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M IX and MATCH
WELCOME to MIX and MATCH and to the world of computer 
assisted learning.

If this is your first program from Scetlander, we suggest you take a few 
minutes to study these notes. They will help you get the very best from 
your computer and software. If you are an experienced user, you may 
prefer to skip what follows and start at Terminology on page 5.

Why educational software?
Parents often ask about the ideal time to introduce children to educational 
software. The answer is surprisingly simple. If they can identify and press 
one or two keyboard keys and recognise pictures on a TV screen or 
monitor, they are set to benefit from some of the most advanced technology 
currently available.

While ordinary computer games can play a useful role in developing 
keyboard skills and co-ordination, for example, most are very restricted in 
their educational value. They are of little help in preparing children for 
school.

The best educational software is not dull. If such programs are to 
maintain a child’s interest for long periods of time, they must provide 
constantly changing problems at just the right levels of difficulty to stretch - 
but not strain - his or her abilities.

Scetlander programs are the finest available. Our passion for accuracy, 
our attention to detail and the dedicated work of our creative software 
development teams have resulted in software which is a delight to use.

Our programs bring otherwise boring exercises and lessons to life. They 
command attention, yet never lose patience. They challenge students of all 
abilities - from the most academically gifted to those with severe learning 
difficulties. And by using special keyboards and switches, almost no-one is 
too young or too disabled to benefit from the magic of computer assisted 
learning.

For younger children particularly, colourful animations, sound effects and 
a game element add to the motivation. And with regular practice, results 
improve.
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Keeping ahead
Research has shown that children who are ahead in the early 
years of their schooling are likely to remain ahead throughout their 
academic careers.

Early access to a computer can, undoubtedly, provide a significant, 
added advantage. It is an extremely powerful tool which can be used 
with great effect right across the curriculum.

MIX and MATCH helps the very young (and older students with 
learning difficulties) prepare in gentle stages to recognise, discrminate 
and remember pictures, shapes, letters and numbers. The skills developed 
are essential before reading itself can be tackled. The program is very 
easy fo r  complete beginners to use. I t’s effective and it’s great fun!

Good practice ...
... some suggestions

Y our com puter is both  a va luab le  and vu lnerab le  p iece o f 
equipm ent. It is sensible to  keep  food  and d rink  w ell aw ay from  it. 
C lean  the disc heads occasionally  in  accordance w ith  the 
m anu factu rer’s instructions.

Scetlander softw are is supplied  on discs and cassettes w hich  are 
ex trem ely  reliab le. In  certain  c ircum stances how ever, they  m ay  be 
affected  by static electricity  and  stray m agnetic  fields. Seek 
advice if  static appears to  be a  problem .

A lw ays keep  discs and cassettes w ell aw ay from  m agnets and 
devices w hich  contain  them  (such  as e lectric  m otors and  loud
speakers). W hen no t being  used , p lace d iscs and  cassettes in their 
sleeves and boxes to p ro tec t them . D o n o t leave them  ly ing  about.
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Terminology
W e use bold letters inside chevron brackets < > for single keys 
such as <Space> and <E nter>.

<E nter>  refers to the keys m arked  4—J . E nter or Return.
A  hyphen m eans that you press tw o keys together: 
ie, <C trl-T > m eans “w hile hold ing  dow n  <C trl> , 
p ress  and  release  < T > ” .
<C trl>  refers to the keys m arked  C trl or C ontrol.

Before you start -
R EAD M E

E very  Scetlander  p rogram  supplied  on disc has a R E A D M E  file 
w hich m ay contain  tips, suggestions, ideas and inform ation  on 
changes etc m ade after the docum entation  w as prin ted . P lease 
refer to your Q U IC K -S T A R T  G U ID E  for details before 
loading the program .
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About the program
M IX and M A T C H  with M aggie helps develop essential pre-reading 
skills. It is very easy to use and quickly builds confidence at the 
keyboard. By generating a continual supply of random ly generated 
questions, it provides varied and stim ulating practice with beautifully 
drawn pictures, shapes, letters and numbers. Students quickly master:

★  R ecognition  - the ability to m atch a w ide range o f pictures, 
fam iliar shapes, letters and num bers

★  D iscrim ination  - the ability  to  d ifferen tia te  am ongst sim ilar 
p ictures, shapes, letters and num bers

★  M em ory - the ability  to  rem em ber accurately  w hat has ju st 
been  seen

M IX  and M A T C H  features:
★  T hree extensive sections: Tw o o f  a K ind, O dd  O ne O ut and 

Forget-M e-N ot. E ach  section has six absorb ing  gam es w hich 
use random ly  selected  p ictures, shapes, letters and num bers to 
challenge and fam iliarise.

★  P arent/T eacher Section: A  m ajo r featu re  w hich  enables easy 
ad justm ent to  suit every  user. W e strongly  advise  carefu l study o f 
this section  (accessed  from  the C ontro l Screen) to  ensure  a 
com fortab le  starting  poin t fo r each  student.

★  P rogress recorder: P robab ly  the m ost effective recorder ever 
devised  fo r a program  o f th is type. It is a real boon fo r busy 
parents and teachers. Y ou can  follow  a s tudetit’s developm ent 
and concentrate  help  w here m ost required . A ctual resu lts m ay 
be prin ted  ou t fo r fu ture reference.

★  Sw itch facility: Select “ S w itch” m ode (see your Q U IC K - 
ST A R T  G U ID E ) fo r the very  youngest (using only the spacebar) 
or for those w ith severe physical d isab ility  (using  a single sw itch).

★  B ig M aggie: Learning with M aggie is fun. Everyone loves her!
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T he program  has three sections plus a “real-tim e” clock  and a 
calendar. E ach section has six gam es w hich can be played 
using  from  tw o to fou r boxes and w ith various degrees o f 
d ifficulty . Full details are contained  on disc. P ress <C trl-T> at 
the C ontrol Screen  then <F1> to  reveal full details. A  clever 
help system  prov ides assistance w henever it is required.

A n in itial supply  o f  16 pictures, 16 shapes, 26 upper and low er 
case letters and 10 num bers m ay be used  as supplied. Y ou m ay 
also  create your ow n p ictures etc by using our optional 
G raphics E d ito r  (see page 11).

A  com prehensive resu lts m on itorin g  facility  m ay be
sw itched  on o r o ff to enable a  s tuden t’s progress to be recorded. 
It can  also be used  to check  the w ork  done by up to  ten  d ifferent 
users after each  has com pleted  a  gam e. R esults m ay be prin ted  
fo r fu ture reference.

The com puter m onito rs p rogress au tom atically  and the  level 
o f  challenge can  be  ad justed  (up o r dow n) w hen required .

T here  is no tim e lim it to com plete  each  gam e. W hen  incorrect 
answ ers are g iven, on-screen  assistance is offered. Exactly  
w hen this happens depends on the pa ren t/teacher’s preference.
A  M aggie  resu lts  tab le  adds to  the fun  and excitem ent.

It w ill a lw ays be necessary  fo r an adu lt or o lder ch ild  to set up 
th is p rogram  in itia lly  to ensure  tha t the user understands exactly  
w hat needs to  be done. O nce the p rincip les are understood , you 
w ill be am azed  how  little  in terven tion  is requ ired  and how  long 
the  p rogram  w ill ho ld  attention. T he generous supply  o f 
random ly  genera ted  “p rob lem s” guarantees boredom -free fun 
and  learning. T he resu lts w ill speak  fo r them selves.
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National Curriculum
The N ational C urricu lum  has no  im m ediate  relevance to  the under 
5 s for w hom  this program  is p rim arily  intended.

H ow ever, it can  help  o lder ch ild ren  and others w ith  learn ing  
difficulties achieve com petence in  parts o f a tta inm ent target 2 
(reading), level 1 and atta inm ent target 4  (spelling), level 1.

W hen the p rogram  is used  w ith  a sm all group o f  children, it can  
becom e a focal po in t fo r an im ated  debate. This helps develop 
essentia l social skills such as com m unication , understand ing  and 
co-operation.

E ncourage com parisons o f  on-screen  im ages w ith  p ictures in  
books, m agazines, real-life  objects, anim als and people. A n early 
in troduction  to  appropriate  books is particu larly  recom m ended.

R em em ber : O ff-com puter activ ities can be ju s t  as im portant as  
use o f  the p ro g ra m  itself.
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What each section of the 
program does
Each section o f  the p rogram  functions in  a stra ightforw ard  way. 
T here  are six  gam es in each, carefu lly  designed  so that even  the 
youngest can benefit from  the program .

P lease  rem em ber, how ever, tha t yo u  can a lter  a lm ost every  
im portan t p a ra m e ter  via  the  P aren t/T each er Section. Using  
th is is essen tia l f o r  the very yo u n g est and  least ab le  users. I t  is 
equally  im portant w hen  you  w ant to increase the challenge fo r  
the m ore advanced.

T w o o f  a Kind: Pictures, shapes, letters and num bers m ust be 
m atched.

O dd O ne Out: T he odd p icture, shape, le tte r o r num ber has to 
be  identified .

F orget-M e-N ot: Pictures, shapes, letters and num bers are 
“flashed” on  screen and the co rrec t m atch  has to  be identified .

C lock  and C alendar: I f  your com puter has an in ternal clock 
and calendar, you can  use them  to  d isp lay  the Sce tlander  clocks 
(d igital and analogue) and calendar. P ressing  F*1 alternates 
be tw een  12 and 24 hour m odes. P ress <Space>  to  re tu rn  to 
M ain  M enu.

Loading instructions
B efore  u sing  this p rogram  for the first tim e, p lease  spend a few  
m inutes studying  the accom panying  Q U IC K -S T A R T  G U ID E . 
It will g ive you  essen tia l in fo rm ation  to  ensure  troub le-free  
operation.
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Getting started
A n im portan t featu re  o f  M IX  and M A T C H  is the ease w ith  
w hich  it can  be  configured  to  suit any user.

I f  you  w ish  to custom ise the p rogram  now , go  to  the 
P arent/T eacher Section  v ia  the C ontro l Screen. Y ou can then  
view  and alter a w ide range o f  param eters by fo llow ing  on 
screen instructions. H elp  is ava ilab le  a t every stage.

I f  you  w ish  to try  the p rogram  in itia lly  using  the  defaults set 
by us, fo llow  these instructions:

1 A fter load ing  the p rogram  (see Q U IC K -S T A R T  G U ID E ), 
press <Space> until you reach  the screen w h ich  asks fo r the 
u se r’s nam e.

2  T ype a nam e then  press <E nter>.
3  Select a gam e (or clock  and  calendar) using  spacebar and/or 

cu rso r keys (or sw itch  if  in  Sw itch  m ode) then  press 
<E nter> .

4  N ow  select one o f  the six  options, again  by  p ressing  <Space>  
and /or cu rso r keys then  press <E nter>.

5  W hen  hand  po in ts to  correct answ er, press <Space>  (or 
sw itch , if  in  Sw itch  m ode). Fo llow  on-screen  instructions. 
H elp  is au tom atically  g iven  after from  1 -1 0  incorrect 
attem pts (accord ing  to  how  this has been  set by  the paren t/ 
teacher). T he correc t answ er is alw ays suggested  and m ust 
be chosen  before  the user can  m ove on.

6  A s each  gam e is com pleted , the  u ser is rew arded  w ith  sm iling 
faces, one fo r each  answ er correctly  g iven  w ithou t help  from  
the  com puter. F o r every  answ er fo r w hich  a c lue w as given, 
a  sad face appears.

7 E ach  part o f  the gam e fin ishes e ither w hen all o f  the 
questions have been  correctly  answ ered  o r w hen  <E sc>  is 
used  to  re tu rn  to  the C ontro l Screen.

9  W ith  R eco rd  resu lts  set at Y E S, perfo rm ance m ay  be 
rev iew ed. (See P aren t/T each er Section .)

R E M E M B E R  :You can return  to the C ontro l Screen  a t any  tim e  
by repea ted ly  p ress in g  <Esc>.
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Making a working copy
Please refe r to your Q U IC K -S T A R T  G U ID E .

Customising the program
E veryo n e : Y ou  can configure th is p rogram  very  easily  to 
su it any user. D o th is v ia  the P arent/T eacher Section  
(accessed  from  the C ontro l Screen).

I f  you w ould  like to  produce your ow n pictures, shapes, letters 
or num bers, ou r G raph ics E d ito r  is required . It is flexible 
enough to create letters and scrip t fo r a lm ost any language 
includ ing  A rab ic  and Japanese.

S w itch  U sers: Y ou can operate  the p rogram  as easily  from  a 
sw itch  as from  the keyboard.

P lease re fe r to  your Q U IC K -S T A R T  G U ID E  fo r details.

Quitting the program
Please refe r to  your Q U IC K -S T A R T  G U ID E .

Helpline
I f  you  encoun ter a p rob lem  w ith  th is program , IB k seM n neJP 
hesita te  to  con tact ou r C ustom er Service D epartm ent.

Y ou can w rite , ’phone, or fax. W hichever m ethod  you choose, 
w e p rom ise a  p rom pt and help fu l response.
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About Scetlander
Scetlander  w as form ed in  early  1986 as an innovative 
partnersh ip  betw een  education  and industry. I t  has becom e one 
o f  the fastest grow ing  com panies producing  and  publish ing  
quality  softw are fo r education  and training.

A ll our program s are created  in close co llaboration  w ith 
lead ing  educationalists and m any have been transla ted  into o ther 
languages. T hey are used  th roughou t the w orld  by ch ildren  and 
adults o f all ages and abilities.

O ur repu tation  fo r quality  and  after-sales support is your 
guaran tee o f  com plete satisfaction.

Conditions of Licence
W e, Sce tlander  L im ited  re ta in  proprie tary  righ ts in  the  con ten t o f  all d iscs/casse ttes (“ the S oftw are”) and  
its docum entation  w hich is  licensed  to  you on  the  fo llow ing conditions:

1 U se  o f  this S oftw are (or a  copy thereof) by  you  o r any o ther party  confirm s acceptance o f  these 
C onditions.

2 U nless w e specifically  p roh ib it you from  so  do ing  in the  accom pany ing  instructions fo r you r com puter, 
you are perm itted  to m ake a  w ork ing  copy  o f  the  S o ftw are  and  a lso  to  sto re  the Softw are on a  hard  d isc 
i f  you  have one.

3 T h e  S oftw are (o r perm itted  w orking  copy thereof) m ay  be  used  on m o re  than one com pu ter but never 
on m ore  than one  com puter o r term inal at any one tim e un less a  Sce tlander  M ulti-U ser o r  N etw ork  
L icence  has  firs t been acquired.

4  Y ou m ay  n o t use the Softw are (o r any copy thereof) for public library , club  o r com m ercial purposes 
un less you first acquire  the appropriate  Sce tlander  licence.

5 A lterations to and  versions o f  the S oftw are (o r any copy  thereof) and /o r its docum entation  m ay n o t be 
m ade w ithou t ou r p rio r w ritten  consent.

6  Y ou m ay  on ly  lend o r d ispose o f  the  S oftw are (but not any copy the reo f w hich  m ust first be  deleted  or 
destroyed) w ith  its docum entation  to  ano ther party  only  if  tha t party  ag rees to b e  bo u n d  by these 
Conditions.

A ll rights reserved. E xcep t as specified  above, no  part o f  the  S oftw are o r  its docum entation  m ay  be 
rep roduced , sto red  on  a  retrieval system  o r  transm itted  in  any form  or by  any m eans, electronic, 
m echan ical, pho tocopy ing , recording  o r  o therw ise  w ithou t ou r p rio r w ritten  perm ission .

I f  you  a re  in  any doub t w hatsoever regard ing  these C onditions, p lease  co n tac t us fo r adv ice since a 
b reach  cou ld  resu lt in  a  crim inal as w ell as a  c iv il o ffence being  com m itted .

N OTHING CO NTAIN ED  H EREIN SH A LL A FFECT TH E STA TU TO RY  RIGHTS O F A  CO NSUM ER

P ublished  by:
S ce tla n d er  L im ited

74  V ictoria  C rescen t R oad , G lasgow  G 12 9JN , U K  
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