Introduction

.. A F o7
EE::(F_:;E : Tree Of : - The Tree Of Knowledge is an

3 ¢ |3 interactive program which teaches
DISCOVER KnOWled e categorisation. The student first
© GROW . - - educates the computer about a
particular group of objects - for
; A GAME OF GENERAL KNOWLEDGE example, plants or birds. The
A journey FOR THE ACORN ELECTRON database, or ‘tree’ created in this way
through general _ : is then used to play guessing games
knowledge for e s INTET AR IO in which the student thinks of an
the Acorn Cing a3 i object and the computer works out
Electron e - S what it is. Databases are saved and
i f loaded from within the program and
two sample databases are supplied
on the ROM Cartridge.

ACORN ELECTRON
EAC 010




