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Planning Skills of Gifted 

Abstract 

This stud y investigate d th e strategi c o r task-specifi c 

planning skills of students of varying abilitie s using intelligent 

computer-assisted instructio n (ICAI) . Th e sample consisted of 39 

boys and girls in grades four to six attending summer program s for 

the gifted an d non-gifted in the Greater Montreal area. The y were 

divided into three comparison groups : a  high-ability-gifted (HG ) 

group (n=13) , a  high-ability-not-identified-as-gifted (HNG ) group 

.(n=ll), and an average-ability (A ) grou p (n=15) . Eac h student 

created three adventure plans with an ICAI called SCARABEE (Syst^me 

de Conception Assist^e de R^cits d'Aventure dans le But d'Enseigner 

I'Ecriture) for three , thirty-minute session s over an observation 

period of two weeks. Result s o f thi s researc h demonstrat e no 

statistically significan t difference s amon g abilit y groups (HG, 

HNG, and A) on the two level s of strategi c planning skills . Th e 

level of abilit y may not be the determining variable in explaining 

good problem solving sinc e highe r level s o f strategi c planning 

could also involve other variables which remain to be investigated. 
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Abstract 

This study investigated the strategie or task-speeifie 

planning skills of students of varying abilities using intelligent 

eomputer-assisted instruction (ICA!). The sample eonsisted of 39 

boys and girls in grades four to six attending summer programs for 

the gifted and non-gifted in the Greater Montreal area. They were 

divided into three eomparison groups: a high-ability-gifted (HG) 

group (n=13), a high-ability-not-identified-as-gifted (HNG) group 

.(n=11), and an average-ability (A) group (n=15). Each student 

ereated three adventure plans with an ICAI called SCARABEE (Système 

de Conception Assistée de Récits d'Aventure dans le But d'Enseigner 

l'Ecriture) for three~ thirty-minute sessions over an observation 

period of two weeks. Results of this research demonstrate no 

statistically significant differences among ability groups (HG, 

HNG, and A) on the two levels of strategie planning ski Ils. The 

level of ability may not be the determining variable in explaining 

good problem solving since higher levels of strategie planning 

eould also involve other variables which remain to be investigated. 
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RitumA 

Cette recherch e ^tudi e le s technique s d e planificatio n 

strat^gique che z de s enfant s d'habilit ^ moyenn e o u sup^rieure 

utilisant u n logicie l d'enseignemen t intelligen t assist s pa r 

ordinateur (EIAO) . Trente-neu f gargon s e t fille s d u deuxi^me 

cycle d u primair e (4 e A  6 e ann^e) inscrits dans des programmes 

d'^t^ de la region du Grand Montreal, ont ^t ^ choisis e t r^partis 

en troi s groupes : l e premier, d'habilet^-sup^rieure-identifi^s-

dou^s (n=13) ; l e deuxi^me , d'habilet^-sup^rieure-non-identifi^s-

dou6s (n=ll) ; e t le troisi^me, d'habilit^- moyenne (n=15) . Chaqu e 

61^ve a congu troi s scenario s d'aventur e k  I'aid e d e SCARABEE 

(Syst^me de Conceptio n Assist^e d e R^cits d'Aventur e dans le But 

d'Enseigner I'Ecriture) pendant trois session s d e trent e minutes 

pour un e dur^ e d'observatio n d e deu x semaines . Le s r^sultats 

indiquent que les trois groupes de sujets ne different pas de fagon 

significative sur le s deux niveau x de techniques de planification 

strat^gique. Ce s donn^es sugg^rent qu e l e nivea u d'habilet ^ ne 

serait pas une variable d^terminante dans la resolution de probl^me 

puisque le niveau avanc^ de techniques de planification strat^gique 

impliquerait d'autres variables qu-il reste ci explorer. 
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PllnninQ SkillB of GifteG 

Re.ume 

Cette recherche étudie les techniques de planification 

stratégique chez des enfants d'habilité moyenne ou supérieure 

utilisant un logiciel d'enseignement intelligent 

et filles 

assisté par 

du deuxième ordinateur (EIAO). Trente-neuf garçons 

cycle du primaire (4e à 6e année) inscrits dans des programmes 

d'été de la région du Grand Montréal, ont été choisis et répartis 

en trois groupes: le premier, d'habileté-supérieure-identifiés-

doués (n=13); le deuxième, d'habileté-supérieure-non-identifiés

et le troisième, d'habilité- moyenne (n=15). Chaque 

trois scénarios d'aventure à l~aide de SCARABEE 

doués (n=11); 

élève a conçu 

(Système de Conception Assistée de Récits d'Aventure dans le But 

d'Enseigner l'Ecriture) pendant trois sessions de trente minutes 

pour une durée d'observation de deux semaines. Les résultats 

indiquent que les trois groupes de sujets ne diffèrent pas de façon 

significative sur les deux niveaux de techniques de planification 

stratégique. Ces données suggèrent que le niveau d'habileté ne 

serait pas une variable déterminante dans la résolution de problème 

puisque le niveau avancé de techniques de planification stratégique 

impliquerait d~autres variables qu'il reste à explorer. 
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CHAPTER 1 

Introduction 

There has been a growing concern for stimulating the higher 

order thinking skills of high ability (HA) and, talented and gifted 

(TAG) students, using computer-assisted instruction (CAD. Some 

authors have suggested that CAI might be challenging environments 

to develop higher order thinking skills (Derevensky ?< Cartwright, 

1977; Dover, 1983; Ford, Walkington h  Bitter, 1982; Grover, 1987; 

Mandinach, 1987; Parker l<  Johnson Parker, 1985; Schnider, 1987; and 

Trifiletti, 1985). 

As Shore (1986) mentioned, gifted children "need to explore 

real or hypothetical problems (...) to which the answer is not 

necessarily known, and in a way adult problem creators and solvers 

with similar interests might pursue (p. 4)". 

Within this concern, planning skills have been considered as 

a critical element of superior ability especially with cognitively 

demanding software. The goal of this study is to investigate the 

strategic planning skills of students of varying ability involved 

with a CAI called SCARABEE (Coulombe, Decary, ?< Young, 1987; 1988). 
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Giftedness and High Ability 

Definitions of giftedness range from overinclusiveness where 

most are considered gifted, to overexclusiveness, i.e. a minority 

of people with an IQ of 140+ are classed as gifted. 

According to the U.S. Public Law No. 94-192 (Office of 

Education, 1972), talented and gifted (TAG) students need special 

programs and they are considered as a special population if they 

distinguish themselves in at least one of these areas of talent: 

(a) general intellectual ability, (b) creativity and divergent 

thinking, (c) specific academic aptitude, (d) visual and performing 

arts, (e) leadership, or (f) psychomotor ability. 

In constrast, Renzulli (1978) maintains that giftedness is the 

combination of three traits: a high creativity, a high task 

committment and an above-average ability. 

Subjects in the present study were divided into three groups 

according to the above cited definitions: the average-ability (not 

identified as gifted), the high-ability-identified-as-gifted, and 

the high-abi1ity-not-identif ied-as-gifted. 
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Planning Skills 

Several types of planning skills have been identified but the 

majority of them fall into two categories: general planning 

(macroplans related to cognitive styles), and strategic or task-

specific planning. According to Kirby (1984), planning skills 

dealt with "some aspects of intelligence (...) and should 

facilitate an information processing analysis of what intelligence 

is" (p. 85). Kirby (1984) also mentioned that task-specific plans 

were often automatized, i.e. they tended to be more practiced and 

better coordinated than macroplans which were more generalized. 

In this study, the two levels of strategic planning studied, 

wer defined by Greeno (1978) as "the ability to set goals, choose 

appropriate action plans and in general, organize cognitive 

activity so as to produce a solution to a problem" (p. 72). Low 

level planning refers to the acquisition of skills whereas high 

level planning represents higher order cognitive structures or 

transfer of the skills acquired in the low level. Modification was 

defined here as the ability to select and modify the objects' prop

erties in the ICAI. Pertinence can be defined as the aptitude to 

make pertinent or goal-relevant choices and modifications of these 

objects (see Appendix D). 
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Computer Environment 

CAI has been defined as frame-oriented or non-frame oriented 

computer environments in which "frames are prestored units of 

knowledge" (Wenger, 1987). Merrill, Tolman, Christensen, Hammons, 

Vincent, ?< Reynolds (1986) have identified four types of CAI: 

drill & practice, tutorial, simulation, and games. 

McClellan (1985), Trifiletti (1985), and Shore (1986) have 

mentioned that games and simulations are suited for gifted because 

they are free environments of play, problem solving, and scientific 

simulations which foster independent learning, creativity, decision 

making, higher order thinking, and metacognition. 

SCARABEE (Syst^me de Conception Assist^e de R^cits d'Aventure 

dans le But d'Enseigner I'Ecriture) is the software used in this 

study (see Appendices C and D). It is classed as intelligent CAI 

(ICAI) since it combines a game, a simulation, and a tutorial with 

some features of artificial intelligence: an object-oriented 

microworld and a natural language interface. The objects in 

SCARABEE's microworld Jungle are representations of real objects 

(Coulombe, Decary, §< Young, 1988c). 
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CHAPTER 2 

Review of the Literature 

The literature on the uses of computers with TA G students has 

dealt primarily wit h programming, mathematic s and testing (Dover, 

1983; Kanevsky, 1985; McClellan, 1985; and Shore, 1986). Althoug h 

useful i n designin g curricula , thi s bod y o f research does not 

satisfactorily address a t the issu e of mos t appropriate computer 

uses for TA G students. Th e following studies address the issue of 

planning skills of students of varyin g abilit y vi a CA I an d are 

grouped unde r thre e headings : giftednes s and planning skills, 

levels of planning skills, and computer programs or interaction. 

Giftedness and Planning Skills 

Mandinach (1987 ) examine d th e relationshi p betwee n ability 

levels of student s and their strategic planning in an intellectual 

computer problem-solving game. A  median spli t on overal l fluency 

and analytic reasonin g scores wa s used t o assign subjects to low 

and high ability groups. Thi s was broader than the usua l grouping 

of gifted an d nongifted students but was thought to be acceptable. 

The task, Wumpus, was learned under two forms of teaching. 
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In Mandinach's (1987) research, the first form of teaching, 

called instruction, was explicit and activated skills or existing 

cognitive structures. The other form of teaching, gaming, was 

implicit and involved application of skills (transfer). The 

measures included verbal and computer responses of students and 

latencies. High ability students performed better on transfer 

tasks induced from gaming (indirect teaching). However, since 

random assignment and randomization of subjects were not performed, 

the generalizability of the results could be questioned. 

Levels of Planning Skills 

Grover (1987) explored differences in computer performance 

between gifted and nongifted students related to levels of task-

specific planning skills in an electrical circuitry simulation. 

Rocky's Boots (Robinetts, 1982). The 29 students in the gifted 

group were identified by school based on teacher's ratings, on 

students' achievement tests, and on standardized tests with IQ 

scores of 120 and higher. The 14 students in the average group 

scored below 120 and below the 90th percentile on the same tests. 

Students worked one hour twice a week with Rocky's Boots. The 

level of planning skills accounted for 62'/. of the variance 

explained (ANOVA stepwise regression) in computer competency. 
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In Grover's (1987) study, only the high planning group (a 

majority of gifted) mastered high order problems (levels 3 and 4) 

requiring more complex planning as opposed to levels 1 and 2 which 

were simpler in logic. The implication of this research is that 

giftedness was not the main factor causing good problem solving; 

the determining factor was the students' level of planning skills 

(high or low). 

Computer interaction and Programs 

Parker and Johnson Parker (1985) exposed gifted students to an 

acceleration program in mathematics and basic research skills in a 

computer environment for two one-hour-and-fifteen minute periods 

per week from September to May. The sample consisted of thirty 

students designated as gifted by their school. The pretest and 

posttest taped higher order skills in the Olympics of the Mind 

(OM) program. Two kinds of verbal problems were given, requiring 

two kinds of judgments: common and creative. Software from the 

Minnesota Educational Computing Consortium (MECC) and the Learning 

Company (LC) ranged from basic to complex thinking. The increase 

in the gifted's scores between pretest and posttest may have been 

due to computer interaction. The results should be considered 

carefully because this study was primarily an evaluation. 
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Ford, Walkington, and Bitter (1982) investigated the higher 

level thinking skills of twenty-six 5th to 8th graders identified 

as gifted who attended an enrichment/acceleration computer program 

for a period of five weeks. The program was set up by the Temple 

Parent Gifted Association Arizona (TPG) and took place at a local 

Arizona high school where six terminals were connected by telephone 

to a host computer at Temple University. Significant differences 

were observed between students' pretest and posttest scores on the 

Minnesota Computer Literacy and Awareness Assessment (MCLAA) which 

tapped higher order thinking skills. The students' improvement of 

their higher order thinking skills was found to be due to the TPG 

enrichment/ acceleration curriculum. 

Summary 

The issues raised in the above studies should be further 

investigated and their results are summarized here. In most of the 

studies, average ability students benefited more from explicit 

instruction in computer environments and developed basic skills or 

lower levels of planning (simpler in logic). Most of the gifted or 

high ability children learned more from indirect teaching and 

mastered higher levels of strategic planning requiring more complex 

planning or transfer of skills. 
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However, some authors such as Grover (1987) found that 

giftedness was not the only factor accounting for good problem 

solving; the determinant factor was the level of planning skills 

(high and low). Ford et al. (1982), and Parker ?< Johnson Parker 

(1985) mentioned that the increase in the gifted's planning skills 

may also have been due to computer interaction or to the type of 

program in which they were. 
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CHAPTER 3 

Research Design 

Problem Statement 

This stud y wa s designe d t o examin e the strategic planning 

skills of students o f varyin g abilit y (A , HG , an d HNG ) using 

SCARABEE, a CAI adventure game. 

Subjects wer e aske d t o se t thei r own goals and to perform 

strategic planning: to choose, to select, an d to chec k properties 

in each categor y of element s in SCARABEE' s microworld (place s or 

locations, amount of light at locations, descriptio n of locations, 

hero, objects , characters , an d animals ) fo r the m t o be goal-

relevant (se e Appendix D). Score s o n tw o level s o f strategic 

planning were obtained : a  low leve l score (modification ) and a 

high level scor e (pertinence) (se e Evaluation Grid , Appendix D). 

The questions addressed in the present study are summarized below. 

1. Do students of varying abilities differ on the low level 

strategic planning skills (modification)? 

2. Do students of varying abilities differ on the high level 

strategic planning skills (pertinence) ? 
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This study was designed to examine the strategie planning 

skills of students of varying ability (A, HG, and HNG> using 

SCARABEE, a CAl adventure game. 

Subjects were asked to set their own goals and ta perfarm 

strategic planning: to chaase, ta select, and ta check properties 

in each category of elements in SCARA8EE's microworld (places or 

locations, amount of light at locations, description of locations~ 

hera, abjects~ characters~ and animaIs> for them to be goal

relevant (see Appendix D). Scores on two levels of strategie 

planning were obtained: a low level score (modification> and a 

high level score (pertinence) (see Evaluation Grid, Appendix D). 

The questions addressed in the present study are summarized below. 

1. Do students of varying abilities differ on the low level 

strategie planning skills (modification)? 

2. Do students of varying abilities differ on the high level 

strategie planning skills (pertinence)? 
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3. Do students vary according to grade level on low level strategic 

planning skills (modification)? 

4. Do students vary according to grade level on high level 

strategic planning skills (pertinence)? 

5. Do subjects vary according to gender on their low level 

strategic planning skills (modification)? 

6. Do subjects vary according to gender on their high level 

strategic planning skills (pertinence)? 

7. Do children differ according to language on low level strategic 

planning skills (modification)? 

8. Do children differ according to language on high level strategic 

planning skills (pertinence)? 

Levels of Planning Skills and Ability 

Grover (1987), and Mandinach (1987) held that average children 

develop lower levels of planning (simpler in logic) and gifted or 

high ability children acquired higher levels of planning activating 

more complex cognitive structures or transfer of skills. 
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Hypothesis 1; 

The means of low level strategic planning (modification) 

scores do not differ significantly among the three groups (A, HG, 

HNG). 

Hypothesis 2; 

The means of high level strategic planning (pertinence) 

scores differ significantly among the three groups (A, HG, HNG). 

Levels of Planning Skills and Other Factors 

Since Grover (1987) found that the level of planning skills 

was the most determinant factor accounting for good problem solving 

in CAI; it would be interesting to see if other variables (grade 

level, gender, and language) are also be related to planning. 

Hypothesis 3; 

The means of low level strategic planning (modification) 

scores do not differ significantly among the three groups (A, HG, 

HNG) according to grade level. 
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HNG) according to grade level. 
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Hypothesis 4; 

The means of high level strategic planning (pertinence) scores 

differ significantly among the three groups (A, HG, HNG) according 

to grade level. 

Hypothesis 5; 

The means of low level strategic planning (modification) 

scores do not differ significantly among the three groups (A, HG, 

HNG) according to gender. 

Hypothesis 6; 

The means of high level strategic planning (pertinence) scores 

differ significantly among the three groups (A, HG, HNG) according 

to gender. 

Hypothesis 7: 

The means of low level strategic planning (modification) 

scores do not differ significantly among the three groups (A, HG, 

HNG) according to language. 
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Hypothesis 8: 

The means of high level strategic planning (pertinence) scores 

do not differ significantly among the three groups (A, HG, HNG) 

according to language. 

Method 

This study involved a causal-comparative design since it 

explores possible causal relationships by comparing students of 

varying ability on two levels of strategic planning skills 

(modification and pertinence). Random assignment to treatment was 

not possible and there was no experimental treatment. 

Subjects 

Thirty-nine subjects were chosen from lists of participants 

in English and French summer schools or sport and leisure programs 

for gifted or for average children in the Greater Montreal area. 

They were 18 male and 17 female students. Thirteen of them spoke 

English as a mother tongue and 22 were French. Four subjects were 

excluded from the analyses since they did not complete all three 

plans (due to absenteism or low motivation) as were children in 

grades 2 and 3, and the learning disabled due to a lack of data. 
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Planning Skills of Gifted 15 

Twenty-eight subjects remained in the final analyses, and they 

were divided into three comparison groups, the high-ability-gifted 

(HG), the high-ability-not-identified-as-gifted (HNG) and the 

average-ability (A) groups; which comprised ten, nine, and ten 

students respectively. 

Subjects in the HG and HNG group both comprised high ability 

students because they were all enrolled in a summer program for the 

gifted on the basis of school or parent identification. The HG 

group were operationally defined as gifted because they attended 

programs for the gifted during the year whereas the HNG group did 

not and were labelled not-identified-as-gifted. Subjects in the A 

group were from a regular summer program and were not identified 

either as learning disabled or gifted but as average students. 

Materials 

The computer simulation games used were the English and French 

versions of an ICAI, SCARABEE (Coulombe, Decary 8/. Young, 1987; 

1988) which runs on IBM and compatibles (512K) with Color Graphics 

Adaptor (CGA) or Very High Density Color Graphics Adaptor (VGA) 

card. The first disk contained the program and the microworld 

environment (jungle); the second one was the exercise disk for 

users to save their own work. 
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SCARABEE has two modes, a game mode and an authoring system in 

which users can either play or create the game (see Appendix C). 

SCARABEE was chosen as the software for this study because it was 

designed to develop story writing (language skills) and problem 

solving (planning skills and logical thinking). 

Procedure 

Each subject worked individually with SCARABEE for three 

thirty-minute sessions for a period of two weeks in July and August 

1990. Subjects included in the study had not used SCARABEE I or 

SCARABEE II before. Each subject created three adventure plans 

with SCARABEE which comprised the observed data (see Appendix D). 

The computer interaction was videotaped to allow observation of 

subjects' behavior after the data collection period. The data were 

entered in a database program created in RBASE (Sokolowski, 1990) 

and subsequently transferred in SPSS/PC-t- for statistical analyses. 

Subjects were administered an informal questionnaire to gather 

information (age, grade level, etc. ) and to ensure that subjects 

had similar computer experience (see Appendix B). All students had 

already used computers either at school or at home and though they 

had played with adventure games previously, they were unfamiliar 

with SCARABEE which was used in this study. 
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Demonstration 

During an introduction period, the experimenter gave out 

letters of consent and information (see Appendix A), as well as 

verbal and written explanations of goals and tasks (Appendix C). 

A hands-on activity was done before the first computer session and 

was repeated for the second and third sessions. This hands-on 

activity consisted of showing computer operations (enter, exit, 

select, modify, etc.) for the authoring system interface and the 

menu of characteristics of items (locations, characters, and 

animals) using the demonstration adventure game included in the 

original program of SCARABEE (see Appendix C). 

The Task 

In the task, subjects where asked to write a goal for each 

adventure plan in the introductory text window and performed 

strategic planning in selecting, verifying, and modifying the 

features of SCARABEE's different items (see strategic steps below) 

for them to be goal-relevant. The items in SCARABEE are  organized 

in classes which determine their characteristics and behaviors. In 

SCARABEE, the user must use the arrow keys to move the cursor and 

press return to select an item, backspace to remove an item, and 

escape to close a window or menu (see Appendix C). 
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In SCARABEE. there are menu windows with a choice of items, 

content windows in which objects can be placed, and text windows in 

which text can be written (see Appendix C). 

Strategic Steps 

1- What do you want to do? menu; Subjects had to choose the item 

create a new adventure (see Appendix C). 

2. Adventure definition menu; Subjects had to select and write 

the title of their adventure, their name, and their goal in the 

title window, author window, and introductory text window; then 

choose the geography window (see Appendix C). 

3. Geography window (location, content, characters): Subjects had 

to select locations in the choose among places menu and modify 

the features of each location (light, content, description) (see 

Appendix C). 

4. Contents window: Subjects had to put objects in each location 

from the different types of objects menu: (accessories, 

animals, characters, containers, documents, foods, furniture, 

traps, treasures, vegetations, weapons) (see Appendix C). 

5. Properties of an object menu; Subjects had to modify attributes 

of each object they had selected (see example below). 
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Example; the object table belongs to the class furniture and has 

four items in its menu: what is on top (content window), 

what is under (content window), size (menu window), 

description (text window) (see Appendix C). 

Measures 

The scoring of the computer adventure plans was done through 

observation of the videotapes and print-outs. Because students 

were in the creation mode (authoring system) of the game, no 

criterion baseline could be established a priori. The goals and 

number of possible elements varied from one student to another. 

Two levels of strategic planning were studied: low level 

(modification) and high level (pertinence) for each class of items 

(locations, light of locations, description of locations, hero, 

objects, characters, and animals) in each plan. 

There were three kinds of scores: (a) the total percentage 

of modification of elements (number of modified objects over total 

number of objects) (b) the total percentage of pertinence of 

elements (number of pertinent objects over total number of objects) 

and, (c) the percentage of pertinence of modified objects (number 

of objects pertinently modified over total of modified objects) 

(see Evaluation Grid in Appendix D). 

Example: 
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CHAPTER 4 

Data Treatment 

Statistical Procedures 

Multivariate analyses of variance (MANOVA) were used to test 

each hypothesis for statistically significant differences among the 

A group, the HG group, and the HNG group (generalized F-tests with 

B. <0.05) on the dependent measure; the two levels of strategic 

planning (modification and pertinence). As Ferguson (1989) has 

pointed out, the F-test is robust despite minor departures from 

normality even in small samples. Hypotheses 7 S< 8 were dropped 

from the analyses due to a lack of sufficient data when subjects 

were divided into subgroups by language. 

Results 

Table 1 presents the results of a MANOVA for the two levels 

of strategic planning skills (modification and pertinence) for the 

A group, HG group, and HNG group. 
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Tablt 1 

MANOVA Table for Strategic Planning Skills of Groups: 
Modification, Pertinence and Pertinent Modification 

Source of variation S S d f M S F 

Strat. 9252.1 0 2  4626.0 5 297.2 9 .00 0 

Group by Strat. 59.3 2 4  14.8 3 .9 5 .44 1 

Within cells 778.0 3 5 0 15.5 6 

Note- SS =  sum o f squares; M S = mean of squares; F = F-ratio (F-
tests); B. = statistical significance of F-ratio ; Strat. =  all the 
levels of strategi c planning skill s (modification +  pertinence + 
pertinent modification). 
* B, < .05 

No statistically significant differences were found among 

means of the three ability groups when all levels of strategic 

planning skills are  combine d (modification , pertinence, and 

pertinent modification). 

In Tables 2 to 10 are  presente d th e mean s o n lo w o r high 

strategic planning skills for the A, the HG and the HNG groups. 
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Hypothgsia it 

The means of low level strategic planning (modification) 
scores do not differ significantly among groups (A, HG, HNG). 

Table 2 presents the means and standar d deviations o f groups 

for low strategic planning (modification) . 

Table 2 

Means and Standard Deviations For Low 
Strategic Planning: Modification 

Group M  S D n 

Average 13.1 8 4.4 6 9 

High-gifted 12.9 3 2.9 0 1 0 

High-not-identified-gifted 11.0 3 1.9 5 9 

For entire sample 12.4 1 3.2 8 2 8 

Note. Value s represen t mea n an d standar d deviatio n fo r lo w 
strategic planning: tota l percentage o f modification o f items in 
SCARABEE (numbe r of modified objects over total number of objects). 

As expected. Hypothesi s 1 was supported, because there was no 

statistical difference among groups o n modification i n the MANOVA 

results ( F (1,25) = .28, p. = .761 n. s.). 
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The means 0; low level strategie planning (modi;ication) 
scores do not differ significantly among groups (A, HG, HNG). 

Table 2 presents the means and standard deviations of groups 

for low strategie planning (modification). 

Table 2 

Means and Standard Deviations For Law 
Strategie Planning: Modification 

Group 

Average 13.18 4.46 

High-gifted 12.93 2.90 

High-not-identified-gifted 11.03 1.95 

For entire sample 12.41 

9 

10 

9 

28 

Note. Values represent mean and standard deviation for low 
strategie planning: total percentage of modification of items in 
SCARABEE (number of modified abjects aver total number of objects). 

As expected, Hypothesis 1 was supported, because there was no 

statistical difference among groups on modification in the MANOVA 

results (F (1,25) = .28, ~ = .761 n. s.). 

22 
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The means of high level strategic planning (pertinence and 
pertinent modification) scores differ significantly among the 
three groups (A, HG, HNG). 

Table 3 presents the means of high strategic planning 

(pertinence) for all ability groups. 

Table 3 

Means and Standard Deviations For High 
Strategic Planning: Pertinence 

Group M  S D n 

Average 30.4 4 8.5 4 9 

High-gifted 27.9 3 4.4 4 1 0 

High-not-identified-gifted 30.6 3 6.8 6 9 

For entire sample 29.6 1 6.6 1 2 8 

Note. Value s represen t mea n an d standar d deviatio n o f hig h 
strategic planning: total percentage of pertinent items in SCARABEE 
(number of pertinent objects over total number of objects). 

Table 4  present s th e mean s o f hig h strategi c plannin g 

(pertinent modification) for all ability groups. 
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Hypotb •• ,. 2. 

The means of high level strategie planning (pertinence and 
pertinent modification) scores differ significantly among the 
three groups (A, HG, HNG). 

Table 3 presents the means of high strategie planning 

(pertinence) for aIl ability groups. 

Table 3 

Means and Standard Deviations For High 
Strategie Planning: Pertinence 

Group 

Average 30.44 8.54 

High-gifted 27.93 4.44 

High-not-identified-gifted 30.63 6.86 

For entire sample 29.61 6.61 

9 

10 

9 

28 

Note. Values represent mean and standard deviation of high 
strategie planning: total percentage of pertinent items in SCARABEE 
(number of pertinent objeets over total number of abjects). 

Table 4 presents the means of high strategie planning 

(pertinent modification) for aIl ability groups. 
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Tiblt 4 

Means and Standard Deviations For High Strategic 
Planningi Ptrtintnt Modification 

Group M  S D n 

Average 4.7 8 1.4 3 9 

High-gifted 4.9 0 1.8 8 1 0 

High-not-identified-gifted 3.8 5 1.9 7 9 

For entire sample 4.5 2 1.7 8 2 8 

Note. Value s represen t mea n an d standar d deviatio n fo r hig h 
strategic planning : tota l percentag e o f pertinen t modification 
items in SCARABEE's plans (number of pertinently modified objects). 

Contrary to wha t was expected. Hypothesis 2 was not supported 

since the groups did not differ significantly in the MANOVA results 

on high strategi c planning: pertinenc e ( F (2,25) = 2.16, Q_  = .137 

n. s.), and pertinent modification ( F (2,25) = .69, g, = .510 n.s.). 

HypQthttii 3i 

Tht fflMn* of low Itvtl strattgic planning (modification) do 
not differ significantly by grade level among the three groups. 

Table 5  present s th e mean s o f th e low strategic planning 

(modification) for all ability groups by grade level. 
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Means and Standard Deviations For High Strate;ic 
PlanninQI Pertinent Modification 

Group 

Average 4.78 1.43 

High-gifted 4.90 1.88 

High-not-identified-gifted 3.85 1.97 

For entire sample 4.52 1.78 

9 

10 

9 

28 

Note. Values represent mean and standard deviation for high 
strategie planning: total percentage of pertinent modification 
items in SCARABEE's plans (number of pertinently modified abjects). 

Contrary ta what was expected, Hypothesis 2 was not supported 

since the groups did not differ significantly in the MANOVA results 

on high strategie planning: pertinence (F (2,25) = 2.16, ~ = .137 

n. s.), and pertinent modification (F (2,25) = .69, ~ = .510 n.s.). 

Hypathl.i. 3. 

Tne m.an. of low llvel .trat.;ic plannin; (modification) do 
nct differ significantly by grade level among the three groups. 

Table 5 presents the means of the low strategie planning 

(modification) for aIl ability groups by grade level. 
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Table B 

Means and Standard Deviations For Low 
Strategic Planning by Grade: Modification 

Group Grade 
Level 

4 

5 

6 

4 

5 

6 

4 

5 

Q 

10.08 

11.33 

16.75 

12.67 

14.56 

9.67 

10.95 

11.33 

SD 

.50 

.00 

4.68 

2.62 

3.34 

.00 

2.24 

.47 

n 

4 

1 

4 

6 

3 

1 

7 

2 

Average 

High-gifted 

High-not-identified-gifted 4 

For entire sample 12.41 3.28 28 

Note. Values represent mean and standard deviation in each group by 
grade level fo r low strategic planning: percentage of modification 
in SCARABEE (numbe r of modified objects over total number). 

Hypothesis 3 was supported, as expected, since the group s did 

not diffe r significantl y b y grad e leve l o n modificatio n (lo w 

strategic planning) in the MANOVA results ( F (1,20) = .48, p. = .625 

n. s.) 
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Tlbll e 

Means and Standard Deviations For Low 
Strategie Planning by Grade: Modification 

Group 

Average 

High-gifted 

High-not-identified-gifted 

For entire sample 

Grade 
Level 

4 

5 

6 

4 

5 

6 

4 

5 

6 

10.08 .50 

11.33 .00 

16.75 4.68 

12.67 2.62 

14.56 3.34 

9.67 .00 

10.95 2.24 

11.33 .47 

12.41 3.28 

D. 

4 

1 

4 

6 

3 

1 

7 

2 

28 

Note. Values represent mean and standard deviation in eaeh group by 
grade level for low strategie planning: pereentage of modification 
in SCARABEE (number of modified abjects over total number). 

Hypothesis 3 was supported~ as expected~ sinee the groups did 

not differ significantly by grade level on modification (low 

strategie planning) in the MANOVA results (F (1~20) = .48~ ~ = .625 

n. s.). 
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Hypothiiii 4 L 

The means of high level strategic planning (pertinence and 
pertinent modification) scores differ significantly among the three 
groups (A, HG, HNG) according to grade level. 

Table 6  present s th e mean s o f th e high strategic plannin g 

(pertinence) fo r al l abilit y group s by grade level. 

Table 6 

Means and Standard Deviations For High 
Strategic Planning by Grade: Pertinence 

Group Grade 
Level 

M SD n 

Average 26.08 1.32 

27.̂ -=̂  j»o .00 

35.58 11.35 

High-gifted 26.33 4.10 

30.22 5.21 

30.67 . OU 

High-not-identified-gifted 4 30.05 7.40 

32.67 6.13 

For entir e sample 29.61 6.61 28 

Note. Value s represent mean an d standar d deviatio n i n each grou p b y 
grade leve l fo r hig h strategi c planning : pertinence (numbe r of 
pertinent object s in SCARABEE over tota l numbe r of objects) . 
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Hygotbl.1. 4. 

The means of high level strategie planning (pertinence and 
pertinent modification) scores differ significantly among the three 
groups (A, HG, HNG) accarding ta grade level. 

Table 6 presents the means of the high strategie planning 

(pertinence) for aIl ability groups by grade level. 

Table 6 

Means and Standard Deviations For High 
Strategie Planning by Grade: Pertinence 

Group 

Average 

High-gifted 

High-not-identified-gifted 

For entire sample 

Grade 
Level 

4 

5 

6 

4 

5 

6 

4 

5 

6 

"26.08 

?7 "':"7, ..... • • .)"wJ 

7CO co8 . .)'-'. '-' 

26.33 

7,0 ?"") . ..) ._L 
30.67 

30.05 

32.67 

29.61 

1.32 

.00 

11.35 

4. 10 

5.21 

.00 

7.40 

6.13 

6.61 

n 

4 

1 

4 

6 

3 

1 

7 

2 

28 

Note. Values represent mean and standard deviation ln each group by 
grade level for high strategie planning: pertine~ee (number of 
pertinent abjects in SCARABEE over total number of abjects). 
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Table 7 presents the mean s o f th e hig h strategi c planning 

(pertinence) for all ability groups by grade level. 

Table 7 

Means and Standard Deviations For High Strategic 
Planning by Grades Pertinent Modification 

Group Grade 
Level 

M SD n 

Average 

High-gifted 

High-not-identified-gifted 4 

4.250 

5.333 

5.167 

5.833 

2.667 

6.000 

3.667 

4.500 

1.500 

. 000 

1.599 

1.243 

1.155 

.000 

2.211 

.707 

For entire sample 4.524 1.776 28 

Note. Values represent mean and standard deviation in each group by 
grade level fo r high strategi c planning: percentag e of pertinent 
modification (numbe r of pertinently modified items in SCARABEE). 
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Table 7 presents the means of th h' h t t e 19 5 ra egic planning 

(pertinence) for aIl ability groups by grade level. 

Table 7 

Means and Standard Deviations For High Strategie 
Planning by Grade: Pertinent Modification 

Group 

Average 

High-gifted 

High-not-identified-gifted 

For entire sample 

Grade 
Level 

4 

5 

6 

4 

5 

6 

4 

5 

6 

4.250 1.500 

5 ""P<'< . ..)'-"-' .000 

5.167 . 1.599 

5.833 1.243 

2.667 1.155 

6.000 .000 

3.667 2.211 

4.500 .707 

4.524 1. 776 

n 

4 

1 

4 

6 

3 

1 

7 

? -

28 

Note. Values represent me an and standard deviation in each group by 
grade level for high strategie planning: pereentage of pertinent 
modification (number of pertinently modified items in SCARABEE). 
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Contrary to predictions . Hypothesis 4 was not supported since 

the groups did not differ by grad e leve l o n th e hig h leve l of 

strategic planning: pertinenc e ( F (2,20) = 1.61, p. = .225 n. s.), 

and pertinent modification ( F (3,20) = 1.62, p_ = .217 n. s.). 

Hypothesis 5: 

The means of low level strategic planning (modification) 
scores do not differ significantly among the three groups (A, HG, 
HNG) according to gender. 

Table 8 presents the means of the low strategic planning 

(modification) for all ability groups by gender. 

Planning Skills of Gifted 28 

Contrary ta predictions, Hypothesis 4 was not supported since 

the groups did not differ by grade level on the high level of 

strategie planning: pertinence <E 1.61, ~ = .225 n. s.)~ 

and pertinent modification (F (3,20) = 1.62, ~ = .217 n. s.). 

HYDothesis 5; 

The means of low level strategie planning (modification) 
scores do nct differ significantly among the three groups (A, HG, 
HNG) according to gender. 

Table 8 presents the means of the low strategie planning 

(modification) for aIl ability groups by gender. 
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Table 8 

Means and Standard Deviations For Low 
Strategic Planning by Genders Modification 

Group 

Average 

High-gifted 

High-not-identified-gifted 

Gender^ 

Fem-

Masc. 

Fem. 

Masc. 

Fem. 

Masc. 

H 

10.83 

15.07 

12.07 

13.80 

11.50 

10.67 

SD 

1.73 

5.25 

1.85 

3.69 

1.97 

2.08 

n 

4 

5 

5 

5 

4 

5 

For entire sample 12.41 ;.28 28 

Note. Values represent mean and standard deviation in each group by 
gender for lo w strategic planning : percentage o f modification in 
SCARABEE (numbe r of modified objects over total number). 
*Fem. = feminine gender; Masc. = masculine gender. 

Hypothesis 5 was supported as expected, sinc e groups di d not 

differ significantly by gender (MANOV A results) on modification 

(F (1,22) = 1.12, B. = .304 n. s.). 

Hypothesis 6s 

The mean s o f hig h leve l strategic planning (pertinenc e and 
pertinent modification) scores differ significantly among the three 
groups (A, HG, HNG) according to gender. 
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Table 8 

Means and Standard Deviations For LON 
Strategie Planning by Gender: Modification 

Group Gender 1 t:1 

Average Fern. 10.83 1. 73 

Nase. 15.07 5.25 

High-gifted Fern. 12.07 1.85 

Mase. 13.80 3.69 

High-not-identified-gifted Fern. 11.50 1.97 

Masc. 10.67 2.û8 

For entire sample 12.41 3.28 

4 

5 

5 

5' 

4 

5 

28 

Note. Values represent mean and standard deviation in each group by 
gender for low strategie planning: percentage of modification in 
SCARABEE (number of modified abjects over total number). 
1Fem. = feminine gender; Masc. = masculine gender. 

Hypothesis 5 was supported as expected, since groups did not 

differ significantly by gender (MANOVA results) on modification 

(F (1, 22) = 1. 12, Q. = • 304 n. s.). 

Hypothesis 6: 

The means of high level strategie planning (pertinence and 
pertinent modification) scores differ significantly among the three 
groups (A, HG, HNG) accerding te gender. 
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Table 9  present s th e mean s o f the high strategic planning 

(pertinence) according to gender for all ability groups. 

Table 9 

Means and Standard Deviations For High 
Strategic Planning by Genders Pertinence 

Group Gender ^ M  S D n 

Average Fem . 26.0 0 1.15 5 4 

Masc. 34.0 0 10.44 8 5 

High-gifted Fem . 27.0 0 4.98 3 5 

Masc. 28.8 7 4.15 4 5 

High-not-identified-gifted Fem . 33.4 2 8.06 2 4 

Masc. 28.4 0 5.60 0 5 

For entire sample 29.60 7 6.61 1 2 8 

Note. Values represent mean and standard deviation in each group by 
gender for high strategic planning: pertinence (numbe r of pertinent 
objects in SCARABEE over total number of objects). 
*Fem. = feminine gender; Masc. = masculine gender. 

Table 10 presents the means o f th e hig h strategi c planning 

(pertinent modification) by gender for all ability groups. 
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Table 9 presents the means of the high strategie planning 

(pertinence) according to gender for aIl ability groups. 

Table 9 

Means and Standard Deviations For High 
Strategie Planning by Gender: Pertinence 

Group Gender- 1 so 

Average Fern. 26.00 1.155 

Masc. 34.00 10.448 

High-gifted Fern. 27.00 4.983 

Masc. 28.87 4.154 

High-not-identified-gifted Fem. 33.42 8.062 

Masc. 28.40 5.600 

For entire sample 29.607 6.611 

n 

4 

5 

5 

5 

4 

5 

28 

Note. Values represent mean and standard deviation in each group by 
gender for high strategie planning: pertinence (number of pertinent 
abjects in SCARABEE over total nurnber of abjects). 
1Fem. = feminine gender; Masc. = masculine gender. 

Table 10 presents the means of the high strategie planning 

(pertinent modification) by gender for aIl ability groups. 
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Table 10 

Means and Standard Deviations For High Strategic 
Planning by Genders Pertinent Modification 

Group Gender ^ M  S D n 

Average Fem . 5.5 0 1.0 0 4 

Masc. 4.2 0 1.5 6 5 

High-gifted Fem . 5.6 0 1.5 9 5 

Masc. 4.2 0 2.0 5 5 

High-not-identified-gifted Fem . 3.3 3 2.2 3 4 

Masc. 4.2 7 1.8 8 5 

For entire sample 4.5 2 1.7 8 2 8 

Note. Values represent mean and standard deviation in each group by 
gender fo r hig h strategi c planning : percentag e o f pertinen t 
modification (numbe r of pertinently modified items in SCARABEE). 
*Fem. = feminine gender; Masc. = masculine gender. 

Contrary to wha t was expected. Hypothesis 6 was not supported 

since group s di d no t diffe r significantl y o n hig h strategi c 

planning by gende r (MANOV A results ) on pertinence ( F (2,22)= .03, 

B. = -98 n.s.), and on pertinent modification (F(2,22 ) = 2.94, 

B. = .074 n.s. ). 
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Table 10 

Means and Standard Deviations For High Strategie 
Planning by Gender: Pertinent Modification 

Group Gender 1 M 

Average Fern. C' C'O 
~.~ 

Masc. 4 Ij-.~U 

High-gifted Fern. 5.60 

Masc. 4.20 

High-not-identified-gifted Fem. 3.33 

Masc. 4.27 

For entire sample 4.52 

Note. Values represent mean and standard deviation 
gender for high strategie planning: percentage 
modification (number of pertinently modified items 
lFem. = feminine gender; Masc. = masculine gender. 

n 

1.00 4 

1.56 5 

1.59 5 

2.05 5 

2.23 4 

1.88 5 

1. 78 28 

in each group by 
of pertinent 

in SCARABEE) • 

Contrary to what was expected, Hypothesis 6 was not supported 

since groups did not differ significantly on high strategie 

planning by gender (MANOVA results) on pertinence (F <2~22)= .03, 

~ = .98 n.s.), and on pertinent modification <E<2,22) = 2.94~ 

Q. = .074 n. s. ) . 
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CHAPTER 5 

Discussion 

The present study investigate d whethe r o r no t student s of 

varying ability level s differed o n low or high strategic planning 

skills while they were involved in the conception of computer-based 

adventure plans wit h SCARABEE. Student s wer e expected to differ 

significantly according to their ability level, o n the hig h level 

of strategic plannin g (pertinenc e an d pertinent modification) but 

not on the low level of strategic planning (modification) . 

This study foun d n o evidenc e o f statisticall y significant 

differences amon g abilit y group s o n the two levels of strategic 

planning skills; modification and pertinence (se e Table 1). 

As predicted, the A group, the HG group, and the HNG group did 

not differ significantly on the low level of strategic planning 

(modification) most likely because it represents the acquisition of 

simpler logic skills accessible t o th e averag e a s wel l a s the 

gifted or high ability children. I n other words, all subjects were 

able to perform modification when they wer e involved i n selecting 

and changing the properties of objects in the ICAI. 
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CHAPTER ~ 

Discussion 

The present study investigated whether or not students of 

varying ability levels differed on low or high strategie planning 

skills while they were involved in the conception of computer-based 

adventure plans with SCARABEE. Students were expected to differ 

significantly according to their ability level, on the high level 

of strategie planning (pertinence and pertinent modification) but 

not on the low level of strategie planning (modification). 

This study found no evidence of statistically significant 

differences amang ability groups on the two levels of strategie 

planning skills; modification and pertinence (see Table 1). 

As predicted, the A group~ the HG group~ and the HNG group did 

not differ signifieantly on the low level of strategie planning 

(modification) most likely because it represents the acquisition of 

simpler logic skills accessible ta the average as weIl as the 

gifted ar high ability children. In other words, aIl subjects were 

able ta perform modification when they were involved in selecting 

and changing the praperties of abjects in the ICAI. 
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Grover (1987) , an d Mandinach (1987 ) maintained that the level 

of planning skills on a  compute r tas k wer e relate d t o ability 

because average abilit y children tended to acquire lower levels of 

planning whereas gifte d or hig h ability childre n often developed 

higher level s o f planning . For d et al. (1982) , and Parker and 

Johnson Parke r (1985 ) include d onl y gHte d student s in thei r 

samples bu t thei r result s suppor t Grove r (1987 ) and Mandinach 

(1987). 

Results of the presen t researc h partl y confirm s previous 

findings in th e literature. Contrar y to what was expected, the A 

group do not differ significantl y from th e HG grou p and the HNG 

group o n th e hig h leve l o f strategic planning (pertinence , and 

pertinent modification). 

The HG and the HNG groups were expected t o differ fro m the A 

group because hig h planning skill s were though t to be a critical 

element of higher ability since they refer to cognitively demanding 

structures such as transfer of the skills. 

Results indicate tha t high strategi c planning seem s to be 

accessible to students o f bot h averag e an d hig h abilit y since 

subjects do no t differ significantl y on pertinence, and pertinent 

modification and were all able to mak e pertinent o r goal-relevant 

choices and modifications of objects in the ICAI's microworld. 
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Grever (1987), and Mandinach (1987) maintained that the level 

of planning skills on a computer task were related to ability 

because average ability children tended to acquire lower levels of 

planning whereas gifted or high ability children often develaped 

higher levels of planning. Ford et al. (1982), and Parker and 

Johnson Parker (1985) included only gifted students in their 

samples but their results support Grover (1987) and Mandinach 

(1987). 

Results of the present research partly confirms previous 

findings in the literature. Contrary to what was expected~ the A 

group do not differ 

group on the high 

significantly from the HG group and the HNG 

level of strategie planning (pertinence, and 

pertinent modification). 

The HG and the HNG groups were expected to differ from the A 

group because high planning skills were thought ta be a critical 

element of higher ability since they refer ta cognitively demanding 

structures such as transfer of the ski Ils. 

Results indicate that high strategie planning seems ta be 

accessible to students of both average and high ability since 

subjects do not differ significantly on pertinence~ and pertinent 

modification and were aIl able ta make pertinent or goal-relevant 

choices and modifications of abjects in the ICAI's microworld. 



Planning Skills of Gifted 34 

However, despite a lack of significant differences among the 

three ability groups on high strategic planning, the observed trend 

was consistent with previous findings. The HG group was slightly 

higher than the A group but the HNG was not necessarily closer to 

the HG group than it was to the A group (see Tables 4 and 5). 

There was a trend for mean scores to increase according to the 

grade level of students on both low and high strategic planning 

(see Tables 6, 7, and 8); and it is consistent with Grover's (1987) 

finding that students' grade level was a more important factor than 

giftedness or high ability in explaining good problem solving. 

This was thought to be because the higher levels of strategic 

planning involve maturation as well as ability. 

The present study also investigated gender difference across 

ability groups. Though the results were not significant, the trend 

was for female students to have lower means than male students, 

except on pertinent modification, one kind of high strategic 

planning (see Tables 9, 10, and 11). This kind of relationship 

has not been reported in the previous literature and further 

research is recommended to ascertain if female students perform 

less well than male students on certain types of cognitive tasks. 
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However, despite a lack of significant differences among the 

three ability groups on high strategie planning~ the observed trend 

was consistent with previous findings. The HG group was slightly 

higher than the A group but the HNG was not necessarily closer ta 

the HG group than it was ta the A group (see Tables 4 and 5). 

There was a trend for mean scores ta increase according to the 

grade level of students on bath law and high strategie planning 

(see Tables 6~ 7~ and 8); and it is consistent with Grover~s (1987) 

finding that students~ grade level was a more important factor than 

giftedness or high ability in explaining good problem solving. 

This was thought to be because the higher levels of strategie 

planning involve maturation as weIl as ability. 

The present study also inve5tigated gender difference across 

ability groups. Though the results were not significant~ the trend 

was for female students to have lower means than male students, 

except on pertinent modification, one kind of high strategie 

planning (see Tables 9~ 10, and 11). This kind of relationship 

has not been reported in the previous literature and further 

re5earch i5 recommended ta ascertain if female students'perform 

less weIl than male students on certain types of cognitive tasks. 
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Since Ford et al. (1982), and Parker and Johnson Parker (1985) 

found that there was an increase in planning skills after computer 

interaction, it is important to consider the effect of practice 

over all sessions as well as to compare the first and the last 

sessions. 

As Calfee (1981) mentioned "Research is short sighted when 

it ignores the contextual effect of time, when it focuses on 

pretest vs. posttest" (p. 43). However, this kind of analysis was 

not possible in the present study since there were only three 

thirty-minute sessions with the ICAI and it was not enough to show 

variation among groups. 

It would be interesting to replicate the research to verify 

the findings if the number of computer sessions as well as the 

amount of computer interaction time were increased. 

In conclusion, no support could be found for the hypothesis 

that average ability, gifted or high ability children differ 

significantly on the high level strategic planning skills 

(pertinence and pertinent modification). The HG group and the HNG 

group were expected to have similar mean scores on pertinence 

because they both included high ability students, gifted or not. 

The means of the HG group and the HNG group were also expected both 

to differ from the A group, but they did not. 
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Since Ford et al. (1982), and Parker and Johnson Parker (1985) 

found 'that there was an increase ln planning skills after computer 

interaction~ it IS important ta consider the effect of practice 

over aIl sessions as weIl as to compare the first and the last 

sessions. 

As Calfee (1981) mentioned "Research is short sighted when 

it ignores the contextual effect of time~ when it focuses on 

pretest vs. posttest ll (p. 43). However~ this kind of analysis was 

not possible in the present study since there were only three 

thirty-minute sessions with the ICA! and it was not enough ta show 

variation among groups. 

It would be interes~ing to replicate the research ta verify 

the findings if the number of computer sessions as weIl as the 

amount of computer interaction time were increased. 

In eonclusion~ no support could be found for the hypothesis 

that average ability~ gifted or high ability children differ 

signifieantly on the high level strategie planning ski Ils 

(pertinence and pertinent modification). The HG group and the HNG 

group were expected to have similar mean scores on pertinence 

because they both inciuded high ability students~ gifted or nota 

The means of the HG group and the HNG group were aiso expected both 

ta differ from the A group~ but they did nota 



Planning Skills of Gifted 36 

These results imply that the level of strategic planning 

skills may not necessarily be a useful criteria for distinguishing 

high ability from average students. The lack of significant 

differences may be explained by the fact that groups did not vary 

on strategic planning skills or that it was not possible to detect 

the differences because of the specific characteristics of the type 

of software used (SCARABEE), or because of the causal-comparative 

research design's limitations. 

Though the results of this study cannot be generalized to 

all students of average ability or gifted or high ability or to 

other populations, it might be interesting to replicate the 

research using a stronger experimental design with a control group, 

a larger sample randomly selected as well as randomly assigned to 

treatment. Only at that point would it be possible to ascertain 

the relationship between the level of ability and the level of 

strategic planning skills. 
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Information Letter 

Faculty of Education 
McGill University 
Educational Psychology and Counselling 
3700 Mc Tavish 

Dear Parent (s), ĵ iiy ^ 1990 

My name is Marys e Lucbert , a n ME d studen t i n Educational 
Psychology a t McGil l an d I  woul d lik e to observe the children 
attending the compute r afternoo n progra m a t th e Gifte d Summer 
School, i n July , thi s summer . Th e purpos e of my study is to 
understand the planning skills of childre n usin g a  ne w computer 
game. 

It wil l giv e you r son/daughte r an opportunity to play with 
this new challenging game fo r two thirty-minut e periods pe r week 
during two weeks. 

Observations will b e recorded i n a log book, on the computer 
and videotaped, and will be held strictly confidential. 

This study is important because it will contribute to discover 
new uses o f computers wit h gifted children, at school outside the 
traditional curriculum and setting, and beyond schoo l on th e job-
market, at home and, in the community. 

You will fin d attached, a  letter o f consent which should be 
returned the following day. I  wil l b e please d t o sen d yo u a 
summary of th e research result s if yo u wish (* see note). Than k 
you for your cooperation. Yo u can contact me or leave a message at 
McGill (398-4252/4253) . 

Maryse Lucbert 

Dr. Glenn Cartwright, supervisor 

Return this part if you are interested 

Note: Will yo u please send me a summary of the research results at 
the following address: 

NAME: 
ADDRESS: 

Planning Skills of Gifted 

Faculty of Education 
McGill University 

Information Letter 

Educational Psychology and Counselling 
3700 Mc Tavish 

Dear Parent(s)~ July, 1990 

My name is Maryse Lucbert~ an MEd student in Educational 
Psychalogy at McGill and l would like to observe the children 
attending the computer afternoon program at the Gifted Summer 
School~ in July~ this summer. The purpose of my study is ta 
understand the planning skills of children using a new computer 
game. 

It will give your son/daughter an opportunity ta play with 
this new challenging game for twa thirty-minute periods per week 
during twa weeks. 

Observations will be recorded in a log book, on the computer 
and videotaped, and will be hel.d strictly confidential. 

This study is important because it will contribute to discover 
new uses of computers with gifted chi-Idren, at school outside the 
traditional curriculum and setting, and beyand school on the job
market, at home and, in the community. 

You will find attached, a letter of consent which should 'be 
returned the following day. l will be pleased to send you a 
summaryof the research results if you wish <* see note). Thank 
Vou for your cooperation. You can contact me or leave a message at 
McGi11 (398-4252/4253). 

Maryse Lucbert 

Dr. Glenn Cartwright~ supervisor 

Return this part if you are interested 

Note: Will Vou please send me a summary of the research results at 
the following address: 

NAME: ____________________________ __ 
ADDRESS: __________________________ __ 
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Letter of Consent 

I (Miss/Mrs/Mr . authoriz e t o include 

my daughter/son a s a  subject in the study of 

Maryse Lucbert (M.Ed , in Educational Psychology, McGill). I  agree 

to let my daughter/son participate in the study using a computer 

simulation gam e whic h wil l tak e plac e durin g his/he r regular 

afternoon computer program at the Gifted Summer School. 

The purpose and the description of the study an d my daughter/ 

son's participatio n hav e al l bee n explaine d in the Information 

Letter and I am aware of what they entail. Tota l privacy wil l be 

kept, all informatio n will stay confidential and will only be used 

for the purpose of this research. Furthermore , I  can withdra w my 

daughter/son from this study at any time. 

/ / . 

Parent or tutor's signature Dat e 

/ / 

Student's signature Dat e 

*P.S.: Can you please return this letter by tomorrow. 

GENERAL INFORMATION ON THE CHILD; 

NAME: DAT E OF BIRTH: /  / 

GRADE LEVEL 1989-90: 
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Letter of Consent 

1 (Miss/Mrs/Mr. authorize to include ------------------------
my daughter/son --------___________ as a subject in the study of 

Maryse Lucbert (M.Ed. ln Educational Psychology, McGill). 1 agree 

to let my daughter/son participate in the study using a computer 

simulation game which will take place during his/her regular 

afternoon computer program at the Gifted Summer School. 

The purpose and the description of the study and my daughter/ 

son's participation have aIl been explained .in the Information 

Letter and 1 am aware of what they entail. Total privacy will be 

kept, aIl information will stay confidential and will enly be used 

for the purpese of this research. Furthermore, 1 can withdraw my 

daughter/son from this study at any time. 

-_/ /_-
Parent or tutor's signature Date 

-_/ /_-
Student's signature Date 

*P.S.: Can yeu please return this letter by tamarrow. 

GENERAL INFORMATION ON THE CHILD: 

NAME: DATE OF BIRTH: __ / __ / __ --------------------------
GRADE LEVEL 1989-90: ___ _ 
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Lettre d'Information 

Faculty d'Education 
University McGill 
Psychologie Educationelle et Counselling 
3700 rue Mc Tavish 

Cher parent, L e 30 juillet, 1990 

Je m e pr^sente , Marys e Lucbert, responsable des tout-petits 
au Centre de Loisirs St-Isaac-Jogues . J e sui s ^tudiant e k  la 
Mattrise e n Psychologi e Educationell e ^  McGil l e t j'aimerai s 
inclure dans ma recherche, les jeunes d u groupe de s 10-12 an s du 
troisi^me s^jour cet ^t^. 

Je m'int^ress e au x strategie s d e planificatio n des jeunes 
utilisant un logiciel d e conceptio n d'aventures . Votr e enfant 
aurait la chanc e d'essayer un nouveau jeu informatis^ pendant deux 
p^riodes de trente minutes par semaine pou r deux semaines . Le s 
observations seront not^es dans un journal de bord, sur ordinateur, 
et film^es, mais elles resteront confidentielles-

Cette etude es t importante ca r elle contribuer a ^ d^couvrir 
de nouvelle s utilisation s d e 1'ordinateu r pour une education de 
plus en plus stimulante, ^ I'^cole et dans d'autre s contextes tels 
qu'aux loisirs, A la maison ou dans la communaute. 

Vous trouverez ci-joint , une lettr e de consentement A signer 
et retourner le jour suivant . J e serais heureus e de vou s faire 
parvenir un resum e des r^sultat s de recherch e (* voir note). J e 
vous remercie pour votre collaboration. Vou s pouvez m e contacter 
ou me laisser un message au Centre St-Isaac-Jogues (872-6699). 

Maryse Lucbert 

Dr. Glenn Cartwright, superviseur 

Retournez cette partie, si vous 6tes interesse(e)s 

Notes Envoyez-mo i le s r^sultats de recherche k  I'adresse suivante: 

NOM: 
Adresse: 
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Lettre d'Information 

Faculté d'Education 
Université McGi11 
Psychologie Educationelle et Counselling 
3700 rue Mc Tavish 

Cher parent, Le 30 j u i Il et , 1 990 

responsable des tout-petits 
Je suis étudiante à la 
à McGill et J'aimerais 
groupe des 10-12 ans du 

Je me présente~ Maryse Lucbert~ 
au Centre de Loisirs St-Isaac-Jogues. 
Maîtrise en Psychologie Educationelle 
inclure dans ma recherche~ les jeunes du 
troisième séjour cet été. 

Je m'intéresse aux stratégies de planification des Jeunes 
utilisant un logiciel de conception d'aventures. Votre enfant 
aurait la chance d'essayer un nouveau jeu informatisé pendant deux 
périodes de trente minutes par semaine pour deux semaines. Les 
observations seront notées dans un journal de bord, sur ordinateur; 
et filmées, mais elles resteront confidentielles. 

Cette étude est importante car elle contribuera à découvrir 
de nouvelles utilisations de l'ordinateur pour une éducation de 
plus en plus stimulante, à l~école et dans d'autres contextes tels 
qu'aux loisirs, à la maison ou dans la communauté. 

Vous trouverez ci-joint, une lettre de consentement à signer 
et retourner le jour suivant. Je serais heureuse de vous faire 
parvenir un résumé des résultats de recherche <* voir note). Je 
vous remercie pour votre collaboration. Vous pouvez me contacter 
ou me laisser un message au Centre St-Isaac-Jogues (872-6699). 

Maryse Lucbert 

Dr. Glenn Cartwright~ superViseur 

Retournez cette partie~ si vous êtes intéressé<e)s 

Note: Envoyez-moi les résultats de recherche à l~adresse suivante: 

NOM: _____________________________ __ 
Adresse: ______________________________ __ 
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Lettre de Consentement 

M. /Mme/Ml le authoris e Marys e Lucber t 

(M.Ed. Psychologie Educationelle, McGill ) A  inclur e mo n fils/ma 

"fills dan s sa recherche utilisant un logiciel 

d'EAO (Enseignement Asssiste par Ordinateur ) qui s e deroulera cet 

ete, pendant les heures r^guli^res du camp de vacances au Centre de 

Loisirs St-Isaac-Jogues. 

Le but, la description d e la recherche , la participatio n de 

mon fils/ma fille, m'ont ete expliqu^s dans la lettre d'information 

et j'e n connai s le s implications . Toute s le s information s 

resteront confidentielles e t ne seront utilis^es que dans le cadre 

de cette recherche. D e plus, je suis libre de retire r mon fils/ma 

fille de cette etude, ^ tout moment. 

/ / 

Signature du parent ou tuteur/trice Dat e 

/ / 

Signature du jeune Dat e 

•P.S.: Pouvez-vou s retourne r cett e lettr e le plus vite possible 
S.V.P., Merci de votre collaboration. 

INFORMATIONS GENERALES SUR L'ENFANT 

NOM: DAT E DE NAISSANCE; /  / 

ANNEE SCOLAIRE 1989-90: 

Planning Skills of Gifted 44 

Lettre de Con •• ntement 

M./Mme/Mlle _________________________ authorise Maryse Lucbert 

(M.Ed. Psychologie Educationelle, McGill) à inclure mon fils/ma 

fille dans sa recherche utilisant un logiciel 

d'EAO (Enseignement Asssisté par Ordinateur) qui se déroulera cet 

été, pendant les heures régulières du camp de vacances au Centre de 

Loisirs St-Isaac-Jogues. 

Le but, la description de la recherche, la participation de 

mon fils/ma fille, m'ont été expliqués dans la lettre d'information 

et j'en connais les implications. Toutes les informations 

resteront confidentielles et ne seront utilisées que dans le cadre 

de cette recherche. De plus, je suis libre de retirer mon fils/ma 

fille de cette étude, à tout moment. 

-_/ /_-
Signature du parent ou tuteur/trice Date 

-_/ /_-
Signature du jeune Date 

*P.s.: Pouvez-vous retourner cétte lettre le plus vite possible 
S.V.P., Merci de votre collaboration. 

INFORMATIONS GENERALES SUR L~ENFANT 

NOM: _____________ DATE DE NA! SSANCE: __ / __ / __ 

ANNEE SCOLAIRE 1989-90: ___ _ 
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INFORMAL QUESTIQNIHftJRt; 

1 - NAME : GROUP : 

2. AGE : BIRTHDATE : /  / 

3. GRAD E 1990: 

4 WHA T IS YOUR MOTHER TONGUE: ENGLIS H _ FRENC H _ OTHE R 

5. AR E YOU BILINGUAL OR IN AN IMMERSION PROGRAM? YE S _ N O 

5. I S IT THE 1ST TIME YOU USE A COMPUTER? YES_ N 0_ SINCE__ 

7. D O YOU HAVE A COMPUTER AT HOME? YES _ N O _ 

8. D O YOU HAVE A COMPUTER AT SCHOOL? YES _ N O _ 

9. HAV E YOU PLAYED WITH AN ADVENTURE GAME BEFORE? YES _ N O 

IF YES, WHICH ONE? 

10. HAVE YOU PLAYED WITH SCARABEE BEFORE? YES _ N O 

11. HAVE YOU LIKED THE GAME? YES _ N O _ 

12. WHAT HAVE YOU ENJOYED THE MOST? 

13. WHAT HAVE YOU ENJOYED THE LEAST? 

14. DO YOU THINK YOUR PLANNING SKILLS HAVE IMPROVED? YES_ N 0_ 

WHY? 

15. WHAT KIND OF SCHOOL/PROGRAM ARE YOU IN? 

16. IS IT A REGULAR PROGRAM? _ ENRICHED ? _GIFTED? _LD? 

17a SINCE HOW LONG HAVE YOU BEEN IN THIS SUMMER PROGRAM? . 

18. HOW HAVE YOU HEARD ABOUT THE PROGRAM? 

19. COMMENTS: 
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INFORMAL QUESTIONNAIRE 
1. NAME: ____________________ _ 

GROUP: __ 

2. AGE: __ BIRTHDATE: 1 / 

3. GRADE 1990: 

4 WH AT lB YOUR MOTHER TONGUE: ENGLISH FRENCH OTHER 

5. ARE VOU BILINGUAL OR IN AN IMMERSION PROGRAM? YES NO 

5. IS IT THE lST TIME VOU USE A COMPUTER? YES NO __ SINCE ___ _ 

7. DO VOU HAVE A COMPUTER AT HOME? YES NO 

8. DO VOU HAVE A COMPUTER AT SCHOOL? YES NO 

9. HAVE VOU PLAYED WITH AN ADVENTURE GAME BEFORE? YES NO 

IF VES, WHICH ONE? ________________ _ 

10. HAVE VOU PLAVED WITH SCARABEE BEFORE? YES NO 

11. HAVE VOU LIKED THE GAME? YES NO 

12. WHAT HAVE VOU ENJOYED THE MOST? __________ _ 

13. WHAT HAVE VOU ENJOYED THE LEAST? __________ _ 

14. DO VOU THINK YOUR PLANNING SKILLS HAVE IMPROVED? YES __ NO __ 

WH Y ? ____________________________________________ __ 

15. WHAT KIND OF SCHOOL/PROGRAM ARE VOU IN? _______ _ 

16. IS IT A REGULAR PROGRAM? ENRICHED? GIFTED? __ LD? 

17. SINCE HOW LONG HAVE VOU BEEN IN THIS SUMMER PROGRAM? ____ _ 

18. HOW HAVE VOU HEARD ABOUT THE PROGRAM? __________ _ 

19. COMMENTS: 
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QUESTIONNAIRE INFQRMEL 

1 • ^^^'  GROUPE: 

2. AGE: DATE DE NAISSANCE; / / 

3. ANNEE 1990: 

4. QUELLE EST TA LANGUE MATERNELLE; FRAN. _ ANGL. _ AUTRE 

5. ES-TU BILINGUE OU DANS UN PROGRAMME IMMERSION ? OUI_ NON. 

6. EST-CE TA IE UTILISATION D'ORDINATEUR? OUI_ NON_ DEPUIS_ 

7. AS-TU UN ORDINATEUR A LA MAISON? OUI _ NON _ 

8. AS-TU UN ORDINATEUR A L'ECOLE? OUI _ NON _ 

9. AS-TL DEJA JOUE A UN JEU D'AVENTURE INFORMATISE? OUI_ NON. 

SI OUI, LEQUEL? 

10. AS-TU DEJA JOUE A SCARABEE AVANT? OUI_ NON 

11. AS-TU AIME LE JEU? OUI _ NON _ 

12. QU'EST-CE QUE TU AS AIME LE PLUS? 

13. QU'EST-CE QUE TU AS AIME LE MOINS? 

14. PENSES-TU QUE TES STRATEGIES DE PLANIFICATION SE SONT 

AMELIOREES? O U I _ NON_POURQUOI? 15 

DANS QUEL GENRE D'ECOLE/PROGRAM ES-TU? 

16. EST-CE UN PROGRAMME REGULIER? _ ENRICHI? _DOUE? _TA? 

17. DEPUIS QUAND ES-TU DANS CE PROGRAMME D'ETE? 

18. COMMENT AS-TU ENTENDU PARLER DE CE PROGRAMME D'ETE? 

19. COMMENTAIRES: 
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1. NOM: ____________________ _ GROUPE: __ 

2. AGE: __ DATE DE NAISSANCE: / / 

3. ANNEE 1990: 

4. QUELLE EST TA LANGUE MATERNELLE: FRAN. ANGL. AUTRE 

5. ES-TU BILINGUE OU DANS UN PROGRAMME IMMERSION? OUI NON 

6. EST-CE TA lE UTILISATION D'ORDINATEUR? OUI NON __ DEPUIS ___ _ 

7. AS-TU UN ORDINATEUR A LA MAISON? OUI NON 

8. AS-TU UN ORDINATEUR A L'ECOLE? OUI NON 

9. AS-TL DEJA JOUE A UN JEU D'AVENTURE INFORMATISE? OUI NON __ 

SI OUI, LEQUEL? ____________________ _ 

10. AS-TU DEJA JOUE A SCARABEE AVANT? OUI NON __ 

11. AS-TU AIME LE JEU? OUI NON 

12. QU'EST-CE QUE TU AS AIME LE PLUS? __________ _ 

13. QU'EST -CE QUE TU AS A 1 ME LE MO 1 NS? __________ _ 

14. PENSES-TU QUE TES STRATEGIES DE PLANIFICATION SE SONT 

AMELIOREES? OUI NON_POURQUOI ? _______________ 15. 

DANS QUEL GENRE D' ECOLE/PROGRAM ES-TU? _________ _ 

16. EST-CE UN PROGRAMME REGULIER? ENRICHI? DOUE? TA? 

17. DEPUIS QUAND ES-TU DANS CE PROGRAMME D'ETE? ___ _ 

18. COMMENT AS-TU ENTENDU PARLER DE CE PROGRAMME D'ETE? ___ _ 

19. COMMENTAIRES: 
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Instructions and Computer Program Manual of SCARABEE 
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Instructions and Computer Program Manual of SCARABEE 
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0.3 What is an adventure game ? 

Computer game s ca n b e classifie d int o thre e categories : arcad e games , strateg y 
games, and adventur e games . Arcad e game s suc h a s PACMA N ar e th e bes t know n 
computer games. Mos t o f th e time , those game s onl y challeng e th e player' s reflexes . 
Strategy games suc h a s ches s o r wargames ar e usuall y fo r adults . Finally , adventur e 
games such as ADVENTURE o r ZORK are interactive fictiona l narrativesin summary, an 
adventure gam e i s lik e a  computerize d treasur e hunt . Th e playe r mus t explor e a n 
unknown univers e consistin g o f a  networ k o f location s whic h contai n object s an d 
characters wit h varie d properties . Th e goa l o f th e gam e i s generall y t o accumulat e 
treasures while overcoming assorte d obstacles . 

Example of a plan describing an adventure 
r 
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0.3 What is an adventure game? 

Computer games can be classified into three categories: arcade games, strategy 
games, and adventure games. Arcade games such as PACMAN are the best known 
computer games. Most of the time, those games only challenge the player's reflexes. 
Strategy games such as chess or wargames are usually for adults. Finally, adventure 
games such as ADVENTURE or ZORK are interactive fictional narrativesln summary, an 
adventure game is like a computerized treasure hunt. The player must explore an 
unknown universe consisting of a network of locations which çontain objects and 
characters with varied properties. The goal of the game is generally to accumulate 
treasures while overcoming assorted obstacles. 

Example of a plan describing an adventure 

possess 
con tains on 

(taLe) 

contains contains 

1 

garden 

1 
clearing 

7 
contains 

(hero) ~ 
text 

diamond grotto: 
2km going east 

path 

'" con ta ans 

thief 
-robs 

clue 

-does not let 
anyone pass 

-does not give anything passesses 
-attacks if touched 
-gives a clue if taJked to 
-very tall weloome 

1 

cabin 

1 
grotto 

1 
contains 

There is a marvellous 
diamond in the grotto, 
but don't count on me 
to let you pass 

Ax 

HoId it right lhere, 
my friend' 



Loading the program PUnning S k l l l i o f Gifte d 5 0 

Once the DO S syste m ha s bee n installe d o n th e S.C.A.R.A.B.E.E . dis k (se e sectio n 
''Installing Dos") , you are ready to loa d S.C.A.R.A.B.E.E. 

If your micro-compute r ha s a color monito r 
type SCARABEE and press RETURN or ^ 

If your micro-compute r ha s a monochrome monito r 
type SCARABEE MON O and press RETURN or ^ 

Command key s 

Use the Arro w key s ( i , T, 
wish to select . 

or <-) to move the curso r and highligh t the ite m you 

Press RETUR N or ^  t o select the item. 

Press BACKspace to remove an item. 

Press the ESCap e ke y (locate d at the top lef t o f the keyboard ) to close a window 
or menu. 

To get HELP press any function key (F1 to F10). 

Summary o f keyboar d command s 

Arrow key s t o mov e th e curso r C i ) ^ ) ( ^ C l ) 

RETURN ke y o r (^  t o selec t a n ite m 

ESCape ke y o r fesg  t o close a window o r a  menu 

BACKspace ke y o r t ^ t o remov e o r eras e 

FUNCTION ke y o r ( F I ) .. . ( R J t o get HEL P 

?!gfg????r:y-!!????g?3^^^ 

^ 

I 

loading the program Pllnnin; Skill. o~ Gi~t.d so 

Once the DOS system has been installed on the S.C.A.R.A.B.E.E. disk (see section 
"Installing Dos"), you are ready to load S.C.A.R.A.B.E.E. 

If your micro-computer has a color monitor 
type SCARABEE and press RETURN or ~ 

If your micro-computer has a monochrome monitor 
type SCARABEE MONO and press RETURN or J 

Command keys 

Use the Arrow keys (l, t, --+ or ~) ta move the cursor and highlight the item you 
wish ta select. 

Press RETURN or ~ ta select the item. 

Press BACKs'pace ta remove an item. 

Press the ESCape key (Iocated at the top left of the keyboard) to close a window 
or menu. 

Ta get HELP press any function key (F1 to F10). 

Summary of keyboard commands 

Arrow keys to move the cursor 0GGCD 
RETURN key or 0 to select an item 

ESCape . key or @ to close a window or a menu 

BACKspace key or e to remove or erase 

FUNCTION key or ® ... @ to get HElP 
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While severa l windows ma y b e open a t the sam e time on the screen, only one windo w 
or menu may be active at a time. Usin g the Arrow key s ( i, T, -> or <-) the student place s 
the cursor inside the active window and highlights an item. 

Window 
:Scarabee 

What do you want t o do? 
iiiiHiiiliiii 

Create a  new adventur e 
Modify a n existing adventur e 
Erase an adventure 
Retrieve a n adventure dialogu e 
Erase an adventure dialogu e 

T i Selec t J  Choos e ESCExi t 

Selection 
highlighted 

enu 

Pressing RETUR N or ^ wil l select the item. To close a  window pres s ESCape . A  Help 
bar along the bottom of the screen provides information on the command keys. 

IVIenus 

A men u provide s th e studen t wit h a  lis t o f item s o r possibl e choices . The studen t use s 
the Arrow keys ( i o r t ) t o highligh t a  choice an d then presse s RETUR N or ^  t o confirm 
that choice. To exit from a menu, press ESCape. 

• .... uuw:; Planning Skills of Gifted 51 

While several windows may be open at the same time on the sereen, only one window 
or menu may be active at a time. Using the Arrow keys (.1" f, ~ or +-) the student places 
the cursor inside the active window and highlights an item . 

....--- Window 
~------------_______ Scarabee----------------~--~ 

.--- What do you want to do? __ -. 
ilRl~ylljI~;ôlilI?:4Y~&~qtêlJ ..... ~------------41-+---5 e 1 e ct ion 
Create a new adventure hi gh 1 i gh ted 
Modify an exist ing adventure 
Erase an adventure 
Retrleve an adventure dialogue 
Erase an adventure dialogue 

.~ . 

. '~enu 

Help 
Bar 

1 Î1. Select .J Choose Esc Exit 
/ 

Pressing RETURN or ~ will select the item. Ta close a window press ESCape. A Help 
bar along the bottom of the screen provides information on the command keys. 

Menus 

A menu provides the student with a list of items or possible ehoiees. The student uses 
the Arrow keys (.J, or t) ta highlight a choiee and then presses RETURN or ~ ta eonfirm 
that choice. Ta exit tram a menu, press ESCape. 
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Interaction o f processes involve d 
in the creation of an adventure 

52 

Description of parameters 
and goals of the adventur e 

I 
Geography 

Selection of 
a ne w locatio n 

Selection of an 
existing locatio n 

Selection of a 
type of roo m 

Description of a roo m 

Selection of a 
room characteristic 

Selection of valu e 
for that characteristic 

Content of a room 

Selection of a 
new objec t 

Selection of a n 
existing objec t 

Selection of a 
class of objects 

Selection of 
an object 

Description of an object 

Selection of a charac-
teristic of that objec t 

Selection of a value for 
that characteristic 
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Interaction of processes inVOlvea 
in the creation of an adventure 

Description of parameters 
and goals of the adventure 

Geography 

Selection of 
a new location 

Selection of an 
existing location 

Description of a room 

.. 
Selection of a 
type of room 

Selection of a 
~---~" room characteristic 

Selection of value 
.......... -.... --~" for that characteristic 

Selection of a 
dass of objects 

Selection of 
an object 

Content of a room 

Selection of a 
new object 

Selection of an 
existing object 

Description of an object 

Selection of a charac- ........... __ -11 ...... 

teristic of lhat object.... -
Selection of a value for 
that characteristic 

52 



2.3 The Principal Men u 
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The principa l men u o f S.C.A.R.A.B.E.E. , Choos e wha t yo u wan t t o do present s si x 
options: 

• What do you want t o do? 
Play an adventure 
Create a new adventur e 
Modify an existing adventur e 
Erase an adventure 
Retrieve an adventure dialogu e 
Erase an adventure dialogu e 

Choosing th e ite m Pla v a n adventure, presents the studen t with a  menu containing th e 
titles of various adventures which have already bee n created. S.C,A.R.A.B.E.E. wil l then 
go into play mod e where i t will engage the student i n a dialogue. 

The item Creat e a  ne w adventure , as it s title indicates , allows th e studen t t o creat e a 
new adventure startin g fro m scratch . Selecting thi s ite m wil l cause a  men u to appea r 
which deals with defining the features an adventure (i.e . creating a title, author, locatio n 
etc.) I t i s recommende d tha t th e novic e t o S.C.A.R.A.B.E.E . begi n b y modifyin g a n 
already existin g adventure . 

The ite m Modif y a n existin o adventur e permit s th e studen t t o creat e o r modif y a n 
adventure base d o n on e tha t alread y exists . I t wil l b e necessar y t o choos e fro m th e 
menu the adventur e to b e modifie d and this selection wil l call u p the men u for definin g 
the features of the adventure. 

The item s Eras e a n adventur e an d Erase a n adventur e dialogu e provid e th e studen t 
with th e possibilit y o f removin g adventure s o r adventur e dialogue s whic h hav e bee n 
saved on the student' s disk . These two options allows on e to 'clean up* the disks when 
desired. 

Finally th e ite m Retriev e a n adventur e dialoou e allows a n examinatio n o f a  dialogu e 
resulting fro m a n interactio n wit h S.C.A.R.A.B.E.E . I t i s a n exac t transcriptio n o f th e 
student's statements and the replies of S.C.A.R.A.B.E.E . This text can serve as a guide 
to the student i n developing hi s own adventure. 

Planning Skills of Gifted 53 
2.3 The Principal Menu 

The principal menu of S.C.A.R.A.B.E.E., Choose what you want to do presents six 
options: 

r::::== What do you want to do? ==:-. 
Play an adventure 
Create a new adventure 
MOdify an existing adventure 
Erase an adventure 
Retrieve an adventure dialogue 
Erase an adventure dialogue 

Choosing the item Play an adventure, presents the student with a menu containing the 
titles of various adventures which have already been created. S.C.A.R.A.B.E.E. will then 
go into play mode where it will engage the student in a dialogue. 

The item Create a new adventure, as its title indicates, allows the student to create a 
new adventure starting from scratch. Selecti~g this item will cause a menu ta appear 
which de ais with defining the features an adventure (Le. creating a title, author, location 
etc.) It is recommended that the novice to S.C.A.R.A.B.E.E. begin by modifying an 
already existing adventure. 

The item Modify an existing adventure permits the student to create or modify an 
adventure based on one that already exists. It willbe necessary to choose trom the 
menu the adventure to be modifi~d and this selection will cali up the menu for defining 
the features of the adventure. 

The items Erase anadyenture and Erase an adyenture dialogue provide the student 
with the possiblilty of removing adventures or adventure dialogues which have been 
saved on the student's disk. These two options allows one to 'clean up' the disks when 
desired. 

Finally the item Retrieve an adventure dialogue allows an examination of a dialogue 
resulting trom an interaction with S.C.A.R.A.B.E.E. It is an exact transcription of the 
student's statements and the replies of S.C.A.R.AB.E.E. This text can serve as a guide 
to the student in developing his own adventure. 



2.4 The Adventure Definitio n Men u 
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To create or modify an adventure, the student mus t choose from the adventure definition 
menu. 

Demo Adventure! 
Title 
Author 
introductory tex t 
Location, content , character s 
Try th e adventur e 
Examine the plan 

The optio n Titl e allow s th e studen t t o choos e a n origina l titl e fo r th e adventure . Th e 
student simply writes the desired title in the text window. 

Choosing th e item , Author cause s a  tex t windo w to ope n i n which the creator/ s o f th e 
adventure write their names (or any names they wish for that matter) . In the play mode at 
the beginning o f the adventure, these name s will appear as the authors. 

Selecting th e ite m Introductor y text , open s a  text windo w where th e studen t write s a n 
introduction t o the adventure . I n play mod e this tex t wil l appear a t the beginning o f the 
adventure. Th e introductor y tex t broadl y describe s th e contex t o f th e adventure : th e 
country an d perio d during whic h th e actio n takes place , the goa l o f the adventure , i.e . 
the treasures to be unearthed. 

The rea l work i n creating a n adventure onl y begin s wit h choosing the optio n Location , 
content, characters . Th e studen t i s presente d wit h the geograph y windo w wher e i t i s 
necessary to re-define the locations appropriate to the adventure. 

The option Try the adventure allows the student to try out the adventure even before i t is 
completed. I n this way i t i s possibl e t o se t u p a  sub-goal fo r the adventur e an d test it . 
Creating a n adventur e usin g S.C.A.R.A.B.E.E . i s a  process whic h proceed s b y stage s 
and shoul d b e buil t u p an d refine d gradually . Ste p b y ste p the studen t i s thus le d to 
develop a n adventur e mor e an d mor e interestin g an d comple x whil e testin g it s logi c 
and coherence a t ever y ste p o f the way . Th e concep t o f a  gradual proces s underlyin g 
the constnjction of an adventure is essential to the philosophy of S.C.A.R.A.B.E.E . 

The las t item of the menu , Fxa^'nf^ th e plan , permits the student to examine a  detailed 
plan o f the created adventure . The pla n describes eac h locatio n o f the adventure alon g 
with th e relevan t character s an d objects. This plan is extremely usefu l when editing the 
adventure. Th e studen t ca n examin e th e pla n o n th e computer scree n o r a s a  printe d 
copy. 
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2.4 The Adventure Definition Menu 

Ta create or modify an adventure, the student must choose from the adventure definition 
menu. 

...-___ Demo Adventure---'" 

Title 
Author 
1 ntroductory text 
Location, content, characters 
Try the adventure 
Examine the plan 

The option Title allows the student ta choose an original title for the adventure. The 
student simply writes the desired title in the text window. 

Choosing the item, Author causes a text window to open in which the creatorls of the 
adventure write their names (or any names they wish for that matter). In the play mode at 
the beginning of the adventure, these names will appear as the authors. . 

Selecting the item Introductory texte opens a text window where the student writes' an 
introduction to the adventure. In play mode this text will appear at the beginning of the 
adventure. The introductory text broadly describes the context of the adventure: the 
country and period during which the action takes place, the goal of the adventure, Le. 
the treasures to be unearthed. 

The real work in creating an adventure only begins with choosing the option Location. 
content. characters. The student is presented with the geography window where it is 
necessary to re-define the locations appropriate to the adventure. 

The option T'Y the adyenture allows the student ta try out the adventure even before it is 
completed. In this way it is possible to set up a sub-goal for the adventure and test it. 
Creating an adventure using S.C.A.R.A.B.E.E. is a process which proceeds by stages 
and should be built up and refined gradually. Step by step the student is thus led to 
develop an adventure more and more interesting and complex while testing its logic 
and coherence at every step of the way. The concept of a graduai process underlying 
the construction of an adventure is essential to the philosophy of S.C.A.R.A.B.E.E. 

The last item of the menu, Examine the plan. permits the student to examine a detailed 
plan of the created adventure. The plan describes each location of the adventure along 
with the relevant characters and abjects. This plan is extremely useful when editing the 
adventure. The student can examine the plan on the computer sereen or as a printed 
capy. 
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The geograph y windo w i s wher e th e studen t develop s th e variou s location s o f th e 
adventure. 

A locat io n A  l in k Geography 
window 

Demo Adventure 

garden 

1 
clearing 

1 
swamp 

path 

cabin 

1 -

cavern 

Stockroom - > empt y 

Red 
rectangle 
indicat ing 
the curren t 
posi t ion 

Help 
bar 

t i Mov e J  Choos e E f f Remov e ES C Exit ]/ 

To add a new location descriptio n 

To add a new locatio n the studen t move s the re d rectangle t o an empt y area within the 
geography windo w usin g th e Arro w key s ( i , T, -̂  or <r-),  A  re d rectangl e entitle d Ne w 
will begin to flash. This flashing re d rectangle indicate s that S.C.A.R.A.B.E.E . i s waiting 
for the studen t t o pres s RETUR N o r ^  i n orde r t o presen t th e studen t wit h a  men u 
containing possibl e locatio n description s o r settings . Thi s i s a  genera l procedur e fo r 
adding an object to any content window . 
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The geography window is where the student develops the various locations of the 
adventure. 

A location A link Geography 
~Window 

.-----..---_~-- Demo Adventure ________ ---. 

garden t------.l.--+ 

clearing path 

swamp 

cab in 

cavern 

Red 
rectangle 
lndicatlng 
the current 
position 

Help 
bar Stockroom -) empty 

l~i~!~M_o_v_e ___ ~ __ c_hoo __ se ____ E __ f_f_R_e_m_o_ve ______ E_S_c_~ __ tt ____________ ~I~ 

To add a new location description 

To add a new location the student moves the red rectangle to an empty area within the 
geography window using the Arrow keys (~, f, -+ or ~). A red rectangle entitled New 
will begin ta flash. This flashing red rectangle indicates that S.C.A.R.A.B.E.E. is waiting 
for the student ta press RETURN or ~ in arder ta present the student with a menu 
containing possible location descriptions or settings. This is a general procedure for 
adding an abject ta any content windaw. 
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beography 
window 
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Demo adventur e 

Choose among places ~ 
Cabin 
Campsite 
Cave 
Cavern 
Cemetery 
Field 
Footpath 
Fores t 
Garden 
Grotto 
Hill 
Hut 
Path 

1 
New 

cavern 'i 

Stockroom - > empt y 

Flashing 
red 
rectangle 
to indicat e 
the 
creation o f 
a ne w 
location 

Menu o f 
possible 
locations 

Help 
bar 

TX Selec t U  Choos e E s C E x i t 

To remove a  location descriptio n 

To remov e a  locatio n descriptio n o r a  lin k betwee n tw o setting s th e studen t mus t 
highlight the location o r link using the Arrow keys (i or T). The rectangl e o r link will no w 
appear in red. To remove the highlighted item press BACKspace . 

N.B. I t i s importan t tha t eac h locatio n o f th e settin g b e linke d t o th e overal l 
setting. 

In play mod e i t i s no t possibl e t o hav e a  settin g locatio n isolate d fro m the others . The 
student mus t create a  lin k o r roa d between the isolated location an d any other locatio n 
which is part of the setting. To create this link use the Arrow key s ( i . T. -> or ^) t o mov e 
the re d rectangl e fro m on e o f th e location s towar d anothe r location . A  temporar y 
blinking link will appear In red. Pressing RETUR N o r ^ wil l confirm the establishment o f 
the link. 
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~~~-----~~~-------------

,--__________ Demo adv.enture 

-: Choose among places :-
Cabin 

tJeography 
~WlndOW 

Campsite 
Cave 
Cavern 
Cemetery 
Field 

FJashlng 
red 
rectangle 

~ ~.I/ to indicate 
------ ~--~~ ~~~the 

..---1 cabin - New ..------ creation of 
Footpath 1 

tHtQt~)§i.)j)j!j)l)j!!)l!IlrI!Ij)j!j)jli)jljI~l~j)Ijiit· - ca v e r~ 
... ~ 

-

a new 
location 

Garden 
Grotto 
Hill 
Hut ...... Menu of 

~~~--------------------------~ Pa th possible 
locations 

~ ____________________________________________ ~Help 
Stockroom -) empty 

1 Î! Select .J Choose Esc Exit 

To remove a location description 

bar 
~ 
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To remove a location description or a link ~etween twa settings the student must 
highlight the location or link using the Arrow keys (.1. or 1). The rectangle or link will now 
appear in red. Ta remove the highlighted item press BACKspace. 

N.B. It is important that each location of the setting be linked to the overall 
setting. 

ln play mode it is not possible ta have a setting location isolated from the others. The 
student must create a link or road between the isolated location and any other location 
which is part of the setting. To create this link use the Arrow keys (!. i. ~ or +-) ta maye 
the red rectangle from one of the locations toward anather location. A temporary 
blinking link will appear in red. Pressing RETURN or ~ will confirm the establishment of 
the link. 
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To modify a location description 

To modif y a location descriptio n o r the content s o f a  location , choose th e locatio n yo u 
wish to modif y with the Arrow keys ( i . T,-> or <-). Press RETURN or ^ t o obtai n a  menu 
which wil l allo w yo u t o chang e th e descriptio n o f th e locatio n a s wel l a s t o alte r it s 
contents. 

Menu to modif y 
the locatio n 

Geography 
window 

Demo adventur e 
Select wha t yo u want t o change 

iiiiliiiliiiiliB 
Text describing the forest 

garden 

1 
clearing 

1 
swamp 

path 

cabin 

1 
cavern 

Forest 

Red 
rectangle 
showing 
which 
locat ion t o 
modify 

stockroom - > empt y 

Help 
bar 

T i Selec t J  Choos e ESCExi t 

2.6 The Contents Windo w 

A contents windo w contain s al l o f th e object s foun d i n a particular locatio n o r thos e 
objects whic h ar e locate d within othe r objects . The studen t ma y add , remov e o r selec t 
an object fro m the contents window using the Arro w key s ( i , T, -> or ^ ) . Th e selecte d 
item wil l b e appea r withi n a red rectangle . Pressin g RETUR N or  ^  wil l confir m th e 
choice. 

Adding a n objec t t o th e content s window : T o ad d an objec t t o the contents windo w 
the studen t mus t mov e th e re d rectangl e t o a n empt y spo t i n th e windo w usin g th e 
Arrow keys ( i , t . -• or«-). The re d rectangle wil l begin to flash . Pressing RETUR N o r ^ 
will confir m th e choice . I n general a  flashing re d rectangl e signal s th e fac t tha t 
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T~ modify ~ loc~tion description or the contents of a location, choose the location you 
wlsh to modlfy wlth the Arrow keys (l, f, -+ or +-). Press RETURN or ~ to obtain a menu 
which will allow you to change the description of the location as weil as ta alter its 
contents. 

Menu to modify 
/the location 

/ 

Geography 
window 

r-... - _-_-_-_-_-_-_ -_ -_ -_ -_ --.j;'M~====:: Demo adventure 
, ---------------~ Red 

rectangle 
showing 
which 

,.. Select what you want to change • 
~wijj~~til$)j~~ji6.$j}j~~fj~fi:~j~jjœ~9.;t~;$.;tjjj 
Text descrlbing the forest 

garden cabin 

1 J 
clearing ~ pa th cavern 

~ 

1 
swamp 

Stockroom -) empty 
1 i!. Select .J Choose Esc Exit 

2.6 The Contents Window 

~ Forest 
... __________ ~~locatjOn ~o . 
~ , modlfy 

Help 
bar 

~ 

A contents window contains ail of the abjects found in a particular location or those 
abjects which are located within other objects. The student may add,- remove or select 
an object fram the contents window using the Arrow keys (l, f, --+ or ~). The selected 
item will be appear within a red rectangle. Pressing RETURN or ~ will confirm the 
choice. 

Adding an object to the contents window: Ta add an object ta the contents window 
the student must maye the red rectangle ta an empty spot in the windaw using the 
Arrow keys (l. f. --+ or +-). The red rectangle will begin ta flash. Pressing RETURN or ~ 
will canfirm the choice. In general a flashing red rectangle signais the tact that 
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S.C.A.R.A.B.E.E. is waiting for the student to press RETURN or *J in order to present the 
student with a menu. 

Window fo r th e creation o f Geograph y 
the conten t o f th e fores t -~>».. ^ y/^  windo w 

Demo adventure 
Select what you want to change 

•^^^alT'is inside th e fores t 
/ 

Stockroom - > empt y 

Red 
rectangle 
flashing t o 
indicate 

"that a  new 
object ca n 
be added 

Help 
bar 

Ti . Mov e J  Choos e E f f Remov e Esc Exit 

Demo adventure 
Select what you want to change 

What is Inside the fores t 
ll 

—1 
Nfp Select a class of objec t 

Accessories 
Animals 
Characters 
Containers 
Documents 
Foods 
Furniture 
Traos 
Trea$^'m , 
Vegetation 
Weapons 

stockroom - > empt y 

Menu o f 
different 
types o f 
objects 

Help 
y^bar 

t i Selec t J  Choos e EsCExI t 

Planninc Skills of Gifted 58 

S.C.A.R.A.B.E.E. is waiting for the student ta press RETURN ar .J in arder ta present the 
student with a menu. 

Window for the creation of 
the content of the forest 

/ 

Geography 
window 

...----------- Demo adventure ...... ' _________ ..... 
Red ~ Select what you want to change 1 

" ~Wtr~t)jIf~f~lô$.i~i~ll~j1î{è.llllJjB.t~s.t~~lYI r e c tan 9 l e 
~ ~iS inside the forest ===:-1 flashlng ta 

~ ~ lndicate 
~ ..... ~--------------I~------~that a new 

/-./ lA ~ object can 
-1 be added 

Stockroom -) empty 
1 i J., Move .J Choose E ff Remove Esc Exit 

...----------- Demo adventure ________ ~ 
.. Select what you want to change ~ 

:llT:K~~:~:~:~:I:;t .... .... . ,;.: ,:.: .;.;.:.: '::=r:i:::::1 
:::~:~:~9.=~:::::::~f .. ;~~~~Jq: :, .:.: .... ·"~:C.:I:I 

r=::::::::::::::=:::::: Wha t i s 1 ns 1 de the fores t ===::1 
... 1 

Nr-: Select a class of obJect :- _________ 
~... Accessories 

AnimaIs _____ 
Characters ~ 
Containers 
Documents 
Foods 
Fum1ture 

ili.~Q6i~m::;::::I::I:::m:;:n::::::::IiIIII 
-------41 Vegetat10n t=====.1 

Weapons 

Help 
bar 

.k" 

Menu of 
di fferent 

~ 
types of 
abjects 

He lp 
~====~~~~~~----------------------------~/bar Stockroom ._) empty 
1 i J., Select .J Choose Esc Ex1t 1 
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To modif y th e descriptio n o f a n objec t o r a  locatio n th e studen t ha s acces s t o a  tex t 
window. 

The tex t windo w ha s a  simpl e tex t editor . Usin g th e Arro w key s ( i . T . ^ o r <- ) th e 
student place s the cursor i n the text . The BACKspac e ke y allow s the student to erase 
text to the left of the cursor. I t is also possible to erase text directly under the cursor. 

'Demo Adventure 

! Select wha t you want t o change IJ 
What i s insid e the fores t 
Text descryin g th e fores t 

forest 

Text describing the forest ; 
A peaceful fores t 

Stockroom - > empt y 
- > 

Red 
rectangle 
indicating 
which 
location 
to edi t 

Edit 
"window o f 
a descrip -
t ive tex t 

X<—T mov e D E L eras e under the cursor < — eras e to the left E s c exit | 

Help 
bar 

/ 

2.8 The Menu containing the properties o f a n objec t 

After a n objec t ha s been selected , pressing RETUR N o r <J presents the student with a 
menu whic h make s i t possibl e t o examin e an d modif y th e variou s propertie s o f th e 
object. To change one of these properties the student mus t first select the item to modify. 

The following exerdse s will demonstrate th e procedure fo r using the menus. 

2.7 The Text window Planninq Ski Ils of Gifted S9 

Ta modify the descriptÎan of an object or a location the student has access ta a text 
windaw. 

The text window has a simple text editor. Using the Arrow keys (!, i, --+ or ~) the 
student places the cursar in the text. The BACKspace key allaws the student ta erase 
text ta the left of the cursar. It is also possible ta erase text directJy under the cursar. 

...-----------Oemo Adventure-----------. 

~ Select what you want to change :
What IS inslde the forest 

.lÎ~~i\tl!~Iai$.Erl5.1lfglgtHi1~Ktqt~$~~~~l1l 

garden I--___ ~ cabin forest 

Red 
rectangle 
lndicatlng 
which 

... __________ ~Iocatlon 
~ to edit 

1 1 r::===== Text describing the forest====;, 
A peaceful forest Edit 

window of 
a descrip-
-tive text 

Help 
bar 

Stocl<room -) empty / 
--7! ~ f ~ove DEL erase under the cursor < - - erase to the left Esc exit 

2.8 The Menu containing the properties of an object 

After an abject has been selected, pressing RETURN ar ~ presents the student with a 
menu which makes it possible to examine and modify the various properties of the 
abject. To change one of these properties the student must tirst select the item ta modify. 

The following exercises will demonstrate the procedure for using the menus. 
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iDemo Adventure! 

IP Selec t wha t you want t o change ^ 
- ^ — — Wha t i s Insid e the cabin-

Select wha t yo u want t o change : 

What i s under the tabl e 
The table i s of averag e size 
Text describing the tabl e 

Stockroom - > emp y 
T i Selec t J  Choos e E s C E x i t 

Menu of 
the tabl e 
attributes 

Help 
bar 

/ 

IDemo Adventure! 

r— Selec t wha t yo u want t o change ^ 
- i — _ ^ Wha t is inside the cabin . 

Select wha t you want t o change r i 
• . . . • • • • > . . . , . . . , , , . . , . . , . . , . . , , , . . , . , . , . . ^ , 

What 1 
The tab 
Text de 

i>«#t^1s on lOQ or :able 

Help 
bar 

/ 

Stockroom - > emp y 
T4. Mov e J  Choos e E f f Remov e Esc Exi t 

N.B.An attemp t t o plac e a  larg e objec t o n or i n a smaller objec t wil l resul t i n a 
message stating that it is impossible to carrry this out. 

____ Planning Skills of Gifted 60 

r;:====================Oemo Adventure===================::;;1 

r.: Select what you want to change ~ 
What ls 1ns1de the cab1n ===:1 

Tab Select what you want to change 
flR~ftnl$.~l~l~Qô.l~~~l1QRllllfir~j~~{(6.~~jllî.i6.Jg)jl 

~-4 What 1s under the table 
The table 1S of average size 
Text descrlbing the table :? 

~~- . r-------- Menu of 
~r--the t2ble 

Stockroom -) empy 

1 il. Select .J Choose Esc Exit 

2ttributes 

Help 
bar 

/ 
r.:====================Oemo Adventure ====================:-. 

r.= Se lect what you want to change .... 
.-____ What 1s inside the Câbin =====::::1 

Tab ~~ç;~~;",,~~~:~~~~::z~J.; .. ~ . J 
« : .. : .. , .. j~é:.:.. y-nat ts on ,-op QI I..he table __ --. 

~ ...... What1s -8 
The tab New 
Text de 

/ ~ ~ 

Stockroom -) empy 

1 i! Hove ..J Choose E ff Remove E SC Exit 

Help 
bar 

/ 
N.B.An attempt to place a large object on or in a smaller object will result in a 
message stating that it Is Impossible to carrry this out. 
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Demo adventure 

Select wha t yo u want t o change ^ n 
• What i s inside the shed 

Select wha t you want t o change 51 
The thief I s courageaous 
The thief smell s good 

' V S ; < T - ^ X < « . < - . » . < * > X « S > J V . N C ? < ' 

The thie f neve r let s you pass 
The thie f rob s you as soon as he sees you 
The thie f neve r gives you what h e has 
The thie f neve r gives you a hint 
If th e thie f give s you a hint h e says ... 
What th e thie f say s when he sees you 
What th e thie f i s carryin g 
The thief i s of medium siz e 
The text describin g the thie f 

Menu of th e 
•thief's 
attr ibutes 

stockroom - > empt y 
Help 
bar 

t i Selec t J  Choos e E s C E x i t 

Demo adventure 

Select wha t you want t o change r n 
' Wha t i s inside the shed 

Select wha t you want t o change 51 
The thief I s courageaous 
The thief smell s good 

The thief neve r let s you pass 
The thie f rob s von as soon as he sees voti 
j ^ ^ r p = = Doe s the thie f attac k yo u ? 
The! 
If t 
Whc 
Wh< 
The 
The 

The thief attack s you as soon as he sees you 
The thief attack s you I f yo u stay to o lon g 
The thief attack s you I t you talk t o him 
The thief attack s you I f yo u him a present 

The thief neve r attacks yo u 

Stockroom - > empt y 

•Menu Of th e 
th iers 
attr ibutes 

-Menu of th e 
th iers attac k 
behaviour 

Help 
bar 

T i Selec t J  Choos e ESCExI t 
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r---___________________ Demoadventure ____________________ ~ 

'-: Select what vou want to change _1 

.. .... 

What ts jnside the shed ======:1 
~---- ~I Select what you want to change __ ... 

The thief is courageaous 
The thjef smells good 

~@illfiiIJ&tit~t~jl~gJZl.&J)1ltttY&92,~t~,~çE?[ttî : 

/ 

The thief never lets you pass 
The thief robs you as soon as he sees you 
The thief never gives you what he has 
The thief never gives you a hint 

Menu o·r the 
.... ~------I-I-- th i e r' s 

attrlbutes 
1 f the thief gives you a hint he says ... 
What the thief says when he sees you 
What the thief is carrying 

~ The thief is of medium size 
The text describing the thief 

l.!:::====================~ Help Stockroom -) empty bar 
~IÎ~!~s_e_le_c_t __ ~ __ C_h_o_os_e __ E __ s_c_E_x_it ____________________________ ~I ~ 

..-______________ Demo adventure ___________ ..... 

""': Select what you want to change _1 
What is inside the shed =====::;'1 .1 

---- Select what you want to change --... 
The thlef is couageaous 
The thier smells goOO . 
arA~at1ïtalt'Œ~~~~:i2~·§i~Jj~r'...:.~~~f[qm~· r.t.~q.llîtï ~ 
The thief never lets you pass ..... ~-----I-+--Menu of the 
The th i ef rob~ vou ae; ~oon ~ he ~ee~ vou th i e ft S 
The Does the thlef attad< you ? 
The The th1ef attacks you as soon as he sees you attributes 
1 f t The thief attacks you If you stay too long 
Whê The thlef attacks you It you talk to him 
Wh( The !hief attacks you If yoo htm a present 

...:::: The ~~Nft§~tiifWa.E$i9~ai!n:tfP~&?JfiJij1 
The The thlef never attad<s you 

.... ~--~-Menu of the 
thiefts attack 
behaviour 

IL:===================~ Help 
Stockroom -) empty 

1 Î!. Select .J Choose Esc Ex1t 
bar 
~ 
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Appendix D 

Examples of Evaluation Grid and 

Computer Printouts of SCARABEE'^ s Plans 

(Fsr k€y to abbreviations in this section see pp. 88-89) 

Planning Ski Ils of Gifted 62 

Appendix 0 

Examples of Evaluation Grid and 

Computer Printouts of SCARABEE's Plans 

(FOr key te abbreviations in this section see pp. 88-89) 
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EVALUATION GRID 

LOCATION 1 

LOCNUMB 8 

LILIGHT MOD ^/l PER Vl MODPER '/I 

LICONT (# OF OBJECTS) 1 

LIDESC MOD 0/10 PER 2/10 MODPER O/IO 

LIHERO MOD I/IO  PER 3/10 MODPER '/lO 

LlOBl MOD /lO PER /lO MODPER /lO 

L10B2 MOD /lO PER /lO MODPER /lO 

LlCHAl MOD /lO PER /lO MODPER /lO 

L1CHA2 MOD /lO PER /lO MODPER /lO 

LlANIl MOD /lO PER /lO MODPER /lO 

L1ANI2 MOD /lO PER /lO MODPER /lO 

LOCATION 2 

L2LIGHT MOD Vl PER '/I MODPER Vl 

L2C0NT (# OF OBJECTS) I 

L2DESC MOD ^/lO PER i/10 MODPER ^^710 

L20B1 MOD <'/10 PER ^/lO MODPER i/10 

L20B2 MOD /lO PER /lO MODPER /lO 

L2CHA1 MOD /lO PER /lO MODPER /lO 

L2CHA2 MOD /lO PER /lO MODPER /ID 
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EVALUATION GRID 

LOCATION 1 

LOCNUMB 8 

L1LIGHT MOD ,. /1 PER ·/1 MODPER 1/1 

L1CONT (# OF OBJECTS) '1 

L1DESC MOD 0/10 PER J2.! 10 MODPER 0/10 

L1HERO MOD 1/10 PER 3/10 MODPER ;/10 

Ll0Bl MOD /10 PER /10 MODPER /10 

Ll082 MOD /10 PER /10 MODPER /10 

L1CHAi MOD /10 PER /10 MODPER /10 

L1CHA2 MOD /10 PER /10 MODPER /10 

L1AN!1 MOD /10 PER /10 MODPER /10 

L1ANI2 MOD /10 PER /10 MODPER /10 

LOCATION 2 

. L2LIGHT MOD (/1 PER 1/1 MODPER 1/1 

L2CONT (# OF OBJECTS) 1 

L2DESC MOD 0/10 PER 2110 MODPER 0/10 

L20B1 MOD L/l0 PER 0/10 MODPER 1/10 

L20B2 MOD /10 PER /10 MODPER /10 

L2CHAl MOD /10 PER /10 MODPER /10 

L2CHA2 MOD /10 PER /10 MODPER /10 
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L2ANI1 MOD /lO PER /lO MODPER /lO 

L2ANI2 MOD /lO PER /lO MODPER /ID 

LOCATION 3 

L3LIGHT MOD l/l PER V l MODPER h 

L3C0NT (# OF OBJECTS) 3 

L3DESC MOD ̂ /lO PER ̂ /10 

L30B1 MOD 0/10 PER^/IO 

L30B2 MOD VlO PER 3/10 

L3CHA1 MOD '̂ /lO PER J/10 

L3CHA2 

L3ANI2 

MODPER ^/lO 

MODPER 6/10 

MODPER //lO 

MODPER <^/10 

MOD /lO PER /lO MODPER /lO 

L3ANI1 MOD /lO PER /lO MODPER /lO 

MOD /lO PER /lO MODPER ' /lO 

LOCATION 4 

L4LIGHT MOD V l PER /I 

L4C0NT (# OF OBJECTS) ^ 

L4DESC MOD O/io PER'2-/10 

L40B1 MOD 0/10 PER ^/lO 

L40B2 MOD 0/\0  PER ̂ /lO 

L4CHA1 muO/K)  PER ̂ /lO 

L4CHA2 MOD /lO PER /lO 

MODPER V l 

MODPER ^/lO 

MODPER <̂ /10 

MODPER ^/lO 

MODPER ^/lO 

MODPER /lO 
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L2ANIl MOD /10 PER /10 MODPER /10 

L2ANI2 MaD /10 PER /10 MODPER /10 

LOCATION 3 

L3LIGHT MaD l/l PER l /1 MODPER ~1 

L3CONT (# OF OBJECTS) 3 
L3DESC MaD 0/10 PER2-/10 MODPER 0/10 

L30Bl MaD 0/10 ~ 

PER.3/10 MODPER 6/10 

L30B2 MaD l/10 PER 3/10 MODPER //10 

L3CHAl MOD <9/ 10 PER 3/10 MODPER 6/10 

L3CHA2 MOD /10 PER /10 MODPER /10 

L3ANIl MaD /10 PER /10 MODPER /10 

L3ANI2 MOD /10 PER /10 MODPER' /10 

LOCATION 4 

L4LIGHT MOD , /1 PER '/1 MODPER 1/1 

L4CONT (# OF OBJECTS) 3 

L4DESC MOD 0/10 PER 2110 MODPER 0/10 

L40Bl MaD 0/10 PER 3/ 10 MODPER 0/10 

L40B2 MOD 0/10 PER 3/ 10 MODPER °/10 

L4CHAl MOD 0/10 PER 0/10 MODPER 0/10 

L4CHA2 MOD /10 PER /10 MODPER /10 
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L4ANI1 MO D /l O PE R /l O MODPE R /l O 

L4ANI2 MO D /l O PE R /l O MODPE R /l O 

LOCATION 5 

L5LIGHT MO D V l PE R ̂ / l MODPE R '/ l 

L5C0NT ( # OF OBJECTS) ?> 

L5DESC MO D ^/lO PE R 2/io 

L50B1 MO D 6/10 PE R ^9lO 

L50B2 MO D ^/l O PE R /l O 

L5CHA1 MO D ^/l O PER/^/1 0 

MODPER ^/lO 

MODPER g>10 

MODPER ^/lO 

MODPER ^/lO 

L5CHA2 MO D /l O PE R /l O MODPE R /l O 

L5ANI1 MO D /l O PE R /l O MODPE R /l O 

L5ANI2 MO D /l O PE R /l O MODPE R /l O 

LOCATION 6 

L6LIGHT MO D V l PE R V l MODPE R V l 

L6C0NT ( # OF OBJECTS) Z 

L6DESC MO D ^/lO PE R 2./10 

L60B1 MO D ^/lO PE R ^/lO 

L60B2 MO D ^/lO PE R 2̂ /10 

L6CHA1 MO D /l O PE R /l O 

L6CHA2 MO D /l O PE R /l O 

MODPER O/lO 

MODPER 3/10 

MODPER 0^10 

MODPER /l O 

MODPER /l O 
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L4ANl1 MaD /10 PER /10 MODPER /10 

L4ANI2 MOD /10 PER /10 MODPER /10 

LOCATION 5 

L5LIGHT MOD l/l PER '/1 MODF'ER 1/1 

L5CONT (# OF OBJECTS) 3 

L5DESC 
., 

PER 410 °/10 MOD \..1/10 MODPER 

L50B1 MaD BllO PER J910 MODPER 9'/10 

0/ 10 
10 

MODPER b/lü L50B2 MOD PER /10 

L5CHA1 MaD 0/ 10 PER /0/10 MODPER 0/10 

L5CHA2 MOD /10 PER /10 MODPER /10 

L5ANl1 MaD /10 PER /10 MODPER /10 

L5ANI2 MaD /10 PER /10 MODPER /10 

LOCATION 6 

L6LIGHT MOD '/1 PER { /1 MODPER 1 /1 

L6CONT (# OF aBJECTS) 2 

L6DESC MOD 0/10 PER 2,/10 MODPER 0/10 

L60B1 MOD b/10 PER 3 /10 MODPER D/l0 

L60B2 MOD b/ 10 PER Z/10 MODPER 0/10 

L6CHA1 MOD /10 PER /10 MODPER /10 

L6CHA2 MaD /10 PER /10 MODPER /10 
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L6ANI1 MOD /lO PER /lO MODPER /lO 

L6ANI2 MOD /lO PER /lO MODPER /lO 

LOCATION 7 

L7LIGHT MOD O/i PER i /l 

L7C0NT (# OF OBJECTS) ^ 

L7DESC 

L70B1 

L70B2 

L7CHA1 

L7CHA2 

L7ANI1 

L7ANI2 

MOD ^/lO PER ^ 1 0 

MOD ^/lO PER 3/10 

MOD ^/lO PER 3/10 

MOD ^10 PER S/10 

MOD 9̂ 10 PER 3/10 

MOD /lO PER /lO MODPER /lO 

MOD /lO PER /lO MODPER /lO 

MODPER 

MODPER 

MODPER 

MODPER 

MODPER 

MODPER 

0/1 

VlO 
0 
/lO 

^/lO 

d/\Q 

O/IO 

LOCATION 8 

L8LIGHT MOD 0/1 PER G/1 

L8C0NT (# OF OBJECTS) ^ 

L8DESC MOD ^/lO PER 2/̂ 10 

L80B1 MOD ^/lO PER ^/lO 

L80B2 

MODPER 0/\ 

MODPER <?/10 

MODPER 'iyiO 

MOD /lO PER /lO MODPER /lO 

L8CHA1 MOD /lO PER /lO MODPER /lO 

L8CHA2 MOD ^/lO PER ^/10 MODPER O'lO 

Planning Skills of Gifted 66 

L6ANIl MOD /10 PER /10 MODPER /10 

L6ANI2 MOD /10 PER /10 MODPER /10 

LOCATION 7 

L7LIGHT MOD 0/1 PER i /1 

L7CONT (# OF OBJECTS) LJ 

L7DESC MOD °/ 10 PER '410 

L70Bl MaD 0/ 10 PER 3/10 

L70B2 MOD 0/ 10 PER ~/10 

L7CHAl MaD 010 PER ~/10 

L7CHA2 MaD ~10 PER 3/10 

L7ANll MOD /10 PER /10 

L7ANI2 MaD /10 PER /10 

LOCATION 8 

LBLIGHT 

LBCONT 

LBDESC 

LaOBl 

LBOB2 

LaCHA1 

LBCHA2 

MaD ~1 PER C /1 

(# OF aBJECTS) :9 
~ 

MOD 0/10 PER 2110 

MaD «:)/10 PER ~/10 

MaD /10 PER /10 

MOD /10 PER /10 

MOD 0/10 PER tb/ 10 

MaD 
'r6fL' 
JAOD\fe fL 

MODPER 0 /1 

MODPER 0/10 

MODPER °/10 

MODPER 6/ 10 

MODPER IJ / 10 

MODPER 0/ 10 

MODPER /10 

MODPER /10 

MODPER 0 /1 

MODPER 0/10 

MODPER trlo 

MODPER /10 

MODPER /10 

MODPER lÎ 10 
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ou're i n a j u n g l e , y o u ' r e t a r t a n an d you have t o save a n a p e . 

L 

L Z- L 3 L 
"i 

•^i^.-'^i^¥.i^-^^7¥--*r-^ iir^^ri^-i^ihit^r^r-f^-^  *-fr*--^-^-»e-iii-*--«r*-* -

^ swam p 
•¥: ik- -Pr iir-lir i  iir  ^  -<*r-rr  •* 

^ ^  f  or es t * 
>: -j^- -jr i t- -j^- -«r -i"̂  ->r -i*- •i'r -K-

•M--M-•*••?•• T t - 1 -*• :«e-ifr i^- i^ -i*;--.^r-*- :«r-i*-:*--jst-•'t «r-K--ft- *-i>f-fr-ft--M-1 -fr-i*" * "• -*• 

a -f t 

c lear 1 nq >-

cave 

c a m p s i t e - ^ 
-ft--ft-*-ft-* l •jt--ft--jt--ft- ^ 

h i i i 
a -) ^ -ft- ^ -ft -

gardev i ^ 

*--*--ft--ft--ft-ft--«r-^-ft--K- -ft--ft--i^ *-Jtr i -ft--ft--ft--ft--fr ^JNT^ 

a * • 

p y r a m i d * 
*-ft-i»--^-ft--ft--ft--?e-ft-it-ft- -iir--ft-*--ft-ft--ft--M--ft-->t--^-!* -

L ? L 
^ 

L 6 

L . 

•DESCFUP f iUN-

hur m i s s i o n i s to g a t h er t o g e t h e r t h e d.  h i d d en t r e a s u r e -
Apia in o l d c 1 e a r i n g -
In the c l e a r i ng yo u see . . . 

A b r a v e , youn g a d v e n t u r e r . 
Y o u ' r e c A T r y i ng -  - -

A New Zeland le g of lamb wit h min t leliy . 

L 

A p l a i n o l d swamp -
In the swam p y o u see . . . 

Dangerous q u i c k s a n d -
On t h e qu icksan d yo u 

A c h i l i p e p p e r . 
see 

'̂  plain old forest -
n̂ the forest you see - . -
A plain ol d stone . 
A plain ol d tree . 
In the tree you see . - . 

A skeleto n key . 
A plain old tree. 

There i s nothing i n the tree 

L 2_ 

L 3 

^ plain old campsite. 
^ the campsite you see ... 
A pretty little wildflower. 
A weathered, old skeleton. 
^ n1A 1n old D i t. 

L ̂  
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'CIU lre ln a jungle!, you.'re tcu-zan and ·)t'OU r.a·\/e "Co Sd.ve an ape. 
'------------------------------GEOGRAPHY----------------------------------

, 
L.I, 

1.. 

*********** *********** *********** 
* a a ~.*** a 

*" *camps i tE' * 
**+.**l****~ 
*.~*** 1-1t:·*it~*i!:-

*********** *****1***** 

* a ,:3. **** a * 
+.r 1'" ;::::.:=. .,- , .,-'q .,~ .. - -'-' ... '. * gar'den * *" hill "* 
*~~******** *****1***** *********** 
~.*i':.**~:.*~~**.~ ****~~ l ~.**** ~~ 
* 2. **~.* a * 
* Ca\/E * * p·/r-amia '* 
*********** *********** 

l" -

-------------------------------DESCf< l F'··;·l Oi\,!----- ---.------------------------

Your missiolï is to qathel- togethe',- the 2 hidden tl-easLu-es. 
Aplain old clearing. 
In the cleal-ir.q you see ••. L i 

A brave, young adventurer. 
y Ct U 1 i- e c a..- ;- yin 9 

A New Zeland leg of lamb with mint jelly. 

Aplain old swamp. 
In the swafnp l'ou see ... 

Dangerous quicksand. 
On the quicksand you see ... 

A chili pepper. 

~plain old forest. 
[n the fCti-est \/ou see 

A plain old stone. 
Apl a i n Cr 1 d t .- e e • 
In the tree Vou see 

A skeletolï key. 
Apl a i n 0 1 d t r- ee • 

There is nothing ln the tree. 

~ plain old campsite. 
,n the cafnps i te Vou see 

A pretty little wildt-lc.wer. 
A wea thel-ed, Cil d ske 1 eton. 
A nlMllï old oit. 
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\03^\ ft p l a in o l d h i l l . 

In th e h i l l yo u se e . . . "w- -
A p r e t t y l i t t l e w i l d f l o w e r . 
A p l a i n o l d s t o n e . 
A s t r a n g e c h a r a c t e r . 
The h u n t e r i s no t c a r r y i n g a n y t h i n g 

-s 
/?3 

A plain old garden . 
In the garden yo u se e .. . 

A plain old boulder . 
A plain old tree . 

There i s nothing i n t h e t r e e . 
L 

A p l a in o l d p y r a m i d . 
In th e pyrami d yo u se e . . . 

A p l a i n o l d w h i p . 
A pepper on i pizza fro m th e F'iz 
A plain old crown . 
A plain old diam.on d . 

Z cl Tent 

^ 

A plain old CBVBn 
It's pitch blac k insid e th e cave. 
In the cave you se e . . . 

A strange character . 
The chimpanzee i s not carrying anythin g 
A plain old pit . 

I. 

~ pla i n CI 1 d h i 1 1 • 
In the hiii yc.u see ••. 

A pretty Iittle wildflower. 
A plain old stone. 
A strange character. 

1 

The hunter is not carrying anything. 

Apl a i n Cr 1 d 9 a 1- den. 
In the gal-den Vou see 

A plain old boulder. 
A plain oid tree. 

There 15 nothing ln the tree. 

A plain oId pyramid. 
In the PYl-amid yOLl see 

A plain old whip. 
A pepperon1 pizza from the Pizza Tent. 
A plain old crown. 
A plain old diamond. 

A plain old cave. 
It's pitch black inside the cave. 
In the cave YC'Lt see ••• 

A strange character. 
The chimpanzee is not carrying anything. 
A plain old pit. 
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EVALUATION GRID 

LOCATION 1 

LOCNUMB ^ 

LILIGHT MO D (/I PE R t/ l MODPE R / /I 

LICONT (# OF OBJECTS) 2 L 

LIDESC MO D ̂ /lO PE R 2/10 

LIHERO 

LlOBl MO D O/IO PER^/1 0 

MOD ̂ /lO PE R ^/lO 

MODPER ^/lO 

MODPER'l? /lO 

MODPER '̂ /lO 

L10B2 MO D /l O PE R /l O MODPE R /l O 

LlCHAl MO D /l O PE R /l O MODPE R /l O 

L1CHA2 MO D /l O PE R /l O MODPE R /l O 

LlANIl MO D /l O PE R /l O MODPE R /l O 

L1ANI2 MO D /l O PE R /l O MODPE R /l O 

LOCATION 2 

L2LIGHT MO D 1/ 1 PE R '/ I MODPE R I  /I 

L2C0NT (# OF OBJECTS) 3 

L2DESC MO D ^/10 PE R ̂ /lO 

L20B1 MO D ^/lO PE R ^10 

MOD ®/10 PE R 3/10 L20B2 
0) 

L2CHA1 MO D /l O PE R 3/10 

MODPER ^/lO 

MODPER^/10 

MODPER ^/lO 

MODPER^ /10 

L2CHA2 MOD /l O PE R /l O MODPE R /l O 

Planning Ski Ils of Gifted 69 

EVALUATION GRID 

LOCATION 1 

LOCNUMB ~ 

L1LIGHT MOD l /1 PER f/ 1 MODPER 1 /1 

L1CONT (# OF OBJECTS) ., 
'-

L1DESC MOD 0/ 10 ~ PER ~/10 MODPER °/10 

L1HERO MOD 010 PER .3 /10 MODPER i') /10 

Ll0Bl MOD 0/10 PER 3/ 10 MODPER 6/ 10 

Ll0B2 MaD /10 PER /10 MODPER /10 

L1CHAl MOD /10 PER /10 MODPER /10 

L1CHA2 MaD /10 PER /10 MODPER /10 

L1ANIl MOD /10 PER /10 MODPER /10 

L1ANI2 MOD /10 PER /10 MODPER /10 

LOCATION 2 

L2LIGHT MOD t /1 PER f /1 MODPER f /1 

L2CONT (# OF OBJECTS) 3 

L2DESC MaD 0/10 PER 2/ 10 MODPER ô /10 

L20Bl MaD 0/ 10 PER 310 MODPER c) / 10 

L20B2 MOD fj) /10 PER 3/10 MODPER 0/ 10 

cl 
PER' /10 MODPER (j /10 L2CHA1 MaD /10 

L2CHA2 MaD /10 PER /10 MODPER /10 



Planning Skills of Gifted 7Q 

L2ANI1 MOD /lO PER /lO MODPER /lO 

L2ANI2 MOD /lO PER /lO MODPER /lO 

LOCATION 3 

L3LIGHT MOD *̂ /l PER '/l MODPER ^/l 

L3C0NT (# OF OBJECTS) I 

L3DESC M0D(?/10 PER^^-yiO 

L30B1 

L30B2 

L3CHA1 

L3CHA2 

L3ANI1 

L3ANI2 

MOD ̂ /10 PER^^/10 

MOD /lO PER /lO 

MODPER ^/lO 

MODPER^/10 

MODPER /lO 

MOD /lO PER /lO MODPER /lO 

MOD /lO PER /lO MODPER /lO 

MOD /lO PER /lO MODPER /lO 

MOD /lO PER /lO MODPER /lO 

LOCATION 4 

L4LIGHT MOD 1/1 PER '/I MODPER VI 

L4C0NT (# OF OBJECTS) ^ 

L4DESC MOD ^/lO PER -^10 

MOD ̂ /10 PER 3/10 

MOD <^/10 PER ^/lO 

MOD ̂ /10 PER/^/10 

L40B1 

L40B2 

L4CHA1 

L4CHA2 MOD ̂ /10 PERT/10 

MODPER ^/lO 

MODPER ^/lO 

MODPER ^/lO 

MODPER ̂ ^/lO 

MODPER (?/10 

Planning Skills of Gifted 7Q 

L2ANll MOD /10 PER /10 MODPER /10 

L2ANI2 MaD /10 PER /10 MODPER /10 

LOCATION 3 

L3LIGHT MaD 0/ 1 PER f/l MODPER °/1 

L3CONT (# OF OBJECTS) 

L3DESC MOD 0/10 PER2-'/10 MODPER °/ 10 

L30Bl MOD 0 /10 PER~~/10 MODPERO /10 

L30B2 MOD /10 PER /10 MODPER /10 

L3CHAl MOD /10 PER /10 MODPER /10 

L3CHA2 MOD /10 PER /10 MODPER /10 

L3ANll MOD /10 PER /10 MODPER /10 

L3ANI2 MaD /10 PER /10 MODPER /10 

LOCATION 4 

L4LIGHT MaD 1 /1 PER r /1 MODPER )/1 

L4CONT (# OF aBJECTS) L4 
L4DESC MOD 0/ 10 PER 410 MODPER 0/10 

. 
MODPER 0/ 10 L40Bl MOD D /10 PER 3/10 

L40B2 MOD 0/10 PER S/10 MODPER 0/ 10 

L4CHAl MaD [) / 10 PER/O/l0 MODPER 0/ 10 

L4CHA2 MOD Û /10 PER Lj /10 MODPER 0/10 
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L4ANI1 MO D /l O PE R /l O MODPE R /l O 

L4ANI2 MO D /l O PE R /l O MODPE R /l O 

LOCATION 5 

L5LIGHT MO D (/ I PE R 1/1  MODPE R // I 

L5C0NT ( # OF OBJECTS) [) 

L5DESC MO D ^/l O PE R ^/10 MODPER ^ /10 

L50B1 MO D /l O PE R /l O MODPE R /l O 

L50B2 MO D /l O PE R /l O MODPE R /l O 

L5CHA1 MO D /l O PE R /l O MODPE R /l O 

L5CHA2 MO D /l O PE R /l O MODPE R /l O 

L5ANI1 MO D /l O PE R /l O MODPE R /l O 

L5ANI2 MO D /l O PE R /l O MODPE R /l O 

LOCATION 6 

L6LIGHT MO D '/ I PE R '/ I 

L6C0NT ( # OF OBJECTS) '^ 

L6DESC 

'/I MODPE R '  /I 

/3 2 
MOD /l O PE R 71 0 

L60B1 

L60B2 

L6CHA1 

0 

MOD ^/10 PER-^/1 0 

MODPER ^/lO 

0 
MOD^/IO PER'-'/l O MODPE R ^/10 

MODPER'^/10 

MOD /l O PE R /l O MODPE R /l O 

L6CHA2 MO D /l O PE R /l O MODPE R /l O 
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L4ANll MaD /10 PER /10 MODPER /10 

L4ANI2 MOD /10 PER /10 MODPER /10 

LOCATION 5 

L5LIGHT MOD t /1 PER 1/1 MODPER , /1 

L5CONT (# OF OBJECTS) D 
L5DESC MOD 0/10 PER '2- / 10 MODPERO/I0 

L50Bl MOD /10 PER /10 MODPER /10 

L50B2 MOD /10 PER /10 MODPER /10 

L5CHA1 MOD /10 PER /10 MODPER /10 

L5CHA2 MOD /10 PER /10 MODPER /10 

L5ANll MOD /10 PER /10 MODPER /10 

L5ANI2 MOD /10 PER /10 MODPER /10 

LOCATION 6 

L6LIGHT MOD J / 1 PER f /1 MODPER 1 /1 

L6CONT (# OF OBJECTS) 2-

L6DESC MOD D /10 PER 2/ 10 MODF'ER Ô/I0 

L6081 MOD 0/ 10 PER.:3 /10 MODPER Cl/ 10 

MODO/I0 
'.l MODPER (1 / 10 L60B2 PER J /10 

L6CHAl MaD /10 PER /10 MODPER /10 

L6CHA2 MOD /10 PER /10 MODPER /10 
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L6ANI1 MO D /l O PE R /l O MODPE R /l O 

L6ANI2 MO D /l O PE R /l O MODPE R /l O 

LOCATION 7 

L7LIGHT MO D 0/1 PE R // I 

/, 
L7C0NT (# OF OBJECTS) 'H 

L7DESC 

L70B1 

L7ANI1 

L7ANI2 

MOD ^1 0 PE R ^710 

MOD ^/lO PE R P/10 

L70B2 MO D O/IO  PE R 5/10 

I/O 
L7CHA1 MO D 0/10 PER^^ ^ 10 

L7CHA2 MO D 0/10 PER<//1 0 

MOD /l O PE R /l O 

MODPER O/i 

MODPER ̂ /lO 

MODPER <2>10 

MODPER 4̂ 10 

MODPER ^VlO 

MODPER -̂ VlO 

MODPER /l O 

MOD /l O PE R /l O MODPE R /l O 

FINAL SCORES 

TOTAL 7. MO D 5  /̂ ^̂ ^ 

TOTAL 7 . PE R g ^ /lO O 

TOTAL 7 . MODPE R T/lO O 

Planning Skills of Gifted 71 

L6ANll MOD /10 PER /10 MODPER /10 

L6ANI2 MOD /10 PER /10 MODPER /10 

LOCATION 7 

L7LIGHT MOD 0/1 PER 1/ 1 

L7CONT (# OF OBJECTS) ft 
C}10 

t? 
L7DESC MaD PER ~710 

MaD 0/ 10 
"? 

L70Bl PER ?/l0 

MOD 0/10 
,~ 

L70B2 PER 6/10 

L7CHAl MaD 0/10 
"' '1 

PER IU/l0 

L7CHA2 MaD 0/10 PER LI /10 

L7ANll MOD /10 PER /10 

L7ANI2 MOD /10 PER /10 

FINAL SCORES 

TOTAL ï. MOD 5 /100 

TOTAL % PER g~ /100 

TOTAL ï. MODPER 5' /100 

MODPER 0/1 

MODPER 010 

MODPER dl0 

MODPER 0/ 10 

MODPER r) / 10 
' " 

MODF'ER t / 10 

MODPER /10 

MODPER /10 
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Your -^ traveler trying to get out of* the jungle and get back to your house 
^—r- GEOGRAPHY — - - — 

L 
Z^ L 

3 
I 

H-
* * * • * * * * * • » ( - * ****(••)(•****•«•* •)f-)f*̂ (-**-J(-X-*** 

* a ***•»(- a «•*** a * 
* garden * * cave * ^cemetery * 
* * * * * I •**•«•-* 

*****I***** 
* a •«• 
•clearing * 
* * * * * * * * * * * 

L 

* * * * * * * * * * * * * * * * ! * * * * * 
* * * • * ! * * * * * 
* a * 
* road . * 
*****I***** 

*********** ***** I ****4(-
* a **** a * 
* cabin * * field * 
* * * * * * * * * * * * * * * * * * * * * * 

< ~ L 5 

L 1- L i. 

BESCRIPTION 

There's no treasure to be found in this adventure 
A plain old clearing. 
In the clearing you see ... 

A plain old stone, 
i A brave, young adventurer-

You're not carrying anything-

A plain old garden. 
In the garden you see . - . 

A plain old pjant. 
A plain'ol;d boulder. 
A plain old flashlight-

A plain old cave-
It's pitch black inside the ca.^G. 
In the c:ai\/&  you see ... 

A skeleton key. 

A plain old cemetery. 
In the cemetery you see '. - -

A plain old plant-
A plain old stone. 
A plain old pit. 
A ^i:rAr\QG  character. 
The sorcerer is not carrying anything. 

L 

L ̂
. 

L 3 

L '1 
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v~r ,a t~av~le~ .. trying to get out of the jungle and get ba~k to your house~ 
_---~-~------------------------GEOGRAPHY---------------__________ --~-~-~--4 

L 
*********** *********** *********** 
* a **** a **** a * 
* garden * * cave * *ceme~ery * 
*****1***** *********** *****1***** 
*****1***** *****1***** ~ 

* * * ~ * . a ~ ~ 
*clear.ing * * road .: *,;:, ,-

*********** *****1***** 
*********** *****1***** 
* a **** a .* 
* cabin * * ~.fi~ld * 
*********** *********** 

L1- . L ~ 

" ~ESCRI~TION-------------~--~~--~~-~-----~--_ ...... _~~ ____ -=--.-,_~ ..... _~---------_ .... ---p . ri" . ~ . . ,' ... ~ . 
.. :- ..: . 

Ther-e,' $ nO' treasure to be found in th i 5 adventure. 
A; p:.lain old" cl:earing. 
ln the clearing you see ••• 

'A plain old stone. 
i: ~ brave 9 young adventurer. 

Yo~'re nct carrying .nything. 

A· P lai ri .. -0 ldgarden. 
In the garden you see ••• 

A plain ~ld:pJant. 
A plain··ol~ b~ulder. 
A plain old~f~ashlight. 

Apl a i n 0 1 d cave. 
It's pitch black inside the cave. 
In the cave Vou see ••• 

A skeleton key. 

A·plain oid cemetery. 
In. the cemetery you see ' ••• 

A plain old plant. 
A plain old st~ne • 
. A plai~'old pit. 
A 9trange character. . 
Ttl.e 6orcerer. i_s not c~rrylng cilnyth ~.ng • 

LI 

L~ 



A plain old road. 
There is nothing in the road 

A plain old field. 
In the field you see ... 

A plain old plant. 
A plain old stone. 

12^^ 
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^5 ^3 

-:i'\ L L 
A tiny log cabin,, 
In the cabin you see ... 

A plain old table. 
There isn't anything on the table-

^ There isn't anything under the^table. 
;A plain old chair. 

There isn*t.anything on the chair, 
isn't anything under the chair. There 

A. cot-
There 
There 
There 

L ?-

isn't anything on the bed. 
isn't anything under the bed. 
is nothing in the bed. 

A strange character. 
The woman is not carrying anything. 

A plain old road. 
There is nothing in the road. 

A plain old' field. 
In the field you see 

A plain old plant. 
A plain old stone. 

A tiny log cab in. " 

. . . 

In the- cab in you see ••• 
A plain old. table. 

:1-\ 
\ . 

There isn't anything on the table. 
I~There isn' t anything under the/':-t~ble. 

'J 

;A p:lta i n 01 d c:h~ir. 
There isn ' t ,anything on the chair;"f -
There isn't anything under the chair. 

A .. cot. 
There i sn'·· t anyth i rig -on the bed. 
There isn't anything under the bed~ 
There is nothing in the bed. 

~strange charactèr. 
,The woman- i5 not carrying anythirig. 
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Planning Skills of Gifted 7S: 

EVALUATION GRID 

LOCATION 1 

LOCNUMB T-

LILIGHT MO D f/ 1 PE R ̂ / l 

LICONT (# OF OBJECTS) 2 

LIDESC MO D 91 0 PER '^/l O 

LIHERO MO D 1/1 0 PE R 3/1 0 

LlOBl MO D Ql O PE R "3/1 0 

MODPER '/ I 

MODPER'^/10 

MODPER^/10 

MODPER Ol O 

L10B2 MO D /l O PE R /l O MODPE R /l O 

LlCHAl MO D /l O PE R /l O MODPE R /l O 

L1CHA2 MO D /l O PE R /l O MODPE R /l O 

LlANIl MO D /l O PE R /l O MODPE R /l O 

L1ANI2 MO D /l O PE R /l O MODPE R /l O 

LOCATION 2 

L2LIGHT MO D )  /I PE R <  /I MODPE R // I 

L2C0NT (# OF OBJECTS) Z 

L2DESC MO D 91 0 PE R ^1 0 

L20B1 

L20B2 

MOD ̂ /l O PE R O/io 

MOD /l O PE R ^/lO 

MODPER ^/lO 

MODPER ^/lO 

MODPER 0/10 

L2CHA1 MO D /l O PE R /l O MODPE R /l O 

L2CHA2 MO D /l O PE R /l O MODPE R /l O 

Planning Skills of Gifted 7~ 

EVALUATION GRID 

LOCATION 1 

LOCNUMB 1-

L1LIGHT Mao ( Il PER i l1 MODPER , 1 1 

L1CONT (# OF OBJECTS) 2.. 

L1DESC Mao Q10 
.'7 

PER --t 10 MODPER '0 /10 

L1HERO MOD '1/10 PER 3/10 MODPER 4) / 10 

Ll0Bl Mao Gl0 PER 3110 MODPER 010 

Ll0B2 MOD /10 PER /10 MODPER /10 

L1CHAl MaD /10 PER /10 MODPER /10 

L1CHA2 MaD /10 PER /10 MODPER /10 

L1AN!1 MOD /10 PER /10 MODPER /10 

L1ANI2 MOD /10 PER /10 MODPER /10 

LOCATION 2 

L2LIGHT MOD ) /1 PER ( /1 MODPER J /1 

L2caNT (# OF aBJECTS) Z 

L2DESC MaD 910 PER 2{10 MODPER 0/10 

L20Bl MOD <110 PER 0/10 MODPER 0/10 

b 
PER3/10 0/10 L20B2 MOD /10 MODPER 

L2CHAl MaD /10 PER /10 MODPER /10 

L2CHA2 MaD /10 PER /10 MODPER /10 



L2ANI1 
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MOD /lO PER /lO MODPER /lO 

L2ANI2 . MOD /lO PER /lO MODPER /lO 

UPCATIQN 5 

L3LIGHT MOD ^/l PER 1/1 MODPER 0/\ 

L3C0NT (# OF OBJECTS) / 

L3DESC MOD <^10 P E R 2 ^ / 1 0 

L30B1 MOD //lO PER3/10 

L30B2 

L3CHA1 

L3CHA2 

L3ANI1 

L3ANI2 

MOD /lO PER /lO 

MODPER <̂ /10 

MODPER 0/10 

MODPER /lO 

MOD /lO PER /lO MODPER /lO 

MOD /lO PER /lO MODPER /lO 

MOD /lO PER /lO MODPER /lO 

MOD /lO PER /lO MODPER /lO 

LOCATION 4 

L4LIGHT MOD 1/1 PER 1/1 

L4C0NT (# OF OBJECTS) / 

L4DESC MOD ^/lO P E R 2 V 1 0 

L40B1 MOD 0/10 PER 3/10 

MODPER I /I 

MODPER^/10 

MODPER ^/lO 

L40B2 MOD /lO PER /lO MODPER /lO 

L4CHA1 MOD /lO PER /lO MODPER /lO 

L4CHA2 MOD /lO PER /lO MODPER /lO 
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L2ANll 

L2ANI2 

MaD /10 PER /10 MODPER /10 

MOD /10 PER /10 MODPER /10 

LOCATION 3 

L3LIGHT MaD o /1 PER 1/ 1 MODPER 0/1 

L3CONT (# OF OBJECTS) J 
L3DESC MaD 010 PER2-/10 MODPER 010 

L30B1 MaD 1/10 PER3/10 MODPER 0/10 

L30B2 MOD /10 PER /10 MODPER /10 

L3CHAl MaD /10 PER /10 MODPER /10 

L3CHA2 MaD /10 PER /10 MODPER /10 

L3ANl1 MOD /10 PER /10 MODPER /10 

L3ANI2 MaD /10 PER /10 MODPER /10 

LOCATION 4 

L4LIGHT MOD 1/1 PER '/1 MODPER 1 /1 

L4CONT (# OF OBJECTS) 1 
L4DESC MaD °/10 PER 2~/ 10 MODPER tJ / 10 

L40Bl MaD D /10 PER _'3/10 MODPER 0/ 10 

L40B2 MaD /10 PER /10 MODPER /10 

L4CHAl MaD /10 PER /10 MODPER /10 

L4CHA2 MaD /10 PER /10 MODPER /10 
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L4ANI1 MOD /lO PER /lO MODPER /lO 

L4ANI2 MOD /lO PER /lO MODPER /lO 

LOCATION 5 

L5LIGHT MOD 0/1  PER (/I 

L5C0NT (# OF OBJECTS) 4 

L5DESC M0DC?/10 PER ^/10 

L50B1 MOD (̂ /lO PER ^/lO 

L50B2 MOD 0/1^  PER 3/10 

L5CHA1 MOD 2^10 PER g/10 

L5CHA2 MOD C/10 PER 5/10 

MODPER 0/1 

MODPER ^/lO 

MODPER 5/10 

MODPER (9/10 

MODPER '/lO 

MODPER G^IO 

L5ANI1 MOD /lO PER /lO MODPER /lO 

L5ANI2 MOD /lO PER /lO MODPER /lO 

LOCATION 6 

L6LIGHT MOD 1/1 PER (/1 MODPER /̂1 

L6C0NT (# OF OBJECTS) | 

L6DESC MOD ^10 PER 2/10 MODPER ^/10 

L6HER0 MOD ^/10 PER 3/10 MODPER ^/10 

L60B1 MOD /lO PER /lO MODPER /lO 

L60B2 MOD /lO PER /lO MODPER /lO 

L6CHA1 MOD /lO PER /lO MODPER /lO 

Planning Skills of Gifted 77 

L4ANll MOD /10 PER /10 MODPER /10 

L4ANI2 MOD /10 PER /10 MODPER /10 

LOCATION 5 

L5LIGHT MaD 0/1 PER ( /1 MODPER 0/1 

L5CONT (# OF aBJECTS) ~ 

L5DESC MancO /10 PER 2/ 10 MODPER (J/l0 

MOD 0/ 10 ~ 
D/I0 L50Bl PER ·:7/10 MODPER 

L50B2 MOD (J/I0 PER 3/10 MODPER 0/10 

L5CHAl MaD ?( 10 PER 8/10 MODPER 1/10 

L5CHA2 MaD 0/10 PER ,3/10 MODPER 0/10 

L5ANIl MaD /10 PER /10 MODPER /10 

L5ANI2 MaD /10 PER /10 MODPER /10 

LOCATION 6 

L6LIGHT MaD 1 /1 PER t /1 MODPER '/1 

L6CONT (# OF OBJECTS) 

L6DESC MOD <fl0 PER G/I0 MODPER 0/ 10 

L6HERO MaD °/10 PER 3/10 MODPER r)/10 

L60Bl MOD /10 PER /10 MODPER /10 

L60B2 MaD /10 PER /10 MODPER /10 

L6CHAl MOD /10 PER /10 MODPER /10 



Planning Skills of Gifted '̂ S 

L6CHA2 MO D /l O PE R /l O MODPE R /l O 

L6ANI1 MOD /l O PE R /l O MODPE R /l O 

L6ANI2 MO D /l O PE R /l O MODPE R /l O 

LOCATION 7 

L7LIGHT MO D t/ l PE R )  /I 

L7C0NT ( # OF OBJECTS) I 

L7DESC MO D Q'l O PE R 2^/10 

L70B1 MO D ^1 0 PE R ^/lO 

MODPER f/ l 

MODPER ^/lO 

MODPER ^/lO 

L70B2 MO D /l O PE R /l O MODPE R /l O 

L7CHA1 MO D /l O PE R /l O MODPE R /l O 

L7CHA2 MO D /l O PE R /l O MODPE R /l O 

L7ANI1 MO D /l O PE R /l O MODPE R /l O 

L7ANI2 MO D /l O PE R /l O MODPE R /l O 

FINAL SCORES 

TOTAL 7. MOD VlO O 

TOTAL 7. PER 51/10 0 

TOTAL 7. MODPER WlO O 
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L6CHA2 MaD /10 PER /10 MODPER /10 

L6ANll MOD /10 PER /10 MODPER /10 

L6ANI2 MOD /10 PER /10 MODPER /10 

LOCATION 7 

L7LIGHT MaD t /1 

L7CONT (# OF aBJECTS) 

L7DESC MaD 0/10 

L70Bl MOD Ql0 

L70B2 MaD /10 

L7CHA1 MOD /10 

L7CHA2 MaD /10 

L7ANll MOD /10 

L7ANI2 MaD /10 

FINAL SCORES 

TOTAL 'la MOD q /100 

TOTAL 'la PER ,q /100 

TOTAL 1. MODPER ~/100 

PER J /1 MODPER ( Il , 
PER i~/ 10 MODPER DilO 

PER 3/10 MODPER 0/10 

PER /10 MODPER /10 

PER /10 MODPER /10 

PER /10 MODPER /10 

PER /10 MODPER /10 

PER /10 MODPER /10 
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Je sui s un e a v e n t u r i e r e e t j e r e c h e r c h e l e parchemi n magique . 
y '  GEOGRAPHI E Ul 

^ ^ « # » * # * * * * * 

une • ^ * ^ * * * * * * * * * * * * * * * * * * * * * * * * - > t * * * * * ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ( . 
* * * # • } < - « • * * * - i f * 

* c a b a n e * 
^ t ^ H e * * * * * * * * 

une r 

* * * * - J H ( - ^ * * - « - * 

* Nouvea u * 
* * 

* p y r a m i d e * 
**->f**I*^f-)(")f-jf 
* * * *» I * *» -x - i t 
* u n * 
*mar^cage * 
* * # * • « - X * * ' * # * 

* un e * * * * « - * * * * ^ * ^ ^ ^ ^ ( . ^ ^ ̂Ĵr ^ * 

L 
; 

* c l a i r i ^ r e * 
* * * * # I * * * * ^ ( . 
* * * » * I * # * * ^ f 
* u n * 
* j a r d i n * < ^ 
****• ! ( • I • * •« • * * 
*****I-j(-^**^f* 
* u n * 
* chemi n * 
* * * * * * * * * * ^ ( -

* c i m e t i ^ r e * 

L 
L 
i 
z 

6 

L 1-

DESCRIPTION-

I I n' y a  aucu n t r d s o r k  d ^ c o u v r i r dan s c e t t e a v e n t u r e 
Une; j o l i e p e t i t e c l a i r i ^ r e . 
Dans l a c l a i r i ^ r e i l y  a  . . . 

Une j o l i e p e t i t e f l e u r . 
Une a v e n t u r i e r e j e u n e e t v a i l l a n t e . 

Tu n'a s r i e n su r t o i . 

Un vieux c i r a e t i ^ r e e n r u i n e . 
Dans l e c i m e t i ^ r e i l y  a 

Une foss e pe u p r o f o n d e . 
Dans l a f o s s e i 1 y  a  . . . 

Un s q u e l e t t e . 
Une t a b l e b i e n o r d i n a i r e . 

I I n ' y a  r i e n su r l a t a b l e . 
I I n ' y a  r i e n sou s l a t a b l e . 

Une rnysti^rieus e p y r a m i d e e n p i e r r e . 
Dans l a pyramid e i l y  a  . . . 

Un parchemi n mag ique . 
I I y  a  que lqu e chos e d ' ^ c r i t su r l e p a r c h e m i n . 
Tu peu x y  l i r e : ' L e s f o r m u l e s m a g i q u e s . ' . 

[Jn marteage s t r a n g e e t s i l e n c i e u x -
"•n« l e lOAr^cao e i l v  a 
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Je suis 'une 'aventuriere et je recherche le parchemin magique. .' ' 
-----C-----------:--------------GEOGRAPHIE----------------------------:4000,--:--

5 . 
*********** *********** * 'une******************************************* .une Î* 
* cabane * *pyramide'* 
*********** *****I***** 

*********** 
* Nouveau * 
* * 
*********** 

L, 
*********** 

*****1***** 
* un * 
*maréc:ag,e,* 
*****1**'*** 
*****I***** 

* une ***************** un *' 
*cl~irière* *cimeti~re~, 
*****I***** 
*****1***** 
* un * 

..L- i * jardin *" '-~ 
*****,I***** 
***** 1 *.**** * un * 

h . * * c emln . 
******,***** 

*******~**.** 

·L ., '-f 

, ... 

, D'ESCRIPTION ----------------------------~~~--~~-~-~~-~-----~-----~-~ . -----

Il.,n'y li. auc'un~,:tr_ésor à découvrir:- dans cette aventure. 
Une; .jolie petite clairière. 
Dans la clairière il y a ••• 

Une jolie petite fleur • 
. Une aventuriere jeune et vaillante. 

fu,n'as rien sur toi. 

Un vieux c:imetiè~é en ruine. 
Dans re' cimetière. il Y a ••• 

Une fosse peu:profonde. 
D~ns la fos$~ .. il y a •••. ! 

Un :squelette. 
Une table bien ordinaire. 

Il n'y a rien sur la table. 
Il niy:a ri~n sous la table. 

Une mystérieuse pyramide en pierre. 
Dans la pyramide il' Y a ••• 

Un parchemin magique. 0 h . 
Il y a quelque chose d"crit sur ~e par~ emln. 
Tu peux y lire: 'Les formules magIques. • 

Un marécage étrange et si lenc ieux. 
OAnw 1emèlrécaae il va, _ • _ 
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Un sable mouvant bien ordinaire. .:-
Sur le sable mouvant tu vois ... /^4ir^ 

Une liane bien ordinaire. 

Une petite cabane tr^s simple. 
Dans la cabane il y a ... 

Une table bien ordinaire. 
II n'y a rien sur la table. 
II n'y a rien sous la table. 

Une chaise bien ordinaire. 
II n'y a rien sur la chaise. 
II n'y a rien sous la chaise. 

Un lit de camp^ 
II n'y a rien sur le lit. 
II n'y a rien sous le lit. 
II n'y a rien dans le lit. 

Un;. m 1 SS i o nna i r e. 
l4P missionnaire poss^de . . . 

Une carte bien ordinaire. 
II y a quelque chose d'^crit sur la carte. ; 
Tu peux y lire: 'L'endroit oCi se trouve le parchemin.' 

Un Jipli jardin. 
Dans le jardin il y a ... 

Une plante bien ordinaire-

Un long chemin ,sans v^g^tation. 
Dans le chemin il y a ... 

Un rocher bien ordinaire-
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~ ~ .. .,.~ -.... --- - . - - --:.. -- - _. , -_. - - - . 

Un sable mouvant bien ordi~air~. 
Sur Ies.ble mouvant tu vois 

Une liane bien ordinaire. 

Une peti,te cabane très simple. 
Dans la cabane il y a ••• 

Une table bien ordinaire. 
Il n"y a' rien sur la table. 
Il n'y a. rief' so'us la table. 

Une chaise bien ordinaire. 
Il n'y a rien sur la chaise. 
Il n'y a rien sous la chaise. 

Un l.it de camp, . 
Il n'y a rien sur le lit. 
1.1 nly a rien·sous le lit. 
1.1 n'y a rien dans le lit. 

~n~;mfgsionna i r-e. 
I.4.tè '!'mi ssionl1~it;e ,t'possède ••• 

Une carte· bien ordinaire. 

• • • 

Il y a quelque chose d'écrit sur. la- carte. .~ 
Tu peux y~ lire: 'L'endroit où sè trouve le parchemin.' 

U~:' -to 1. i jard in. 
Î)an~le jardin il Y a ••• 
~~e plante. bien ordinaire. 

Un long chemin.,-,s4.ns végétation. 
Dans le chemin il y a ••• 

. ,' ~Un rocher bien ordinaire. 

loy 
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EVALUATION GRID 

LOCATION 1 

LOCNUMB 1-

' '̂  PER * 

LICONT (# OF OBJECTS) 

LILIGHT MOD ' /I PER ' /I 

7 

LlOBl 

L10B2 

LlCHAl 

L1CHA2 

LlANIl 

L1ANI2 

MOD ̂ /lO 

n LIDESC MOD 0/10 PER ŝ lO 

LIHERO MOD ^/lO PER 5/10 

PER ?>/10 

MODPER ' /I 

MODPER 0/10 

MODPER 0/10 

MODPERCP/10 

MOD /lO PER /lO MODPER /lO 

MOD /lO PER /lO MODPER /lO 

MOD /lO PER /lO MODPER /lO 

MOD /lO PER /lO MODPER /lO 

MOD /lO PER /lO MODPER /lO 

LOCATION 2 

L2LIGHT MOD ' /I PER ^ /I 

L2C0NT (# OF OBJECTS)^ 

L2DESC MOD^/10 P E R N I O 

L20B1 MOD 0/10 PER 5/10 

L20B2 MOD ^/10 PER S/10 

L2CHA1 MOD 0/10 PER ̂ /lO 

L2CHA2 MOD /lO PER /lO 

MODPER * /I 

MODPER 0/10 

MODPER ̂ V̂lO 

MODPER <!̂ /10 

MODPER 0/10 

MODPER /lO 
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EVALUATION GRID 

LOCATION 1 

LOCNUt1B -:r 
LILIGHT MOD 1 /1 PER , /1 MODPER 1 /1 

LICONT (# OF OBJECTS) 7 
\.---

LIDESC MOD 0/10 PER ?; 10 MODPER C' / 10 

LIHERO MaD 0/ 10 PER S/10 MODPER (J /10 

LI0Bl MOD 0 /10 PER r:s/l0 MODPER (:') / 10 

LI0B2 MOD /10 PER /10 MODPER /10 

LICHA1 MOD /10 PER /10 MODPER /10 

LICHA2 MaD /10 PER /10 MODPER /10 

LIANIl MaD /10 PER /10 MODPER /10· 

LIANI2 MOD /10 PER /10 MODPER /10 

LOCATION 2 

L2LIGHT MOD 1 /1 PER \ /1 MODPER ' /1 

L2CONT (# OF OBJECTS)~ 

L2DESC MOD 0/10 PER '410 MODPER 0/10 

L20Bl MOD 0/10 PER 3/10 MODPER 1) /10 

L20B2 MOD a /10 PER '3/10 MODPER 0/10 

L2CHAl MOD 0 /10 PER 3/ 10 MODPER 0/10 

L2CHA2 MaD /10 PER /10 MODPER /10 
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L2ANI1 MOD /lO PER /lO MODPER /lO 

L2ANI2 MOD /lO PER /lO MODPER /lO 

LOCATION 5 

L3LIGHT MOD 0/1 PER hi 

L3C0NT (# OF OBJECTS) [ 

L3DESC MOD ^/lO PER 2/10 

L30B1 MOD ^/10 PER:^/10 

L30B2 MOD /lO PER /lO 

MODPER O  /I 

MODPER ^/lO 

MODPER fJ/10 

MODPER /lO 

L3CHA1 MOD /lO PER /lO MODPER /lO 

L3CHA2 MOD /lO PER /lO MODPER /lO 

L3ANI1 MOD /lO PER /lO MODPER /lO 

L3ANI2 MOD /lO PER /lO MODPER /lO 

LOCATION 4 

L4LIGHT MOD /̂l PER ^ /I MODPER ' /I 

L4C0NT (# OF OBJECTS) ^ 

L4DESC 

L40B1 

L40B2 

L4CHA1 

L4CHA2 

MOD ^/lO PER ^/lO 

MOD ^/lO PER 3/10 

MOD 2/10 PER'J/10 

MOD ^/lO PER IQ^  10 

MOD O/IO PER ^ 1 0 

MODPER ^/lO 

MODPER ^/lO 

MODPER //lO 

MODPER Z/10 

MODPER (!7/10 
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L2ANll 

L2ANI2 

MOD /10 PER /10 MODPER /10 

MaD /10 PER /10 MODPER /10 

LOCATION ;5 

L3LIGHT MOD 0/1 PER } /1 MODPER (] /1 

L3CONT (# OF OBJECTS) ( 

L3DESC MOD 0/ 10 PER 2/10 MODPER D/ 10 

L30Bl MaD ~ /10 PER~ /10 MODPER 0 /10 

L30B2 MaD /10 PER /10 MODPER /10 

L3CHAl MOD /10 PER /10 MODPER /10 

L3CHA2 MaD /10 PER /10 MODPER /10 

L3ANll MOD /10 PER /10 MODPER /10 

L3ANI2 MOD /10 PER /10 MODPER /10 

LOCATION 4 

L4LIGHT MOD '/1 PER t /1 MODPER 1 /1 

L4CONT (# OF OBJECTS) ~ 

L4DESC MOD 0110 PER 2. /10 MODPER tJ / 10 

MaD °/10 
? 

MODPER DilO L40Bl PER.) /10 

L40B2 MOD 2/10 PER 3/1Ü MODPER 111 0 

L4CHA1 MOD 3/10 PER ,'" 10 MODPER Z/10 

L4CHA2 MOD 0/10 PER ~10 MODPER 0/10 
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L4ANI1 MO D /l O PE R /l O MODPE R /l O 

L4ANI2 MO D /l O PE R /l O MODPE R /l O 

LOCATION 5 

L5LIGHT MO D O/i  PE R I/^ 

L5C0NT ( # OF OBJECTS) 0 

L5DESC MO D (?/10 PE R 2yio 

MODPER ^/ l 

MODPER O/10 

L50B1 MO D /l O PE R /l O MODPE R /l O 

L50B2 MO D /l O PE R /l O MODPE R /l O 

L5CHA1 MO D /l O PE R /l O MODPE R /l O 

L5CHA2 MO D /l O PE R /l O MODPE R /l O 

L5ANI1 MO D /l O PE R /l O MODPE R /l O 

L5ANI2 MO D /l O PE R /l O MODPE R /l O 

LOCATION 6 

L6LI6HT MO D W l PE R ^ /I MODPE R /  /I 

L6C0NT ( # OF OBJECTS) ^ 

L6DESC MO D 0/10  PE R "3/10 MODPE R ^/lO 

L60B1 MO D 1/10  PE R 3/10 MODPE R 1/10 

L60B2 MO D /l O PE R /l O MODPE R /l O 

L6CHA1 MO D /l O PE R /l O MODPE R /l O 

L6CHA2 MO D /l O PE R /l O MODPE R /l O 
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L4ANIl 

L4ANI2 

MOD /10 PER /10 MoDPER /10 

MaD /10 PER /10 MODPER /10 

LOCATION 5 

L5LIGHT MaD 0/ 1 PER ~1 MODPER 0/1 

L5CONT (# OF OBJECTS) Û 

L5DESC MaD 0/10 PER 410 MoDPER 0/10 

L50Bl MOD /10 PER /10 MoDPER /10 

L50B2 MaD /10 PER /10 MODPER /10 

L5CHAl MOD /10 PER /10 MODPER /10 

L5CHA2 MaD /10 PER /10 MODPER /10 

L5ANll MOD /10 PER /10 MODPER /10 

L5ANI2 MaD /10 PER /10 MODPER /10 

LOCATION 6 

L6LIGHT MOD , /1 PER \ /1 MODPER 1 /1 

L6CONT (# OF OBJECTS) ~ 
L6DESC MaD 0/10 PER )/10 MODPER 0/10 

L60B1 MaD //10 PER 3/10 MODPER 1/10 

L60B2 MOD /10 PER /10 MODPER /10 

L6CHAl MOD /10 PER /10 MODPER /10 

L6CHA2 MOD /10 PER /10 MODPER /10 
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L6ANI1 MO D /l O PE R /l O MODPE R /l O 

L6ANI2 MO D /l O PE R /l O MODPE R /l O 

LOCftTION 7 

L7LIGHT MO D '  /I PE R hi 

L7C0NT (# OF OBJECTS) ^ 

L7DESC 

L70B1 

L70B2 

L7CHA1 

L7CHA2 

L7ANI1 

L7ANI2 

MOD^/10 P E R 2 V I O 

MOD ^/lO PE R 3/10 

MOD (3/10 PER/^/1 0 

J^IO PER/C/1 0 MOD 

-0 MODi /710 PE R 5^ /1 0 

MODPER '/ I 

MODPER 0/10 

MODPER ^/lO 

MODPER^/10 

MODPER Z/10 

MODPER 6?/10 

MOD /l O PE R /l O MODPE R /l O 

MOD /l O PE R /l O MODPE R /l O 

FINAL SCORES 

TOTAL 7- MOD 13/10 0 

TOTAL 7. PER ^4^/100 

TOTAL 7. M0DPER"/100 

Pl anni ng Ski Ils of Gi fted ait 

L6ANll MOD /10 PER /10 MODPER /10 

L6ANI2 MOD /10 PER /10 MODPER /10 

LOCATION 7 

L7LIGHT MOD t /1 

L7CONT (# OF OBJECTS) 

L7DESC MOD 0/10 

L70Bl MOD °/10 

L70B2 MOD &/10 

L7CHAl MOD 9!-10 

L7CHA2 MOD V/I0 

L7ANI1 MOD /10 

L7ANI2 MOD /10 

FINAL SCORES 

TOTAL ï. MOD 13/100 

TOTAL ï. PER «4 / 100 

TOTAL ï. MODPER/~100 

PER J /1 MODPER 1 /1 

Lj 
PER 2-110 MODPER 0/10 

PER :3/10 MODPER 6/10 

PER~/10 MODPER IJ / 10 

PER /0'10 MODPER 2/10 

PER 05/10 MOOPER 0/10 

PER /10 MODPER /10 

PER /10 MOOPER /10 
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Je s u i s u n a g e n t - d o u b l e q u i d o i s d e t r u i r e un e c a r t e 
GEOGRAPHIE — 

* un e * * * -»<-#* * * *^ t - * * * * * * * un e * 
'^* r o u t e *  *  f o r & t * 

• # • * * I  • * • - » •* * * # • « • • I  * * * * * 
I I 
I I 

* * * * # ! * * • * * * * * * * I * * * * * ^ ^.»^^^<.^^*^ . 
* u n * * * * * * * * * * * * * * * * * un e * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * u n 

.2*mar6cage *  * c l a i r i ^ r e * *  templ e 
' ^ * * * * * I * * * * * ̂ (.̂ t̂ (.̂ (̂.̂ (.̂ f̂ (.̂ (.4(.̂ ( . \,(^^^^^^(.^(.^ . 

I ^ 
I 
I 
I 

* * * * * I * * * * * ^i.^^(.^(.***4*** 

* une ******************************************* une *. j 
•̂ * grotte * * tani^re * 6 
*********** ^(.^(.^^^(.^(.^(.4^^.^(.^|.^(." 

DESCRIPTION 

II n'y a aucun tifĉ sbr ii d^couvrir dans cette aventure 
Une jolie petite clairi^re-
Dans la clairi^re il y a ••. 

Une plante bien ordinaire. 
Une pierre bien ordinaire. 
Je suis un agent-double jeune et vaillant. 
Tu poss^des L. ̂  . 

Un fouet bien ordinaire. 
Une lampe de poche bien ordinaire. 

Un temple strange et envoQtant. 
Dans le temple il y a ... 

Une grosse araign^e velue. 
L'araign^e n'a rien sur elle. 

Un mar^cage strange et silencieux. 
Dans le mar^cage il y a ... 

Un sable mouvant bien ordinaire. 
Sur le sable mouvant tu vois ... 

Une liane bien ordinaire. 

Une large route chaoteuse. 
Dans la route il y a ... 

Une oelle bien ordinaire. 
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Jé- suis un agent-double qui dois detruire une carte 
-------------------------------GE06RAPHIE------------------------------~-~ L ; :~ 

******t-**** *********** 
* une ***************** une * 

.. ~* route * * for~t * 
*****1***** *****1***** 

1 1 
1 1 
1 1 
l l L, Lz.. 

***** 1 ***** ***** l***** (.;J ~ ********. 
* un *****:************ une *'*****************************. ,un 

-3*marécage * *clairière* -* temple 

*****1***** *********** ********~ 1 
1 
1 
1 

*****1***** *~*****.*** 
* une ******************************************* -une - *:' L 

-S*"grotte * * tanière~ ':. -"--0_ 
******,***** ***********~ ,. 

-------------------------------DESCRIPTION-----------------------------~~-

Il n'y a aucun: tt~sô-r-à· -déëouvrir'., darlS c·ette aventure. 
Une jolie 'petite _-clairière. 
Dans la clairière:i1-y a ••• 

Une plante bien ordinaire. 
Une pierre bien ordinaire. 
3e suis un agent-double jeune et_ vaillant. 
Tu possèdes~- ':,~._~.... -1· 

Un foue~ b~e~ ordinaire. 
Une lampe' ,de poche bien ordinair.e. 

Un .. tefnp fa étrange et envoQtant. 
Dans .le temple il Y a ••• 

Une grosse araignée velue~ 
__ L'araignée n'a rien sur elle. 

Un marétag~ étrange et silencieux. 
Dans le marécage il y a ••• 

Un sable mouvant bien ordinaire. 
Sur le sable mouvant tu vois 

Une liane bien ordinaire. 

Une lafge'route chaot.use. 
Dans la route il y a ••• 

Une Delle bien ordinaire. 

. . . 
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Une grotte sombre et peu invitante. j 
Dans la grotte il y a ... ^ /̂ A 

Une cl6 en bronz^ un peu tordue. ^ ^ ' 

Une sombre tani^re de fauve. 
L*obscurity est totale dans la tani^re. 
Dans la tani^re il y a ... 

Un coffre bien ordinaire. 
Sur le coffre tu vois ... 

Une sacoche bien ordinaire. 
Dans la sacoche il y a ... 

Un couteau bien ordinaire. 
Dans le coffre il y a ... 

Une carte bien ordinaire. 
II y a quelque chose d'^crit sur la carte. 
Tu peux y lires 'S.O.S'. 

Une.;f'Qr&t bien ordinaire. 
Dans-la fordt il y a ... 

Une jolie petite fleur. 
Un arbre bien ordinaire. 
^ 1 1 n'y a rien dans 1'arbre. 
IJn arbre bien ordinaire. 

II n'y a rien dans I'arbre. 
Unsorcier gran d e t fort . 
Ueisorcier n' a rie n su r lu i . 

Une grotte sombre et peu invitante. 
Dans la grotte .il y a ••• 

Une clé e~ bronz~ ~h pe~ tordue. 

L 

Une sombre tanière de fauve. 
L'obscu~ité est, totale dans la tanière~ 
Dans la tanière il y a ••• 

Un cof~re bien ordinaire. 
Sur le coffre tu vois ••• 

Une sacoche bien ordinaire. 
Dans la sacoche il y a... . 

Un couteau bien ordinaire~ 
Dans le coffre il y a ... 

Une carte :bien ordinaire. 
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Il y a quelque chose d'écrit sur la carte. 
Tu peux y lire: 'S.O.S'. 

Une,.>fqr~t bien o~dinaire. 
ria:fl~{ l~~ for~~ .i~l.Y a·.~ .. 

Un~ jolie petite·fleur. 
Un arbre bien ordinaire. 
fi:' • Il n'y a rien 'dans l'arbre. 
On arbre bijh:or~iriaire. 

Il n'y a rien; dans l'arbre. 
Ùri.$orcier· gJ:'"~nd et fort. 
~e;sorcier n'a rien sur lui. 

86 
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K̂ y for Abbrgyjationg in the Evaluation Grid 

1. LOCNUMB: numbe r of locations in the adventure plan. 

2. LlLIGHTp L2LIGHT,,..L8LIGHTi availabl e light in location 1, 

location 2,... location 8. 

3. LICONT , L2C0NT,... L8C0NT: numbe r of objects in location l, 

location 2,... location 8. 

4. LIDESC , L2DESC, L8DESC: descriptio n of location 1, 

location 2,... location 8. 

5. LIHERO : her o in the adventure plan. 

6. LlOBl , L20B1,...L80B1: firs t object in location 1, 

location 2,... location 8. 

7. L10B2 , L20B2,...L80B2: secon d object in location 1, 

location 2,... location 8. 

8. LlCHAl , L2CHA1,..-L8CHA1: firs t character in location 1, 

location 2,... location 8. 

9. L1CHA2 , L2CHA2,...L8CHA2: secon d character in location 1, 

location 2,... location 8. 

10. LlANIl, L2ANI1,...L8ANI1: firs t animal in location 1, 

location 2,... location 8. 

11. L1ANI2, L2ANI2,...L8ANI2: secon d animal in location 1, 

location 2,... location 8. 
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Key for Abbrlyiation. ln th. Eyaluation Grid 

1. LOCNUMB: number of locations in the adventure plan. 

2. L1LIGHT, L2LIGHT, ••• L8LIGHTI available light in location 1~ 

location 2, ..• location 8. 

3. L1CONT, L2CONT, ••• LBCONT: number of abjects in location 1, 

location 2, ••. location 8. 

4. L1DESC, L2DESC, LBDESC: description of location 1, 

location 2, .•• location 8. 

5. L1HERO: hero in the adventure plan. 

6. L10B1, L20B1, ••• LBOB1: first abject in location 1~ 

location 2, .•• location 8. 

7. L10B2, L20B2, ••• L80B2: second abject in location l~ 

location 2, ••• location 8. 

8. L1CHA1, L2CHA1, ••• L8CHA1: first character in location 1, 

location 2, ••. location 8. 

9 L1CHA2 L2CHA2 L8CHA2 • second character in location 1, . , , . . . . 
location 2, ••• location 8. 

ll) L1ANI1 L2ANI1 L8ANI1· fl'rst animal in location 1., . , , . . . . 
location 2, .•• location 8. 

11. L1ANI2, L2ANI2, ••• L8ANI2: second animal in location 1, 

location 2, .•• location 8. 
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12. MOD: percentage of modification of items (light, number of 

objects, description, hero, object, character or animal). 

13. PER: percentage of pertinence of items (light, number of 

objects, description, hero, object, character or animal). 

14. MODPER: percentage of pertinent modification of items (light, 

number of objects, description, hero, object, character or 

animal)-

Planning Skills of Gifted 89 

12. MOD: percentage of modification of items (light, number of 

abjects, description, hero, abject, character or animal). 

13. PER: percentage of pertinence of items (light~ number of 

abjects, description, hero, abject, character or animal). 

14. MODPER: percentage of pertinent modification of items (light, 

number of abjects, description~ hero, abject, character or 

animal). 
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