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Note to Parents

In the Fall of 1979, the Lamplighter
School began a most unusual
educational project. For the first time,
the LOGO computer language was made
available to school children on a large
scale. Professor Seymour Papert, the
ongimator of LOGQO, directed the project
andtrained the Lamplighter teachers in
its use. Prior to the Lamphghter project,
LOGO had proven to be a revolutionary
educational computer language, but
had been available only on a limited
scale in edurvational experiments. At
the Lamphghter school, the LOGO
language was to be made as much a part
of the school activities as pencils and
books.

Coleta Lewis, a teacher at the
Lamphighter preschool, realzed that
even preschool children could benefit
from the power of LOGO available to
older students. Consequently, she
developed programs based on the behef
that learning should be purposeful and
self directed and that children need to
develop skills to help them cope
successfully with the world in which
they live—a world that cannot be
predicted. For the past three years
these programs have provento be
extremely effective with young
children.

LOGO 15 a computer language that uses
command words that are in your child’s
vocabulary, such as FORWARD, BACK,
RIGHT, LEFT, etc. Asaresult, your
child can make graphical events occur
simply by pressing a single key on the
computer keyboard. Keysanda
pictorial representation of the results of
each LOGO activity are writtenon a
reproducible card called a cue card.
Thus, children as young as three years
old can become self-dearners and direct
thewr own learning activities.

This cartnidge, Early LOGO Learning
Fun, contains a selection of the best of
the Lamplighter LOGO proceduresina
format designed for preschool children.
We believe that your child can benefit
from them just as the Lamplighter
children have over the past three years,
Let the power and excitement of Early
LOGO Learning Funintroduce your
child to computer literacy and guide
him or her into the world of LOGO.



Using the Solid State Cartridge

Inserting a cartridge is easy. If you
have any problem inserting the
cartridge, orifitis accidentally
removed from the slot while in use,
please see *‘In Case of Difficulty’ on
page 19,

Inserting the Cartridge

An automatic reset feature 1s bult into
the computer. Whena cartridge 1s
wserted mto the console, the computer
returns to the master title screen. All
data or program material you have
entered is erased.

Note: Be sure the cartridge 1s tree of
static electricity before inserting it into
the computer (see page 19).

I Turnthe computer ON, and wail for
the master utle screen to appear.

r 2

2. Ther, shde the cartnidge into the slot
on the console.
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3. Press any key to make the master
selection ist appear. Then, press the
appropriate number key for your
selection.

Removing the Cartridge
1 Toremove the cartridge at the end of
play, press QUIT toreturn to the

master title screen,

2. Then, remove the cartndge from the
slot.




Getting Started

[y

Early LOGO Learning Fun contains
six activities: HALT and MOVE,
BUILD, PARK, PEOPLE, DRAW, and
DALLAS. Each of these activities is
represented on cue cards for your
child’s reference. Cue cards for each
activity are wrapped separately and
located at the back of the manual.

Each activity involves moving various
objects to different areas on the screen
to make a unique design or picture.,
When an activity begins, an object
appears ina particular spot (specific to
each acuvity). This spot 1s the HOME
position. Inother words, the first object
on the screen always appears i the
same place Your child can make
addinional objects appear in the HOME
position From shere, he or she can
move them to different parts of the
sereen

The objects appearing on the screen in
these activities are called “sprites.” In
this cartndge, asprite s the onginal or
additional object that appears onthe
screen Only four sprites can be
positioned on a horizontal line. For
example, in the BUILD activity, where
the sprites are squares or blocks, only
four blocks are able to stay on one
horizontal ine. If you or your child tries
to place a fifth block on a horizontal
line, the first block disappears from that
hine until the fifth block 1s moved to
another line.

Your chuld can experiment with
changing the color of objects on the
screen by pressing the following letter
keys:

Key Color
R Red
B Blue
Y Yellow

White

QO Orange
P Purple
G Green

Afteranobject 1s changed from black to
a color, 1t cannot be changed back to
black.

Your child can move the objects to
different parts of the screen by pressing
the arrow keys. Press the 8§ (+=)key to
move left, the D (=) key to move right,
the E (1) key to move up, and the X (¥)
key to move down.,



Getting Started

To begin Early LOGO Learnimg Fan,
pressany key The first serecnappears,

( )

PRESS ANY KEY TO BEGIN

EAHLY
LOGO
LEARNING
FUN
19082 TEXASINGTRUMLNTS

. )

Next, the menu (selection st appears

s ™
WELCOML 10
EARLY LOGO LEARNING FUN
1]
PRESS FOR
1 OIRECTIONS FORPARENTS
2 ®  BULD
3 M papk
4 @ PEOPLE
5 &  DRaw
6 e DALLAS
. 7 zama THLE SONGREFLAY

To choose anactivity, press a number
trom | thuough 7
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Cue Cards

\

A cue card is a simplified set of
instructions indicating what keys
your child should press and the
results of pressing those keys. It can
be used to introduce an activity or to
assist your child in working
independently.

Cue cards for each activity are
wrapped separately and located at
the back of the manual. At the
bottom of each card is a note
indicating which activity is
appropriate for use with the card and
giving permission for the card to be
reproduced.

Introducing an Activity with a Cue
Card

Look at the cue cards with your chald
while seated in front of the computer.
Point to and say each letterin the
activity’s name. Encourage your child
tosay the letter while locating and
typing it on the keyboard. The
“crayons' beside each colorkey (R, Y,
B, etc.) provide an opportunty for you
or your child to color these to match the
word for a color (R - Red, ete.) Coding
eachrow of keys with colored tape
often munimizes the difficalty children
may have in recognizing and locating
letters. You can help by telling him or
her that “the letter Ais'nthered row,”
ete.

[e]sferfe]afo]:] | mue

ovw]l Tal*Tviu]ilo]e J[/ YELLOW

Als sl e L[ T oo

I

2 xTclvle[n]mi<l> GREEN

-—

Chuldren often make typing errors
when they begin to type on the
computer keyboard because of their
hmited physical coordination. Asyou
introduce the first TI LOGO activity,
you may want to tell your child that he
or she can correct a typing error by
pressing the ERASE key (while holding
down the FCTN key) before pressing
ENTER, and then retyping the name of
the activity. If you choose not to
explain how to correct a typing error,
tell your child that if a typing error is
made and ENTER 1s pressed, a message
appears on the screen telling him or her
that the computer did not understand
the name that was typed. Then tell your
chuld to retype the name correctly.
After the name of the activity is typed
correctly, press the ENTER key.

Next, explam to your child that he or
she has choices to make with each
activity (color, movement, etc.).
Review the choices available with the
activity being introduced. Introduce
how to place another sprite on the
screen by pressing A for Anotherand
using the arrow keys. Also explain that
anactvity can be stopped by

pressing Q for Quit. Your child can play
the same or a different activity by
typmgin the activity name and
pressing ENTER.



BUILD Activity

This activity lets your child make a
colorful design by changing the color
and location of blocks.

Beginning BUILD

Whale viewing the menu, have your
child press the 2 key The BUILD
activity s ready for play Be sure you
have the cue card i front of your child
for simplified instructions.

The black square that appears i the
center of the sereenisin the HOME
position Have your child experunent
with changing the color of the square by
pressing the letter keys listed in
“Getting Started " Next, your child can
move the square to difterent parts of
the screen using the arrow keys.

Playing BUILD

Your chitd can make additional squares
appear on the sereen to make a colortul
design. Have your child pressthe A key
tor Another square toappear. He or she
must use the arrow keystomove the
square away {rom the HOME position,
or the next squatr ¢ appearing on the
screencannot be seen Fach new
squiare always appears in the HOME
position.

The cue card for thus activity shows all
the key strokes necessary for playing
the BUILD activity.

Yourchild can have up to 31 squares on
the screen before the activity runs
“SOUT " When this oceurs, the activity
stops and the screen displays the
message OUT.

2



Ending BUILD

Your child can stop playing the BUILD
activity at any time by pressing Q for
Quit. A question mark appears,
allowing you or your child to type in the
name of another activity.

PPARK

To return ta the master utle sereen
press FCTN =(QUIT).

N J

Replaying BUILD or Another
Activity

Torepeat the BUILD activity, have
your child look at the top of the cue
card, type the name of the activity, and
then press ENTER. Another black
square appears at HOME.

To begin another activity, have your
child type in the name of an activity
using the appropriate cue card for
assistance. When the name is correctly
typed, have your child press ENTER.



PARK Activity

The PARK activity involves moving
cars and garages to make a design or
*picture’ on the sereen. This
activity encourages decisjon making
skills and introduces the concept of
assigning color and directiontoa
sprite.

B-eginni-ug PARK

While viewing the menu, have your
child pressthe 3 key The PARK
acuvity is1eady tor play Besure you
have the appropnate cue card i front
of your child tor eusy mstructions and
guidance.

The PARK activity lets your child pick a
caroragarage by pressing C for car

or G for garage 1 yourchild

presses €, ablack car appearsal

HOME [t your child presses G, a black
garage appearsat HOME Your chald ean
Change the color, posttion, and
movement of these obyects onthe
sereen

Tobegin, pressether C torcaror G o
garage A black caror garage appearsin
the HOME position Have your chuld
experanent with changing the colors of
the objects on the sereen by pressing
theletter keys isted i UGetning
Started V' Next, your chuld canmove the
car o1 garage todifferent pmitsol the
sereen by pressingthewrow keys

10

Playing PARK

Your child can make additional ears
and or garages appear onthe sereen.
Have your child pressthe A key for
Another caror garage to appear. Alter
pressing the A key, your chald must
press Cor G tospecify which object he
ot she wishes tosee on the sereen e or
she must also use the arrow keysto
move the additional car or garage away
{1om the HOME position, or the next cay
or garage appeaning on the screen
cannot e seen. Each hew car or garage
always appearsin the HOME position

The cue card for the PARK activity hists
all the keystrokes available for playing
PARK. Upto 3l cirs and o garages are
allowed onthe screenin this activity
Atterall the objects have beenused, the
sereen displays the message QUT

2



Ending PARK

You or your child can stop playing at
any time by pressing the Q key for
Quit. A question mark appears,
allowing you or your child to type in the
name of another activity.

TPEOPLE

Toreturn to the master title screen
press FCTN = (QUIT).

( 3

. y

Replaying PARK or Another Activity

Torepeat the PARK activity, have your
child look at the top of the cue card,
type the name of the activity, and

press ENTER. The activity 1s now ready
for play.

To begin another activity, have your
child type in the name of an activity
using the appropriate cue card for
guidance, When the name is correctly
typed, have him or her press ENTER.

11



PEOPLE Activity

The PEOPLE activity lets your child
build **people’’ on the screen by
placing body parts together. This
activity encourages your child to

make a small task part of a larger one
(placing body parts together to make

a **person’’) and also to recognize
basic body parts,

Beginning PEOPLE

While viewing the meny, have your
child pressthe 4 key The PEOPLE
actuvity isready for play Be sure you
have the appropriate cue cardn front
ol your child for easy imstructions and
gutdance

In the PEOPLE activity, a black tace
appearsin the center of the screen, the
HOME position Your child can

experiment with changing the colors of

the face on the sereen by pressing the
keys histed i Getting Started ™

Next, your chuld can move the face to

ditterent parts of the screen by using
the arrow keys on the keyboard

12

Playing PEOPLE

Your child can make body parts (the
head, torso, left arm, nght arm, legs and
feet) appear on the screen by pressing
the A key for Another body part He or
she must also use the arrow keys to
maneuver the body partsaway from the
HOME position, or the next *'person’’
appearing on the screen cannot be seen.
Fach new body part always appears in
the HOME position. After one “body’ 15
cotnplete, another face can be made to
appear by pressingthe A key.

The cue card for the PEOPLE activity
gives all the keystrokes needed to play
PEOPLE Yourchild can haveuptod
“people’ onthe sereen before the
spritesrun out. ff all the sprites have
been used, the sereen displays the
message OUT.

?



Ending the PEOPLE Activity

You or your child vanstop playing at

any time by pressingthe Q key for Quit.

A question mark appears, allowing you
or your child to type in the name of
anotheractivity.

Toreturn to the master title screen
press FCTN = (QUIT).

\___ J

Replaying PEOPLE or Another
Activity

To repeat the PEOPLE activity, have
your child look at the top of the cue
card, type the name of the activity, and
press ENTER. The activity is now ready
for play.

To begin another activity, have your
child type in the name of an activity
using the appropriate cue card for
guidance. When the name is correctly
typed, have him or her press ENTER.

13



DRAW Activity

The DRAW activity involves making
adesignor picture’ onthe sereen
by moving a small triangle called a
“Turtle.' Your child tells the Turtle
in which direction to move, and it
draws a line. The DRAW activity
introduces directionality (up, down,
right, and left), recognition of upper-
case letters, creative decision

Beginning DRAW

While viewmg the menu, have your
chuld pressihe 5 key The DRAW
activity is teady for play Besure you
have the appropriate cue card i front
ot your child tor easy istructions,

The Twitle appears i the center of the
screen, the HOME posihion, tacing
north The Turtle 1s moved by pressing
three spectal keys, the ¥ key for
moving forward, the R key for turning
to the night, and the L key torturning
totheleft

Playing DRAW

Have your chiuld practice moving the
Turtle by pressing the F key to make it
move forward Pomtout that the Turtle
“draws’” a black hne ten Turtle steps
long each time F 15 pressed.

Once your child understands thus
concept, show your child how to make
the Turtle turn lett or nght, using

the R key to make the Turte turn nght,
and the L hey tomake the Turtfe turn
left Eachtme the R and L keys are
pressed, the Turtle makes a 45 degree
turn Some children may havy e difficulty
secing the turn that the Turde makes
Teling the Turtle to turn several times
usually elnnmates this visualization
ditticulty. Neat, have your child

14

making, and exeluml ionof space.
This activity also provides readiness
for commands used in the TELOGO
Turtle mode, suchas the FORWARLD,
BACK, RIGHT, and LEFT commands,
and also the PENUP and PENDOWN
commands.

practice turning the Murtle to the nght
andleft and then movingit forward
withthe F key.

NO DRAW Command

Your child nught find it interestimgto
move the Turtle without it diawinga
hne Thisis called the PENUP
command in the more complex THLOGY
language. [t 1s called the PENUP
command because it draws much m the
same way a person writes withapen In
the case of PENUP, you cansay that
the Turtle's penas up and not ready tor
drawimg. The special key that tells the
Turtle not todraw s N, for No draw
Encourage your child to move and turn
the Turtle several tunes.

DRAW Command

If your chuld wishes to have the Turtle
draw again after bemg in the NODRAW
(PENUP) mode, he or she can press
the D key for Draw Thisis called
the PENDOWN command in TTLOGQO,
Now the Turtle is ready to diaw Your
chuld can continue making designs or
“pictures” onthe sereen When the
Turtle has run out of 1nk, the screen
displays the message OUT OF INK

)

The cue card tor the DHAW actuvity hists
all the keystrokes needed to play



Ending DRAW Replaying DRAW or Another
Activity

You or yout chald can stop playing at

any time by pressingthe Q key forQuit.  To repeat the DRAW activity, have your

A question mark appears, allowing you child type 1in the name of the activity

or your child to type in the name of using the appropriate cue card for

anotheractivity. guidance. When the name 1s correctly
typed, have hum or her press ENTER.

To begin another activity, have your
child type in the name of an activity
using the appropriate cue card for
guidance. When the name 1s correctly
typed, have him or her press ENTER.

7DALLAS

\. J

To return to the master title screen
press FCTN = (QUIT)

15



DALLAS Activity

The DALLAS activity involves
moving planes and trucks on the
screen to make a colorful, graphical
‘‘picture.’”’ Your child can change the
color, position, and speed of each
object on the screen. This activity
can help your child develop number

recognition and skills in cause and
effect relationships (ability to
predict what will occur when
something is done to an object or
thing).

Beginning DALLAS

While viewing the menu, have your
child press the 6 key. The activity is
ready for play. Be sure that the
appropriate cue card 1s accessible for
gudance

The DALLAS acuvity lets your chuld
press the P key tor a Plane, or

the T key toraTruck. If your child
presses the P key fora plane, a black
plane appears inits HOME position. If
your child presses the T key for atruck,
ablack truck appearsinits HOME
position. Your ¢hild can change the
color, position, speed, and direction of
the sprites ot the sereen

Have your child experiment with
changing the colors of the objects (see
“Getung Started”). Inthas acavity, the
truck and the plane appearindifferemt
parts of the screenrather thanin the
center

Playing DALLAS

Your child can make additional planes
and trucks appear on the sereenby
pressing the A key for Another After
pressing the A key, your chuld needs to
presseither the T key orthe P key to
specify which obyect he or she wishes to
see onthe sereen Your child must also
use the number keys to move the object
away from the HOME position, or the

16

next truck or plane appearing on the
screen cannot be seen (see *'Setting the
Speed’’). Each new plane or truck
appears in the HOME position

The cue card for this activity gives all
the keystrokes needed to play DALLAS.
Up to 31 trucks and/or planes are
allowed on the screeninthis activity.
After all the objects have been used, the

screen displays the message OUT.
?

Setting the Speed

The excitement of using planes and
trucks inan activity is that they move.
Your child can make them go fast or
slow. Have your child type a number to
tellthe plane or truck how fast to go
Nine (9)1s the fastest speed, one (1)1s
the slowest. If your child wants a truck
or plane to stop, stmply have himor her
type zero{0).

Your child can also change the direction
i which the sprites move on the screen.
The sprites can move up, down, left, or
right. Have your child press one of the
arrow keys to tell the truck or plane
which direction to move. Remember
that your child cannot change the color,
position, or speed of an object already
on the screen after he or she has pressed
the A key for Another



Ending DALLAS

You or your chuld can stop playing at
any time by pressing the Q key for Quit.
A question mark appears, allowing you
or your child to type in the name of
another activity.

7BUILD

-

To return to the master title screen
press FCTN = (QUIT).

4 )
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Replaying DALLAS or Another
Activity

To repeat the DALLAS activity, have
your child look at the top of the cue
card, type the name of the acuvity, and
press ENTER. Follow the same
procedure to play the DALLAS activity
again.

To begin another activity, have your
child type in the name of an activity
using the appropnate cue card for
guidance. When the name is correctly
typed, have him or her press ENTER.

17



MOVE and HALT Activities

The word MOVE makes objects move
across the sereenand the word HALY
makes the objects halt their
movement. The cue card for the
HALT and MOVE activities contains
all the keystrokes for playing.

MOVE Activity

Atter your child makes a designor
picture usmgany of the LOGO
activities, he orshe canmake the
objects appearmg on the seveen move to
the night

Hav e your chald follow these sunple
steps

o Ty pethe letter Q (a question niark (?)
appeins)

o Type the word MOVE

o Press ENTER when MOVE S typed
correctly

The desigrion “protute”” moves

18

HALT Activity

Tostop the MOVE activity, have your
cluld follow these steps:

« Type HALT.,
* Press ENTER when HALT 1s spelled
correctly.

'

The designor ' preture’’ stops moving,
To continue with the same activity or
choose a different activity, yonr child
must type mats name After the name s
typed correctly, have your chald press
the ENTER key Toreturntothe
nuster ttle sereen, he or she can

press FOTN = (QUET)



Maintenance and Service

Caring for the Cartridge

These cartridges are durable devices,
but they should be handied with the
same care you would give any other
prece of electronic equipment. Keep the
cartridge clean and dry, and do not
touch the recessed contacts.

CAUTION:

The contents of the Sohd State
Cartrdige can be damaged by
static electricity discharges.

Static electricity build ups are more
likely to occur when the natural
humidity of the airis low (during winter
ormnareas with dry chmates). To avoid
damaging the cartridge, just touch any
metal object (a doorknob, a desklamp,
etc.) before handling the cartridge.

If static electricity 1s a problem where
youlive, you may want to buy a special
carpet treatment that reduces static
build-up These commercial
preparations are usually available from
local hardware and office supply stores.

In Case of Difficulty

If the cartndge activities do not appear
to be operating properly, return to the
master title screen by pressing QUIT.
Withdraw the cartridge, align it with
the cartridge opening, and remnsert it
carefully. Then press any key to make
the master selection list appear, (Note:
Insome instances, it may be necessary
to turn the computer off, wait several
seconds, and then turn it on again.)

If the cartridge is accidentally removed
from the slot while the cartridge
contents are being used, the computer
may behave erratically. To restore the
computer to normal operation, turn the
computer console off, and wait a few
seconds. Then reinsert the cartridge
and turn the computer on again.

If you havé any difficulty with your
computer or cartridge, contact the
dealer from whom you purchased the
unit and/or cartridge for service
directions.

Additional information concerning use

and service can be found in your User’s
Reference Guide.

19



Quick Reference Guide

This Solid State Cartridge is designed
to be used only with the Texas
Instruments TI-99/4A Home
Computer. lmportant keystroke
sequences are summarized here for
your quick reference.

Press  Action

ENTER  [ndicates you have completed
the word or letter that you
lave typed.

[¥] Stops anachivity; a question
mark (7)) appears beside the
cursor, alowing you to change
activities.

FUTN G Erasesanentry.,

{ERASLE)

PUTPN = Returns to the master ttle
MUY seveaen.
Netos Hefore beginning any session

wi e Parly LOGO Leanung Fan
castadge, be sure that the ALPHA
LUK gey s inthe on{(down) position.

\"%PS
Texas INSTRUMENTS
Printed in U.S.A. 10635490 1044

Daltar Toxas



	Page 1
	Page 2
	Page 3
	Page 4
	Page 5
	Page 6
	Page 7
	Page 8
	Page 9
	Page 10
	Page 11
	Page 12
	Page 13
	Page 14
	Page 15
	Page 16
	Page 17
	Page 18
	Page 19
	Page 20
	Page 21
	Page 22
	Page 23
	Page 24
	Page 25
	Page 26
	Page 27
	Page 28
	Page 29
	Page 30
	Page 31
	Page 32
	Page 33
	Page 34
	Page 35
	Page 36
	Page 37
	Page 38
	Page 39
	Page 40
	Page 41
	Page 42
	Page 43
	Page 44
	Page 45
	Page 46
	Page 47
	Page 48
	Page 49
	Page 50
	Page 51
	Page 52
	Page 53
	Page 54
	Page 55
	Page 56
	Page 57
	Page 58
	Page 59
	Page 60
	Page 61
	Page 62
	Page 63
	Page 64
	Page 65
	Page 66
	Page 67
	Page 68
	Page 69
	Page 70
	Page 71
	Page 72
	Page 73
	Page 74
	Page 75
	Page 76
	Page 77
	Page 78
	Page 79
	Page 80
	Page 81
	Page 82
	Page 83
	Page 84
	Page 85
	Page 86
	Page 87
	Page 88
	Page 89
	Page 90
	Page 91
	Page 92
	Page 93
	Page 94
	Page 95
	Page 96
	Page 97
	Page 98
	Page 99
	Page 100
	Page 101
	Page 102
	Page 103
	Page 104
	Page 105
	Page 106
	Page 107
	Page 108
	Page 109
	Page 110
	Page 111
	Page 112
	Page 113
	Page 114
	Page 115
	Page 116
	Page 117
	Page 118
	Page 119
	Page 120
	Page 121
	Page 122
	Page 123
	Page 124
	Page 125
	Page 126
	Page 127
	Page 128
	Page 129
	Page 130
	Page 131
	Page 132
	Page 133
	Page 134
	Page 135
	Page 136
	Page 137
	Page 138
	Page 139
	Page 140
	Page 141
	Page 142
	Page 143
	Page 144
	Page 145
	Page 146
	Page 147
	Page 148
	Page 149
	Page 150
	Page 151
	Page 152
	Page 153
	Page 154
	Page 155
	Page 156
	Page 157
	Page 158
	Page 159
	Page 160
	Page 161
	Page 162
	Page 163
	Page 164
	Page 165
	Page 166
	Page 167
	Page 168
	Page 169
	Page 170
	Page 171
	Page 172
	Page 173
	Page 174
	Page 175
	Page 176
	Page 177
	Page 178
	Page 179
	Page 180
	Page 181
	Page 182
	Page 183
	Page 184
	Page 185
	Page 186
	Page 187
	Page 188
	Page 189
	Page 190
	Page 191
	Page 192
	Page 193
	Page 194
	Page 195
	Page 196
	Page 197
	Page 198
	Page 199
	Page 200
	Page 201
	Page 202
	Page 203
	Page 204
	Page 205
	Page 206
	Page 207
	Page 208
	Page 209
	Page 210
	Page 211
	Page 212
	Page 213
	Page 214
	Page 215
	Page 216
	Page 217
	Page 218
	Page 219
	Page 220
	Page 221
	Page 222
	Page 223
	Page 224
	Page 225
	Page 226
	Page 227
	Page 228
	Page 229
	Page 230
	Page 231
	Page 232
	Page 233
	Page 234
	Page 235
	Page 236
	Page 237
	Page 238
	Page 239
	Page 240
	Page 241
	Page 242
	Page 243
	Page 244
	Page 245
	Page 246
	Page 247
	Page 248
	Page 249
	Page 250
	Page 251
	Page 252
	Page 253
	Page 254
	Page 255
	Page 256
	Page 257
	Page 258
	Page 259
	Page 260
	Page 261
	Page 262
	Page 263
	Page 264
	Page 265
	Page 266
	Page 267
	Page 268
	Page 269
	Page 270
	Page 271
	Page 272
	Page 273
	Page 274
	Page 275
	Page 276
	Page 277
	Page 278
	Page 279
	Page 280
	Page 281
	Page 282
	Page 283
	Page 284
	Page 285
	Page 286
	Page 287
	Page 288
	Page 289
	Page 290
	Page 291
	Page 292
	Page 293
	Page 294
	Page 295
	Page 296
	Page 297
	Page 298
	Page 299
	Page 300



