuration Menu. (If you do not, try tuming the
computer off and then on again; then repeat Step 4.)

PRINTER/CARD/SLOT SETTING is already highlighted so just press Return.
PRINTER TYPE is already selected so press Return.

Select your printer from the list and press Return. (If your printer is not listed,
see Troubleshooting Printer Problems in your Magic Slate II Reference
Manual.)

Choose INTERFACE CARD from the Printer/Card/Siot Menu and press Return.

Select your printer interface card from the list and press Return. (If your card is not listed, you
might try selecting Generic [new], Generic [8-bit], or Generic [7-bit].)

You will see: Printer card slot: 1.

If your printer interface card is in some other slot, change the number to that slot's number. (If
you are using an Apple lic or Apple IIGS printer port, you won't be asked about the card slot.)
Press Retumn.

Choose TEST CARD AND PRINTER and press Return.

13. After checking your printer, press Return to print a test.

Megic Slate 1L TEXT FMODE printer tect.

Magic Slate II”

& 19588 SUIBIRST

It your test does not print correctly (as shown above), see Troubleshooting
Printer Problems in your Magic Slate 1I Reference Manual.

14. When the test is complete, you will see the Printer/Card/Slot Menu again. Choose BACK TO

CONFIGURATION MENU and press Return.
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Before You Begin Using Write With Me!

15. If you will be using two disk drives, select DATA DISK LOCATION from the Configuration
Menu, press Return. Select Two Drives and press Return.

16. Choose EXIT TO MAIN MENU and press Return. You will see the red disk light come on as
Magic Slate I1 is set to the printer and interface card you chose. It will stay at those settings until
you reset them through the Configuration Menu.

17. Remove the Magic Slate II disk from the drive and replace the write protection. DO NOT
REMOVE THE WRITE PROTECTION AGAIN UNLESS YOU WANT TO CHANGE THE
CONFIGURATION OF YOUR DISK.

If you have several different printers and cards in a lab, you might want to have a
Magic Slate 11 disk for each printer. S<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>