TO THE PARENT

For 13 years Children's Television Workshop (CTW) has successfully
demonstrated the philosophy that one of the greatest vehicles for
learning is fun. The computer games developed by Children's
Computer Workshop (CCW) continue this tradition of combining fun
with education.

THE GOALS OF CCW GAMES
CCW's computer games have extended the goals pioneered by CTW
in television with Sesame Street, The Electric Company, and 3·2·1
Contact. The aim is to create software that is wholesome and
engaging, encouraging children to play constructively and learn
actively. CCW games allow children to experiment and explore, to
think and solve problems, and to practice skills while they are having
fun. The games are designed to be a family experience - where
children and parents play together and learn from each other.
COllPUTEIS AND LEADING
Equally important, the computer has brought an exciting new
dimension to electronic learning - that of interaction. A great deal of
planning and research have gone into making our games responsive
to children of different ages and learning styles. Whenever possible,
the level of difficulty, pacing, and direction of the games are under
the control of the player. AS THE CHILD RESPONDS TO THE
COMPUTER, THE COMPUTER RESPONDS TO THE CHILD.
CCW has developed three groups of games for children ages 3-13.
Each group stresses important goals for children within its target age
range.
•The series for ages 3-6 presents "Basic Pre-School Skills"
• The series for ages 7. J0 focuses on "Cooperation and
Strategy"
•The series for ages 10 and older stresses "Creative
Exploration"

BASIC SKILLS SERIES
The "Basic Skills Series" of games focuses on four important pre·
school skill areas: working with numbers, working with letters,
matching shapes and colors, and classifying objects.
In COOUE llOllSTEl'S LETTEI CIUJ(CH, kids match letters and
words in order to bake cookies to feed Cookie Monster - and you
know he's always hungry! The fun of moving Cookie Monster from
letter to letter and watching him eat will encourage children to
practice letter recognition and letter sequencing skills.

Cookie Monstet's
Lettet Ctunch

You're going to like playing COOKIE MONSTER'S
LETTER CRUNCH. It's a game made just for kids
like you.
At Children's Computer Workshop, we think kids
are special. That's why we thought about what kids
like best and what m akes games fun when we
created this game and the activities that go with it.
So, if you're ready for fun, read on ...

PARENTS:
We have tried to describe each activity as clearly
as possible in the hope that you will read this
booklet with your child.
Whenever you see a red paragraph with this
symbol. you will fin d additional notes to parents
to help you guide your child into COOKIE
MONSTER'S LEITER CRUNCH.

GET READY
Here is the equipment you will need:
•
•
•
•

TRS-80 Color Computer with Extended BASIC
Radio Shack CCR-81 Cassette Recorder (or equivalent)
Standard Color TV Receiver
Joysticks

First, make sure that your television, cassette recorder and
joysticks are correctly connected to the computer. If you have any
questions about this , check the chapters on "installation" and
"operation" in your copy of the TRS-80 Color Computer Operation
Manual.
When you're finished , your set-up s hould look like this:

Note: This program will not run without Extended Color BASIC.
I

GET SET
1. Turn on your TV set. Tune to channel 3 or 4.

2. Now find the channel select switch on the back of your
computer and set it on the same channel.
3. See the switch marked POWER near the channel select switch?
Press it to turn on your computer.

,
This message will appear
on the screen:

EXTENDED COLOR BASIC V.R
COPYRIGHT 1981 BY TANDY
UNDER LICENSE FROM
M ICROSOFT

OK

4. If your screen isn't in focus , experiment with the sharpness,
brightness, and contrast controls on your television until you
can read the words easily. If the screen still isn't clear, try
switching channels (from 3 to 4, or 4 to 3 )- but make sure
your TV and computer channels match .

5. Set the tape recorder volume control at 5.

i;li:11ml

6. Press
on the recorder. when the tape is completely
rewound presslil:!IJ .
Now press l:ml. Make sure this button stays down!
8. Type El D

Cl on the computer' then press the Um a:I key.
9. Now type II D ma liJ. Presslm1J again.
When your screen shows S, the computer is Searching for your
game. When it shows F COOKIE, that means the computer has
found your game on the tape and is loading it into the
computer's memory.

m

10. When you see the word OK, typel'J
El . Then press0m$;1 .
COOKIE MONSTER'S LETTER CRUNCH will appear on your
screen.

Problems???
1. Having problems loading your program? Check these things:
• Does your computer have Extended Color BASIC? (The
program will not run without this feature.)

• ls your equipment correctly connected?
• If you have a disk drive, is it unplugged? (This program will
not work if the disk drive is connected.)
• Is your tape recorder volume adjusted properly? (You may
need to turn the volume up or down a little.)

• Is your tape completely rewound?
2. Does your screen say "110 ERROR"?
• Press m!ml on the tape recorder and rewind the tape to
the beginning.
• Then start over at Step 8 in the instructions .
3. Did your game stop in the middle?
If.your game stops for any reason while you are playing, stop
the tape, and start over at Step 7.

If you've tried everything and are still having problems, there is a
backup copy of COOKIE MONSTER'S LETTER CRUNCH on the
second side of the tape. Turn the tape over and start again at Step 7.
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PLAY!
It time to bake cookies!
What could be better?
Me bake the cookies
If you find right letter!

So look at the oven
And watch for a clue,
Me hungry for cookies!
It all up to you!
There are three menu pages at the beginning of Letter
Crunch to help you and your child choose an appropriate
task.
The first menu allows you to select:
• Easy Bake - a matching activity
• Bake Away! - a matching/memory activity
• Chip Chase - a timed matching game
• Chips Away! - a timed matching/ memory game

The slower-paced activities allow the child to become
familiar with the letter recognition and memory tasks
presented. The games introduce an element of excite·
ment and tension to encourage further practice of
these preschool reading skills and help the
child monitor his own improvement.
The second menu lets you choose to use a ready·made
word list, or to create your own.
The third menu offers a choice of six levels. Levels I and 2
deal with single letter matching. Levels 3·6 present word
matching tasks. Once you and your child have decided on
a game and a level you'll be ready to play.
Press li!m to end your game or to return to the menu.
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Time for Cookies!
It's cookie time and your friend Cookie Monster is hungry!
He's ready to bake letter cookies - but he needs your help!

Easy Bake
Are you new at this game? Try Easy Bake Level 1 (Just
in Case!). How do you know which letter to bake? Look at the
letter on the big red oven. Now find the same letter on one of
the boxes below Cookie Monster.
Have your child point to the letter on the oven and say its
name. Then have the child name the letter on each box.
Ask, "ls one of these letters the same as the one on the
oven?"
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Get That Letter
Use the joystick to move Cookie Monster to the right letter.
Look! The pad over each letter turns red as Cookie Monster
walks on it. When you're over the right letter, move your
joystick to the middle to stop.

Cookie Monster will not stop walking until your child
centers the joystick. At first you may need to remind your
child to do this.

Are you sure you're over the right letter? Check again because Cookie Monster's counting on you. Look at the letter
in the box , and then at the letter on the oven! If they are the
same, press the red button on your joystick.

?•
Cowabunga! You made a match!
Watch Cookie Monster jump on the pad. Your letter cookie
will pop into the chute and zip up into the oven to bake!
7

Tlcka Tlcka Tlcka Tlcka Ding!
Now comes the part that Cookie Monster likes best. Your
letter cookie is ready! Sure enough, Cookie Monster will run
over to the oven and gobble it up.
Want to play some more? To get a new letter to match,
press l@i8il .

If your child is matching words (Levels 3·6), he must match
each letter in order and complete the whole word before
Cookie Monster can get a cookie reward. As each letter is
matched, it will move into the oven above its model. When
the word is complete, Cookie will run into the oven to get
his reward.
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Bake Away!

Having fun baking cookies for your pal Cookie Monster? Now
try this! In Bake Away! a letter will pop on our oven just like
before - but it won't be there for long. It will disappear and
your job is to remember the letter and move Cookie
Monster to the right pad!
Oh no! You forgot the letter! Don't worry! If you need a hint,
you can press the fiRJHt:t\jl. Then the letter will pop into
the oven again - and you can sneak a peek.
Got it? Quick! Move Cookie Monster to that letter and press
the red button. Watch that letter cookie zip into the oven!

A

As before, in levels 3·6, your child will have to match all of
the letters in a word to get a reward. Since remembering
words is more difficult than remembering single letters,
prompt your child to say the word and read its letters out
loud before it disappears. If your child needs a hint,
encourage him to press the
and say the
letters again.

JMHP:I
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Chip Chase
Now that you know the baking rules, you're ready to play this
game! You still have to help Cookie Monster match letters,
but . .. now the letters below Cookie Monster are moving! So
watch those moving letters closely - and when you see the
letter that makes your match, dash over and press your red
button to catch it!

fL)LJ?
01
If you're right, the letter will zip into the oven, and a new

letter will pop on for you to match.
It's up to you to match as many letters as you can before time
runs out. The number on the oven will tell you how many
matches you've made. Keep an eye on the oven, and don't
forget to watch the timer!

Chip Chase and Chips Away! emphasize the same early
reading skills as Easy Bake and Bake Away. Once your
child is familiar with the Bake activities, he can progress

to the more dynamic game format which features moving
letter targets. As the game level increases, so does the
speed at which the letters move. The addition of a timer
and a score encourages your child to monitor and improve
his game performance. The timer counts down in the box
next to the oven . Point out the timer and the score box to
your child at the beginning of the game.

iO

Chips Away!
Ready for another disappearing act? Cookie Monster is
always ready for more cookies - so give it a try!
If you have just played Chip Chase, you know how to chase
down the right letter to make a match. In Chips Away!, you'll
really have to keep your eyes open! Because, as in Bake
Away!, the letter on the oven - the one you need to match -

will disappear before you know it! First you see it, then you
don't. So you have to remember the letter and catch it to
make your match!

JUM

----

This can get pretty tricky when you're playing with words because you have to remember what the word is, and catch
the letters in the right order to make a match. Don't forget to
press theJ1¢j3j:tj;I if you need a hint!
Now, get cooking!
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MMMMM'S The Wor d!

Mmmmm can be one of the words you play with if
you want it to be. You can make up your own word
list - and here's how.
Once you've decided which game to play, you'll see this
screen!
r
'"'Ill
HOW DO YOU WANT TO PLAY?
1. USE CM'S WORDS & LETTERS.
2 . MAKE UP YOUR OWN
WORD LIST.
PRESS A NUM BER.
THEN PRESS ENTER.

If you want to make up your own list of words to play with,
press El on your keyboard. Then pressU:MU ;I . This screen
will appear:

,

COOKIE MONSTER WORD LIST

-1 .
2.
3.

4.
5.
6.
7.
8.
9.
10.

...

'"'Ill

1 1.
12.
13.
14.
15.
16.
17 .
18.
19.
20.

PRESS UP & DOWN ARROWS TO M OVE.
PRESS 'CLEAR' TO ERASE A WORD .
PRESS ' ENTER' TO PLAY.

...

You're ready to type your first word. As you type, the word
will appear next to the number 1. Words can be one to five
letters long (not all of your words need to be the same length.)
What words should you use? Your favorite ones, of course.
Your friends ' names , animal names - even your favorite
letters!
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When you finish typing a word , check it to be sure the letters
are right. If you've made a mistake, press 10(;1:1 to erase the
word, then type the word again.
When your first word is finished , press C to move the
arrow to number 2, and type your next word. It's as easy as
can be!

1. CAT
2. RAIN
3. FUNNY
Move down your list by pressing Q . If you want to go back
and change a word, you can presslJ to move the arrow up
the list to that word. Before you can change the word, you
have to erase it by pressing li!f;i;i . Then you can type
your new word in that space.
How many words make a good list? That's up to you! Just a
few, if you want - or up to twenty.
When your list is as long as you want it to be, and you've
finished making changes, you'r~ ready to play. To start the
game, press oaO;i , and watch your words pop up on
the oven.
You can play with your word list as long as you want - even
if you decide to try a different game or a new level. But if you
turn off the computer, you turn off your word list, too! Next
time you play, you'll have to make a new word list. That's the
way the cookie crumbles!

COOKIE'S ACTIVITIES
Here are a few more ways to play with letters and your pal,
Cookie Monster!

Before you roll up the dough
And call it a day,
Try this twist on
Bake Away!

Before you turn off your computer, Cookie Monster needs
two of you to help him play this game.
• First, decide who will be the chef, and who will be the
Baker. Baker, you'll use the joystick - and Chef, it's up
to you to give the orders!

o~
• Next, choose Bake Away! on the opening menu, by
pressingO and then
j :I . Choose your level - Just
In Case is a good place to start. Press the number of the
level, but don't press Omj:I yet!

om

• Now Chef, face the screen, and Baker, look the other
way. Okay, you're ready to play!
Chef, press Uifiij:I , and when Cookie Monster's oven
comes on the screen, watch closely. No peeking, Baker!
Cowabunga! A letter popped on the oven - and disappeared!
Did you see it, Chef? If not, press the 'iPJll:tj:I for a
reminder. Now Chef, remember that.letter, and Baker - turn
around and look at the screen .

.,

Which letter did the Chef see? Hmmmm ... Chef, give the
Baker a clue. Let's say the letter on the oven was a C. Can you
think of a good clue for the letter C? You might say, "It's a
curved letter."

£iJ

Baker, look at the letters under each pad.
S?
"A curved letter?" you say, "Is it the S?
Use the joystick to move Cookie Monster to the S. Then press
the red button. Oops! That's not it. Time for another clue,
Chef!
"Okay!" says the Chef, "Here's a big clue. It's the first letter
of Cookie Monster's favorite food."

"It's the C!" says the Baker. Well then, Baker, move Cookie
Monster to the C and jump again. You got it! Watch your letter
cookie zip into the oven!
Now switch and let the Chef be the Baker. Take turns and see
how fast you can match those letters by working together.
Then try playing with words. You can give clues letter by
letter or by talking about what a word means. The better your
clues, the faster Cookie Monster will get his cookies!

Shout It Out!
Thought you were all done with words and letters?
You've only just begun!
Here's one fun way to get a good workout from your ABCs and the more players, the better.
Let one player start by being caller. The caller stands in the
middle of the room. She thinks of a letter - and then she
shouts it out!
Okay, players, it's up to you to find something that starts with
that letter and bring it back to the caller. What kinds of things
might you find?
If the caller shouted "M," you might find:

~~~

M!
~
a Marble...
Ooooo
a Magic Marker . . .
or some Macaroni!
It's up to you!
The first player to find something that starts with the right
letter is the new caller, and shouts out a new letter.
The nice thing is that you can play this game anywhere even in a small place, like a car or a train. Instead of bringing
something back to the caller, just think of something that
starts with the caller's letter, and shout it out as fast as you
can.
And if you want, you can make the game even harder. You
can shout out two letters at a time - like SH. Then players
have to find or think of something that starts with SH, like a
shoe, or a ship, or a shell!
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llllPORTANT NOTICE
ALL RADIO SHACK COMPUTER PROGRAMS ARE LICENSED ON AN
"AS IS" BASIS WITHOUT WARRANTY.
Radio Shack and CCW shall have no liability or responsibility to
customer or any other person or entity with respect to any liability,
loss or damage caused or alleged to be caused directly or indirectly
by computer equ ipment o r programs sold by Radio Shack. includ ing
but not limited to any in terruption of service. loss of business or
anticipatory profits or consequential damages resulting from the use
or operation of such computer or computer programs .
NOTE: Good data processing procedure dictates that the user test the
program, run and test sample sets of data. and run the system
parallel with the system previously in use fo r a period o f time
adequate to insure that results of operation of the computer or
program are satisfactory.

RADIO SHACK. SOFTWARE LICENSE
A. Radio Shack and Children's Computer Wo rkshop grants to
CUSTOMER a non-exclusive. paid-up license to use on CUSTOMER'S
computer the Radio Shack computer software received. Title to the
media on which the software is recorded (cassette and or disk) or
stored (ROM! is transferred to the CUSTOMER. but not title to the
software.
B. l n consideration for this license, CUSTOMER shall not reproduce
copies of Radio Shack software except to reproduce the number of
copies of required fo r use on CUSTOMER'S computer (if the software
allows a back-up copy to be made), and shall include the CCW and/ or
Muppets' copyright no tice on all copies of software reproduced in
whole or in part.
C. CUSTOMER m ay resell Radio Shack's system and applications
software (modified or not, in who le or in part), provided CUSTOMER
has purchased o ne copy of the software for each one resold. The
provisions of this software License (paragraph A, B. and C) shall be
applicable to third parties purchasing such software from
CUSTOMER.

