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<% 1.1 Introducing Mastering Mapwork

Mastering mapwork consists of a set of 21 modules covering all the practical aspects of
reading and creating maps.

It is divided into five discrete units, each one dealing with a separate aspect of maps or
mapping and each module can be used as a stand-alone component.

The main ‘learning modules’

¢ Symbols

e Direction and distance

e Contours

o Grid References

o Map Making
All contain both tutorial/teaching components and practical consolidation tasks. It is possible
to follow a pre-set route through the various topics ....

e Learning
e Practising
e Consolidating
o Extending

Or simply pick and mix your own route or use an individual program component.

To make the modules as self-contained as possible all instructions or advice is given on-
screen during the running of the program. In most cases, certainly in the tutorial elements,
this is in a panel at the foot of the screen so the user becomes used to a “standard format” and
knows where to look for instructions.

All elements have a drop-down “Instructions” window, rather like a mini ‘Help’ file, to which
users can refer during the running of the program.

Access to the programs is from a series of simple illustrated “menu buttons”
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vl 1.2 Aims

The aim of Mastering Mapwork is to make mapwork FUN, but also to introduce some of
the skills which accompany mapwork. Many of these skills, such as measuring distance and
cross-section drawing, have traditionally been done using strips of paper and a pencil.
Mastering mapwork has lifted these ideas and allows the user to use a computerised paper
strip and a mouse instead of a pencil.

Wit Strategies

Games, quizzes, practical tasks and tutorials ring the changes throughout the
application and careful attention has been paid to progression within the units. Each program
within a topic builds on the skills or understanding created by the previous one and allows
consolidation and extension. The intended sequence will be outlined in the more detailed
notes for each group of programs.

“| Practicalities

Consideration has been given to timing, and advice can be found in the relevant
sections of this User's Guide on how to build the programs into a lesson or sequence of
lessons. Suggestions have been made regarding recommended levels of understanding
before embarking on certain topics although it is perfectly possible to use Mastering Mapwork
to teach the skills from scratch. Where it is considered to be helpful some “workbooks” have
been provided which the students can have in front of them and work through thus saving time
on pre-session briefings and allowing the teacher to simply advise and/or monitor progress.

‘| Follow Up

A selection of resources have been provided which will enable the student to
consolidate or practice the skills learned when using the computer. These can be used for
follow-up work in class or homework exercises.

%% 1.3 Installing Mastering Mapwork

System requirements
IBM compatible PC with Windows 3.1 or Higher
12 megabytes of hard disk space free
4 megabytes of memory
SVGA monitor (800 by 600 display recommended)

Installing Mastering Mapwork
Insert the disk marked Disk 1 into Drive A
Run the program a:\setup and follow the on-screen instructions

During installation the setup program will install all program and data files into a directory
called MAPWORK unless you specify otherwise.

Users have sometimes experienced difficulty at this point as it is necessary to confirm the
destination directory in order to move on. The program says “Click this button to install
Mastering Mapwork etc...” but which button to use is not that clear as the Exit Setup button
seems to be the most obvious option.

Hopefully the following diagram will clarify matters .....
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ThlS |S the button to Mastering Mapwork Setup [X]

Begin the installation by clicking the button below.

click! — 2
Click this button to install M astering Mapwaork software to the specified
Lo

destination directony.

Directory:
{E:\MAPW’DHK\ LChange Directory ”

Ezxit Setup |

Hopefully all will then progress smoothly!

%% 1.4 What does Mastering Mapwork consist of?

Mastering Mapwork, as mentioned earlier, is a suite of programs aimed primarily at students in
Key Stages 2 and 3 of the National Curriculum. Each unit is self-contained and can be used
without having to cover other units first. The topics can be taken in any order, but within each
unit the programs are organised sequentially to encourage the learn, practise, consolidate and
extend approach. Obviously one can enter the sequence wherever appropriate.

To set the scene | will outline the main characteristics of each program module here, but for
more detailed notes on the actual running of the modules please see the relevant sections.

Shaping up to Symbols

& Fifty six OS 1:50,000 map symbols are displayed together with their
o A captions, however, the captions and symbols are mixed up. The
%ﬁp“ e students must ‘drag and drop’ the correct label onto the appropriate
e - | symbol. The quiz is timed and the number of moves made noted and
: Shaping up to Symbols: . .
success rate advised when you exit the task.

Grid references

There are FOUR programs in this group.
1703 04 05 06
Both four figure and six figure references are covered and each topic
has two components - a tutorial, in which the workings of the system
are displayed and illustrated, and tasks or a quiz to consolidate the
concepts.

The four figure reference task is a story, but one in which selected words have been replaced
by four figure references. The students must click on the correct square to insert the word into
the text for it to make sense. A bit of fun.

There are two six figure references tasks. The first involves dragging symbols from a key onto
the map in order to place them in their correct location. The second turn things around and
mixes up the symbols, places them back onto the map in other locations and asks the
students to give the respective six figure references.

26

23
Grid References
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Direction
- There are FOUR programs in this group.
W * E The tutorial takes the student through the cardinal points of the

5 compass, first the four main ones then the others. The tutorial also
Direction and Distance contains a simple self-test quiz built around a number of symbols on
a map and their relative positions. The user answers the questions
by clicking on the correct area of a compass displayed alongside.
The Walk takes things a stage further. A simple map of a walk around a village is presented.
The walk is divided into ten ‘legs’ between points (the car park, the pub, the lake etc.) For
each leg the user identifies the direction in which the walker must go and enters it onto a
“route card” by clicking on the now familiar compass. At the end of the walk a click of the
“Check answers” button reveals how successful the student has been.
The Powerboat Races put these newly acquired skills into action. In both events the race is
based around an island.
In the Test Run a boat leaves the island and heads off into open water. The user must
identify which direction it is heading and record this by clicking on either a compass (1 mark
per correct answer) or one of a set of direction buttons (more difficult - 2 marks each). If the
boat touches the edge of the screen it changes direction, but not predictably.
In the Competition the scenario is the same but this time you must navigate through a set of
ten pairs of buoys. You are timed and progress is recorded. You can control both the speed
(from 1 to 50 knots) by using the throttle on a control panel and heading using the direction
buttons. There is no compass option this time.

Distance There are FIVE programs in this group.

Representation of Scale starts with a short tutorial showing what large scale, medium scale
and small scale maps of the same area look like. It introduces the ideas of representative
fractions, scale bars, ratios and statements and then gives a short “drag and drop” quiz where
maps, representative fractions, scale bars, ratios and statements are all mixed up and need
re-sorting.

The Magic Tape is a simple line on a gridded map which has ‘hot spots’ at each end. By
dragging these hot spots the user can see in a ‘distance panel’ how far apart the two places
are. This leads on to a quiz using the tape to measure distances between named places on
the map. Once the student has the hang of that they can move on to ....

Paperwork (1) which displays five pairs of symbols on the screen together with a scale bar.
The user drags a piece of ‘paper’ over the selected symbols (it lines up automatically once
dropped) and marks on the two locations (as one would do with a slip of paper). The paper is
then transferred onto to scale bar and the distances recorded on the table provided.

Paperwork (2) takes this a stage further by re-displaying the “Walk” map from the direction
module and asking the student to measure each leg of the journey (10) in order to calculate
the total distance walked. This is done using the Magic Tape, some ‘paper’ and the scale bar.

The Raft Race combines all the skills covered so far. The race takes place down a winding
river and the course marshals need to know exactly how far it is from start to finish. In
Paperwork (2) the segments of the walk were pre-determined ,this time the students must
decide on their own.
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Cracking Contours

There are SIX programs in this group.

o How Contours Work is a tutorial which shows how spot heights are
Elackin;[;rﬁims used to create contours. It introduces the idea of layer shading, and
displays the finished product as both a map and as a block diagram.

The Island illustrates the above and allows the user to draw contours onto a 3D island. This
can be viewed from above at any time during the drawing and the student can use either the
3D island or the map to create the display.

Draw It Yourself allows exactly that. The user selects a landform type (e.g. river valley) and
the spot heights for this feature are displayed. A “pencil” and an “eraser” are provided and
when completed the student can overlay the real pattern to see how close they got, and view a
choice of block diagrams to see what the feature looks like in real life.

Cross Sections offers a range of contour patterns from which the student can create accurate
cross sections using the “paper” principle used in Paperwork 1 only this time the edge of the
paper is used to record contour values rather than distances. Once marked, the paper is
dragged onto a pre-prepared frame for the section to be drawn. The unit allows the user to
draw the section in exactly the same way as you would on paper or an ‘auto plot’ facility exists.

Contour Patterns provides the opportunity to see contoured maps for a wider range of
landscape types; Simple Slopes, Valleys, Hills and Ridges - twelve in all. For each main
theme there are four examples (e.g. Valleys has Upland River valley, middle course, lower
course and a glacial trough). The user can view photographs of the area mapped, or simple
contour maps, and by selecting “sections” from the menu bar a number of lines of section
(long or cross sections) are drawn on request. The effect of exaggerated vertical scales can
be demonstrated using these sections.

Contour Pattern Quiz as the name suggests, is a quiz based on a more complex contour
map which has all the slope types covered in this module somewhere on it. To retain
continuity of approach the captions and slope forms are mixed up. Yes, you've guessed it, the
student must drag the correct label onto the appropriate slope. It is timed and, as with
“Shaping up to Symbols”, the number of moves taken to complete the task is recorded.

Map Master

This comprehensive map drawing application allows a synthesis of all
the components covered so far in Mastering Mapwork.

It allows the creation of quite sophisticated OS style maps using a
bank of the 56 or so symbols seen in the symbols section together
Map Master with comprehensive drawing and filling facilities. The maps can be

labelled, with the full range of system fonts available. Symbols and
labels can be accurately positioned by dragging and dropping and ‘fine-tuned’ to the nearest
pixel using a ‘nudge’ facility. All maps can be saved to disk for use or modification later.
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Main Program Modules

s

x:2| 2.1 Shaping up to Symbols

To load this module click on in the main start-up menu.

That will present you with an
enter their name(s).

introductory screen which asks the user to

Who am | working with this time?
Please type in your name and press Enter

Simply type in the reply and press Enter.

|He|en|

On doing so some brief instructions will follow then a table of 56 symbols
together with 56 captions will be displayed, however, the captions do not —| Main Road

match up correctly with the symbols alongside.

. Select your challenge
Before starting you need to select the _ ® Leval1- The symbels micedl up vithin their e fapics
Cha”enge Level”. On Conflrmlng your choice O Level 2-The symbols mixed up between adjoining pansls

the main quiz window will appear. O Leval 3- Corpletebsjumbled-a real challangel

" Progress Panel ‘

In the bottom right hand corner of the screen is a ‘status’ panel in which
J : the time taken and the number of moves made are constantly updated.
The quiz will start when the first move is made.

To replace an incorrect caption with the correct one simply drag the new caption into position
(place the mouse pointer over the caption, hold down the left mouse button and move the
mouse) then drop the caption into place (release left mouse button). Once the drag/drop
caption is in place the caption it replaces automatically moves to the site vacated by the
drag/drop selection.

To let you know when your selected answer is ready
for dragging the mouse pointer will change to a ...

As you drag a caption the wording will remain in place as RED letters so you can see what it is
you are moving. When the caption being dragged is over a target the target caption
disappears. It has not gone for good, it will reappear if you move on.

Pausing or checking answers
It is perfectly possible to pause the game. Simply click on the

button.

This will give you a summary of your position so far. On closing this window correct answers
are displayed in BLUE and incorrect answers in GREEN.
Depending on how well you have done you may wish to ...

a. Carry on - in which case the clock will re-start the moment you drag another caption
b. Start again, to see if you can improve on your time or the number of moves made.
c. Change to a more difficult or easier “challenge level”

If you've had enough then will offer you the chance to restart with another
challenge level or exit
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3.1 Grid References

oy 04 05 D&

To load this module click on 26

25

Grid References

in the main start-up menu.

In order to provide a measure of standardisation throughout Mastering Mapwork a common

format for screen displays has been adopted. There are four main elements;

The main display panel, which contains all the graphics and visual material whether in a

demonstration mode or part of an interactive game or task.

disabled)

The ‘On’ or ‘Back’ buttons which take you onto the next "slide” or allow you to retrace your
steps. (In some modules where retreating was considered inappropriate the back button is

The instruction or information panel where comments or operational information is displayed

¢ A ‘current slide’ counter to allow you to monitor progress through the tutorial.

This will run the main menu for the grid
references suite of programs from which
you can choose.

Simply select which one you wish to run
by clicking the appropriate button.

Each element has two components, a
tutorial, which takes you through the key
ideas, and a quiz or self-test set of games
or tasks to consolidate and practise the
skills acquired.

Grid Roferences Optins [
[ Select from

Four Figure Referances

lllustrates the principles behind the Grid Reference
syztem and demonstrates Four Figure references.

| Tutorial

A "quiz'! type exercize which uses Four Figure

| Numerical Nonsense | refernces to complete a map-based tale.

Six Figure References

Introduces and demonstrates the more accurate
Six Figure reference system. This leads into ...

| Tutorial

Two practical tazks using six figure references.
Just how goad are you?!

| Test Yourself

3.2 Four figure references - Tutorial

The tutorial is in two parts. The first part is pure demonstration where the program shows,
using a little animation, how Eastings and Northings work. Simply follow the on-screen
instructions in the information panel to progress through this section.

Grid References - FOUR FIGURE Demo [ ]

S

E]

a0

23

}Grid reference 1326

Main display panel

—

28

e

5 ]| East

hig 13

W D — T 4= o=

28

MNorthing 26

Current slide counter

25

12 13 14

Eastings

15 16

/

17

[ Frame 13 of 26 ||

[
| Then we would give the value of the NORTHING at the bottom of the
| square. In this case itis 26_>>

Instructions and information panel

e

Back

On and Back buttons
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The second part is a short ‘drag and drop’ quiz which asks you to place a set of symbols which
appear in the key window to the left of the main display panel onto a gridded map.

Symbols
30
29
il
o]
r 28
1
h ¥ &
27
Wiewpoint n
[ 4] . :
“Youth Hostel & 26
Busz Station
S5 13 14 15 16
Trig point [Score 4 outof 4| Eastings | Frame 22

There's a ¥iew Foint square 1425

3.3 “Numerical Nonsense”

To complete this task
click on the symbol as
indicated in the
instruction panel and
‘drag’ it onto the map,
dropping it at the
appropriate location.

If correct you are
commended for your
accuracy, if wrong the
symbol will be moved in
front of your very eyes to
the correct square and
the four figure reference
displayed.

In this section the aim is to complete a story based on place name labels from the map. Some
words in the story have been replaced by Four Figure References.

3&2 13 16 1?30 Full instructions appear
Instructions to the left of the map.
Inthe story below key words I I Tym -7 The Story is below the
hawe been replaced by four =
figure grid references. a9 el map.
The fourfigure references \_/ Curyming
are shown asFed numbers. o ‘ PR
“'ou can selectwhich one \ ’ The Currently agtlve
wouwish 1o have aga athy 28 2&  word/reference is
clicking anit. Currenthy ¥ p . p
active references turn Blue. \——-\H hlgh“ghted in blue.
Click on the carrect square A
th dth d .
\?\r?ll ini;nnaiﬁtzr;ouresrzg © 21 Great 21 To Complete the task JUSt
The 'active reference’ wil | Ty W Dunwell click on the correct grid
be setto the next numhber mag WK = = indicated b
although you can override el An 26 square aslln llca e y
this by clicking. ) vary .\ ¥z the blue highlighted box
3 < B in the text. The word
25 25 i
1 E 14 5 6 17 frorr thetrs‘ql;are ]‘c’_V'”

Once upona 1229 there was a girl called 1426 . Recently she had moved from up norh into & replace e our figure
1427 on the edge of Datmooar. She was having a 1226 . The area impressed her reference in the text and
1528 and she was very happy. One day she decided to do some baking. After doing some

dusting in the bedroom she looked at herwatch and said That cake will be 1626 ' As shewas the Story unfolds!

1628 the stairs a gust of wind blew the door shut. This made the 1527 . the oven door

fly open and Mary 1325 'Dhnal' said Mary, "™ow my cake will hawve a 1225 'l
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Numerical Nonsense cont.

It is possible to navigate around the story without having take the words in sequence. To select
a word or four figure reference simply click on the word or reference in the story. It will become
‘active’ (highlighted in blue). Then proceed as above.

There is no checking procedure for the answers as by just reading it you should be able to see
if it is correct or not. Use your 3765 4982 and you can’t go far wrong!

3.4 Six Figure Grid References - Tutorial

Once again, the standard screen layout used in the four figure reference module is used here
so please refer to the previous section for a diagram of that.

After a short demonstration of how six figure references work you are given a gridded map over
which you can move the mouse to see how the references change. Just point the mouse at an
area of the map to see the six figure reference appear.

3.5 Six Figure Grid References - Test Yourself

There are two parts to this section. The first part tests understanding of grid references by
giving you a set of references and you placing things in the correct spot.

The second part reverses this and asks you to GIVE the references for a set of eight already
placed symbols.

The first task works in

~Symbols exactly the same way as
28 0 2 3 4 T E 7 & 9.0 2 3 4 5 F 7§ 9 28 the ‘drag and drop’
: Y : exercise in the four figure
7 & 7 references tutorial.
-1 1
] 5
. T . In the panel to the left of
3 3 the screen are eight
; : symbols. At the foot of
270 * 027 the display screen, in the
: : instruction panel are the
Vizmpoint 7 7 grid references for where
-1 1
E . . these need to go.
‘f'outh Hostel 4 4
[0 | : : To place them just ‘drag’
Bus Station 1 1 them from the key and
B0y T T 0T 25 67 g 20 ‘drop’ them onto the map.
Trig paint 12 13 _EET'?_J_?__DF_..E_ZJ 14
= T : All 8 must be done before
windmill 130275 Quamy 125278 Viewpoint 138264 Bus Station 136276 *
Campsite 125263 Church 133270 Youth Hostel 122272 TrigPoint 130270 ‘ Back ‘ On answers can be CheCked.

When complete any
incorrect locations are drawn to your attention and the symbols magically move to the correct
reference positions. The requested references then re-appear in the instruction panel for you to
see how they match up.

Press the ‘On’ button to move on to the next task.

This task swaps things around. This time the symbols are in place and YOU have to give their
six figure references.

10
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Symbols

2g U 2 3 4 5 6 7 8 9 0 73];; 7 5 4 28

a a

g + g

7 f 7

B —i | B

s |[122275 ] 5

4 4

3 3

2 2

1 1 1
270 e £ 1027

] i 115270 i s f ]

8 f | 8

7 | | 7

B B

s 2 s

s 123284 ] ’_éé s

3 | _i 3

2 s 2

1 i i 1
Bt s T e s v T T s r e 26

12 [Scoe 0 outof 8| 18 [Fame 190122 | 14

Alongside each symbal is a panel. Click on the panel to select which one you
wish 1o tey, then type in the six figure reference. ‘ i ‘ w=_
\ihen complete, press On'to see how well youle done. > Hack On

Below each symbol is a
panel.

Select the panel you
wish to enter an answer
into by clicking on it.
The cursor will appear in
that panel.

Type in the six figure
reference for that
location.

When you are happy that
they are OK click the
‘On’ button to see how
well you’ve done.

Incorrect answers will be highlighted in red, the correct answers displayed and your score

displayed in the score panel at the foot of the main display window.

Pressing ‘On’ at the end of this task takes you back to the main menu.

11
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‘| 4.1 Direction and Distance

WEE
S

To load this module click on in the main start-up menu.

Direction and Distance

This will access the suite of six programs making up the Direction and Distance module.
On clicking the button shown above a further menu will appear;

. The four direction options are shown on the
Direction illustration opposite.
I * ?X e Compass point tutorial
Compass Ptz (Futeriel T el e “The Walk” - a game involving completlng
‘ a route card for a walk around a village
) % e Powerboat race - Test run allows the user
Powerboat Race (Test un) | | Powerboat Race (Competition) to navigate a boat around the screen by
= clicking on a compass
Distance e Powerboat Race - Competition increases
‘ ) = D the stakes by changing the compass to
Representation of scale Measuring Distance direction buttons and allows changes of
speed. It's a race through ten sets of
|_Exitiasin enu_| buoys against the clock! Exciting stuff.

The other two programs are suites of programs in themselves, five in all.

Representation of Scale is a short tutorial illustrating the various ways scale can be shown on
a map.

| Measuring Distance Measuring Distance is a set of FOUR very
practical programs allowing practice in
A actually measuring distances from a map.
The Magic Tape ‘Paperwork' (1)
Paperwark (2] The Raft Race

“| 4.2 Compass Points Tutorial

The Compass As the name suggests this is a sequential tutorial which
i illustrates the way in which the points of the compass are

= e named. The format and style are identical to those used

in the Grid References tutorial (see page 8 for details of

layout)
As with the Grid Reference work, this unit finishes with a
Fra e quiz.
S It is possible to skip the tutorial and go straight on to the

mra | quiz by using the menu bar options or vice versa.

12
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The Compass Points Quiz

[The Compass
Key
& Trig Paint
% & N
* Bus Statioh
Click onthe
& ot Hostel Compass FPointto
register your
¥ o choice
ot e \figwpaint & = ; * @
& Church with e
a tower | Compass Points | Click on the
TOMpass points
o= to register your
Ze.i . Quarny S answer
o check pour angwers
A click here. 3&?@%
P Campsite Check Anzwers
B Windmil :
Frame|r of I o
From the church to the campszite ISDu[h West  From the campsite to the church I
Fram the quary ta the bus station | Fram the bus station ta the viewpaint |
From the tig poigt to the church | From the youth hostel to the canpsite, |

The answer is
automatically
inserted here

The “active" panel is
highlighted in red

Six questions appear below the sketch map. Along side each one is a response panel. A key
to the symbols used is shown alongside the map. It works as follows;

1.

The quiz will start with question 1, asking which way is it from the Church to the Campsite
highlighted in red. The RED question is the ACTIVE one.

Click on the LETTERS of the compass to select your answer. It will automatically insert the
answer into the active question response panel

. The next question becomes active

. Repeat 2 as above until all six questions are completed

Press the “Check Answers” button to

see how you have done. |On this run you have scored 2 outof 6|

. Buz Statian b
The correct answers are displayed viewpaint s South
on the map. @
a¥s

Note: It is possible to select any question ‘manually’ simply by clicking on it so they can in fact
be done in any order.

13
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W+E

Ko

4.3 The Walk

The walk is a practical exercise which takes you on a stroll through a village and its
surroundings. You need to complete the “route card” for the walk which has the various legs of

the journey itemised but not the directions.

Components of the screen display

| Currently acfive indicator |
VA

' Compass Points

“1 The Marsh @
H Ll 1
Compass points =
« ’
hot spots
-
= N
Eiﬁ‘ I =0n's Arms to East Hill
et Hill to Bunny's Wiood
1 Bunny's Yoo to Parson's Bridge
Parson's Bridge to The Lake
| Route Card | The Lake to The Marsh

The Marsh to the Lone Tree
The Lane Tree to Marsh Farm
htarsh Farm to 5t.John's Church

Sandy Bay
St John's
Church

Check answers
You have sculedl
out of a possible ! 10

(ncomect answers will be !
dizplayed in red ><
|

ot

East Hill

/L‘Leg’ of the walk

~—

| Results panel

There are 10 sections (legs) on the walk. For each one a direction must be entered into the

appropriate section of the route card to the right of the description of that leg.

Key points:

1. The ‘hand’ indicates the currently active leg of the walk on the map and it is highlighted in
blue on the route card. This is automatically updated as the walk progresses.

2. A different leg can be selected manually by clicking on either the red line on the map
indicating the section of the walk or the description on the route card.

3. You can double your score by opting to turn the compass OFF and
direction buttons ON. Simply click on Compass in the menu to get ...

To play:

1. Click the letter(s) of the compass point to
register your selection of direction for the
currently active leg. The answer will be
inserted in its full form onto the route card and
the ‘hand’ moves on to the next leg.

Compass Points |

EE

w
22

bl

Stdohn's Churchto Lesser Twiddle
Lezzer Twiddle to The Mason's Arms
The Maszon's Arms to East Hill

East Hill to Bunny's Waod

Elunn\,n' = Wood to Parson's Bridge

I's Bricge to The Lake
The Lake to The Marsh

The Marsh ta the Lone Tree

Maorth West

South East
East

South
et

2. Repeat 1 above, or over-ride by selecting The Lane Tree to Marsh Farm
another Ieg (See Key pOint 2) Marzh Farm ta St.John's Church
3. When you have completed all 10 sections of the route click on

Check answers

the “Check answers” button to see how well you have done.
4. Panels will appear on the 10 legs of the journey. Correct answers
are displayed in blue, incorrect answers in red.

You have scored
out of a possible [

Incarect answers will be
displayed in red

14
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‘7| 4.4 The Powerboat Race - Test Run

WEE
S

o
Powerboat Bace [Test run)

To run this application click on in the menu panel

The aim of this module is to allow you, the user, to practice your compass points by steering a
powerboat on a “shakedown cruise” prior to the big event. You need to check out the
navigation system under a certain amount of pressure.

The screen

| Current score

Direction selection buttons

(Your navigation system!) | Correct answer? |
N I_\— ScorelTout ofapossiblelT
Possible
maximum
The powerboat |
\\
Compass Points™ |
Optional
Compass
Courze type Test Run yllow Scaore per go = IT Go uzed? | |

?
| Current settings (speed, points status) | |_Go used:

| Mastening Mapwork - Direction and Distance

Instuction:  Compazz Speed  Start Ewit

Selecting settings and starting:
The menu bar at the top of the screen allows initial settings to be amended.
You can change;

¢ Direction buttons to a compass - this makes the whole thing a lot easier as you have visual
clues to direction. As a result the score per leg is halved to ONE (default is TWO).

o Speed The default setting is SLOW but you can up the stakes by opting for medium (double
score) or fast (treble score) if you fancy a challenge!

o Starting is easy. Simply click on Start on the menu bar. On doing so your boat will leave
the island at whatever speed you have set (see above).

15
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The precise location from which it starts and its initial direction are unpredictable, so be
ready. Also, when the boat touches the side of the screen it changes direction but again,
unpredictably! Don’t bother trying to anticipate it. You’ll be disappointed!!

The game is to log-in the direction into the navigation system by looking at which way the
boat is going then ...

Click the appropriate compass button (or compass point)

On doing so the status panel (Go Used) will indicate that you have used up this go.
The “Correct answer” panel will tell you if you were right or wrong

Your score will be displayed in the current score box

You can have as many stabs at the answer as you wish ___

but be warned, if you get one wrong marks are deducted | ST e
from your current score, so it pays to be right first time! speedyou scored| 11 outafapossible 76
¢ The run finishes when the boat reaches the island again This gives you amunringtorsl of [ 11 outofa
after its ramblings around the screen. Pz sile o erfe (i ee= il e

If wou wish to hawe anather run select RUN
If wou wish to change speed then dothatfirst using

On completing a run a score progress panel E e bR SR Sl e
drops down giving a summary of the game so far. AU

To continue your cruise and have another go simply click RUN. This retains your current
settings and score and starts from the island again.

For a ‘clean’ re-start use START from the menu bar. This clears all previous settings and re-
starts using the default settings.

“| 4.5 The Powerboat Race - Competition

%

Powerboat Race [Competition)

To run this application click on in the menu panel

This module takes the whole thing up a gear! You must navigate your way around a pre-set
course steering carefully between pairs of buoys in as fast a time as possible.

The screen: | The Powerboat |
\
L &
& é

Time taken & &

so far

Navigation buttons |$ﬁ-—1‘55
o 1

| Numbered Buoys

\{&mtl;mi Panei"—s.;;;aaa;rg—U/ | Speedometer |
| [rection SET
v ]

e L
Thrattle Cantrol &

Current speed and Seelod o ® T speedControls |
direction status Headng
: IW at ri- knats: &

Possibly the easiest way to explain the ‘rules’ is to simply repeat the comments from drop-down
instructions panel.

16
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Powerboat Race - Instructions

“our task is to complete the course by navigating between the pairs of
bouys (1-10) in the correct order and in as short atime as possible.

1 Tostartthe race prass Start inthe top menu bar. Your powerboat
will legwe the island.

I? “ou can change course by clicking an the letters on the compass.

g rourspeedis controlled by means of the throttle located on the
control panel.. Simply drag the 'scroll bar' to change speed.

4 Ifyourun off the course (touch the sides ofthe window) ar crash into
the island you will be disqualified.

5 Oncompletion a summary of your progress will be displayed giving a
hreakdown of timings through the buows together with an overall time.

g Voucan have up to 10 goes in any ohe sassion. Simply click Startto
start again. A record is kept of each run (see b above) to allow
corparison with earlier runs.

This screen can be accessed at any time by clicking Instructions in the menu bar

To control your boat you have a control panel. This is how it works ...

The navigation buttons Direction T

are used to change

course quickly. As soon
as you click them the
boat will change course.
Your current heading is
shown in the status

panel.

nirol Panel

S peedometer

[ww | [ n ] — .
| i || ME I Thirattle Cortrol /

ow 1T =t
‘I:I“:ading

r

/

Click the scroll bar arrows
to make small changes to
your speed or drag the
scroll bar button to change
speed quickly. Your
current speed (1 to 50
knots) is shown on the
speedometer and in the

ISW at ﬁm\ speed panel below.

At the end of each run, or by clicking Progress in the top menu bar, a progress screen is

displayed.

This panel shows a run- Progress Report for Run 2

by-run breakdown of how
each competitor did, the
times each gate was

negotiated and the total
time taken.

Gates missed are
indicated in column two.

A summary of the progress for
each competitor in the current
competition is displayed.

The tick means that the course
was completed successfully,
the cross means that they
either ran off the edge or
missed out some

gates.

17

The table below shows o ’To\newtheresultsofarunenhercllck =1

surmmary of how you got on onthe arrows (—») orthe — ==
in this run appropriate raw in the table below m@

Gate | OK? | Time Pun | Competitor [ok?] Time

é Yes 07 1 Sarah prd

é Yes | 012 - Helen

é Yes 017

é Yes 021

éj Yes 028

é Yes 034

é Yes 038

& Yes 0: 4z

éj Yes 049

& e T

The arrow buttons allow you
to scan forwards or
backwards through each run.
As you do so the details are
displayed in the left hand
panel.

Print will print out this results
table, Close removes it.
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x| 5.1 Scale and Distance

It consists of two sections, the first looks at different ways of displaying the scale of a map
(Representing Scale) , and the second at how to measure distance from a map (Measuring
Distance).

471 5.2 Representation of Scale

i
To load this module click on D Seils 1 in the main menu
Representation of scale

This is simply a three part tutorial in which you, the user, are shown the various ways in which
the scale of a map can be illustrated;

as a statement (two centimetres equals one kilometre)
as a fraction

as a ratio

as a divided line

The first part displays three maps of the same size using scales of 1:25,000, 1:50,000 and
1:100,000 and illustrates visually how as scale increases so does the amount of detail shown.
However, as scale increases the area covered by maps of a fixed size decreases, a trade off.

To move on to the next screen press the button

Part two shows clearly the four ways of stating scale (see above) and illustrates each with
words, figures and diagrams.

Part three is the ‘quiz’. The four types of scale statements are illustrated alongside a set of
maps however, they are all jumbled up. As the instructions say, you must ‘drag’ the correct
component into its rightful place.

When you think you have them all right just click on Check answers the button to see
how well you have done.
. Mastering mapwork - Scale and Distance

rScale on maps (3)
kap Staternent | Fraction | Ratio

2 centimetres = 1 km 1 I 1100000
kedium Scale 25,000

1 centimetre = T km 1 160,000
Small Scale 100,000

4 centimetres = 1 km 1 1:26,000
Large Scale 50,000

On the screen above are three maps all drawn to different scales
Unfortunately the STATEMENTS, FRACTIONS and PATIOS hawve all ﬁ( ?
got mixed up. Canyou drag ther into their correct glacements? =

Clicking the button will take you back to the menu.

18
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47| 5.3 Measuring Distance - “The Magic Tape”

’ 0 Scale fkm

Once there click on | Clausbiiay Ui the button to access a set of four programs which deal
with the nitty gritty of actually measuring distances from a map;

This program displays a map (created using the MapMaster module see
@ page 32) and uses the idea of a self-measuring tape, placed between
points on the map to show how scale is related to distance.

The Magic Tape

Cliffs

Lady Bay )

it
«,}'.3
8 The Lighthause f}
\CDKJ @ Westport
ﬁ@ an Ste P L
%ﬂ.&% Eolf ourse:ﬁi \\H-;"'f. —( \

Hot spots at the
ends of the tape

=y

Little Piciclle:
i

\Eg

Piddle Ju

Your Ruler
\ The magic tape

20

? i MBS
A —— : - -
? | [Distance= [10 [kms| JE;:;}‘ Distance display

M Picdle
Eolhw Wood \\ p— ot - ! panel

The ends of the ruler (red dots) are each on agrid line. The distance
panel (below the map) shows they are 1 kilometre apan.

The instructions appear in the panel at the foot of the screen. The principle is that you can
“drag” one end or other of the ‘magic tape’ onto a given spot and as you do so the changing
length of the ruler is displayed in the distance display panel. After being encouraged to try it a
short six question quiz ensues which requires careful use of the ‘magic tape’ to complete.

| Piddletown For each question ...
A "
B B

Little Piclclle
2]

¢ drag the ends of the tape
onto the two locations
between which you wish to

N

| The Challenge (Quiz) Yoz Actual measure . .
Piddletown Church ta &shleigh Farm 1.1 b ‘read of th,e distance in the
Westport campsite to the Castle 113 Distance panel

o type this into the “Yours’
panel alongside the question

Fiddle Juction station to Piddletown church

Ashleigh Quarry to the Trig Point

The Caravan Site to the Battefield |_ ¢ click on ‘Proceed’ to see how
| Exit I| Frocesd I [Score I_F ‘lDistance= |24 kms well you have done

The correct answers are
displayed alongside yours and a percentage score is calculated based on the difference
between your answers and the real thing.

Options in the menu bar or the Exit button on the Challenge panel allow you to exit or move to
another element of ‘Distance’
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&
U-;[

5.4 Measuring Distance - Paperwork (1) Straight Line Distances

This is really just a computer based set of exercises using a slip of ‘paper’
laid onto a map to measure the distance between two points. It puts things
up a gear from the ‘magic tape’ as this time YOU have to measure the
distance against a scale bar. This is how it works.

=

Paperwork (1)

| Distance selection buttons | | Measuring paper |

. Using Paper - Sinole

Selectfrom | G0m | Bm | 100m§ 120m | 130m | 15@m
e 0 100 metres 200 5;)(11
I & Trig Paint //
Measuring paper - click on this yellow area to drag Clear Markers I
1 » |
l* Busz Station I I T an
X X
I A ‘Youth Hostel e
P Gt &
&%ﬁ Wierupoint 3_3” ;&g& A
& Church with ;T ‘ &
a bower ﬁ &
&
.:’:"“‘":-_-“_j Buary ;’E" L s
s
I & Campsite
|‘|_ From the windmill to the campsite | IT From the bus station to the tig point |
% : ﬁ“ From the quarm to the church | I? From the church to the big point |
Windmil r3- /Fvan‘n wigspoint to the youth hostel | / rs_ Erom the quary to the bug station ;

Z Z /

/
|

Answers go in here |
The instructions are displayed below the ‘map’ and should be quite clear.

| Check answers when complete |

1. Drag the paper down to the level of the two items between which you wish to measure and
release it. The appropriate question is highlighted in red automatically.

2. Click on the ‘active edge’ of =
the paper (the white bit) to | i 7
place two ‘markers’ (in the |' \ /ésuring paper - click on this _I,Iellu:u7/area ta drag Clear Markers |
same way as you would if K1 ! > | y '
marking in pencil on the edge of ,
e ar
3. Now drag the ‘paper’ up to the e —— 0
top of the map so that it aligns I l
with the scale bar teazuring paper - click on this vellow area to drag MI |

4

20




Mastering Mapwork User’'s Guide

4. Align the left hand marker with the zero point on the scale by using the scroll
bar facility below the paper. The arrows at each end allow very small
adjustments to be made, clicking on the grey area between them gives larger [1° 700
changes or you can drag the button to customise the alterations.

T Anawers

5. Estimate which of the ‘distance buttons’ is nearest in value to the answer you
require and click it. The answer is automatically inserted into the currently [ [E0
active question panel (remember, this is selected for you when you place
your paper on the ‘map’ so you need do nothing apart from click the button) [+ [z

6. When you have finished all six questions click on the ‘Check answers’ button [ [230
to see how you have done. A panel will appear against which you can check
your answers (see opposite). [E [325

“t| 5.5 Measuring Distance - Paperwork (2) Composite Routes

E
Oy

This extension of the ‘paperwork’ principle puts the whole thing up a gear by
combining two of the techniques used in earlier modules;

Paperwork (2] e the magic ruler

. paper strips

and allows the measurement of distance around corners.

It uses the map from ‘The Walk’ in the Direction module and invites the user to measure the
distance covered rather than the directions involved.

The Screen

Active end of
ruler (blue)

Your answer panel | | Actual answer panel

! Measuning Distance on a map

St John's Summary of distances,
IFI Farm i Church Answers to the hearest 10 metres
?. KoLrs  Answers
: Start I Start to point 1 I I
I A From 1ta2
W |l -
i b
. = Jﬁ ‘ The Lone = E\D\E I Fon2los I i
= - Tree o I From 3to 4 I I
=2 g . L
The Marsh & iy 2 L | Fomdtos | |
e 1 T e The Short -
1 T Cut - ! Fram 5 ta & I I
1 -~
I ] 3 o ” | From G to 7 I |
TheLake @ - - - - @, ParSon's B"'ff“’ i Fram 7 to Finizh | |
N o2 L7 Total
. » - Totals | [ distances
: anels
| Map Scale: 1:2600 | - — " | 4 cms = 100 metres 2
Meazuring paper
Ky N, 2l
Drag the 'active marker' (blue) onto the next required ‘ View Instructions |
| logation. Notice how the distance is automatically marked
| on the paper for you. ‘ Answers I ‘ \th I
i

Measuring paper | Scroll bar | Instructions panel | | Click here to view answers
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The aim of the game is to find out the length of each leg of the journey around the map.

You do so by ‘stretching’ the ruler to the length of the section. Drag the blue
end of the ruler to do this.

As you do this markers of the appropriate length are automatically added to

the ‘paper strip’.
| Map Scale: 1:2500 | 0 o
I |

(Sterl) (13

Meazuring paper

To measure the next leg of the journey you need to add another section to the ruler. You do
this by double-clicking the active (blue) end of the ruler.

On doing so another segment will magically appear. 0o

esser =
Twiddle

Drag the end of this to the next ‘node’ of the route, in the
case of this example number 2 on the map.

Notice the way this next segment has been
added to the paper strip.

| | |
(Start) (1)

Meazuring paper (2)

Continue to do this;
e double click blue end to add new segment
o stretch to length

until the whole route is completed.

It is possible to re-position any of the intermediate markers and the lines to which they are
attached by simply dragging them to a new position. The whole thing can be fine-tuned before
measuring in this way.

Now you are ready to do the measuring!

How to measure
You measure against the scale bar just above the paper.

1. Set the ‘paper strip’ so that “Start” on the | Map Scale: 1:2500 | L 100
paper lines up with the zero marker on the | |
scale. You do this by ‘dragging’ the button ‘ (Btar L)
of the scroll bar as far left as it will go.//LU

2. Estimate the length of the first segment using the scale bar and enter it into the ‘your answer
box’ for “Start to point 1”

3. Now move the paper leftwards to | Map Scale: 1:2500 | e a— ]
get the first marker in line with the l l I
zero point of the scale and estimate ‘ Gl (1] |2
the distance from Point 1 to point 2. | |

Meazuring paper

|-
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You can do this in one of three ways;

e Clicking the [ or [¥] buttons (this makes VERY small adjustments)
o Clicking on the grey part of the bar itself (this makes medium adjustments)
¢ Dragging the button to make large changes of position

It is possible to make large adjustments then fine-tune the paper with the E ar IE button

4. Enter this in the appropriate panel of the answers table. Answers should be rounded to the
nearest 10 metres. Notice how a running total is kept in the totals panel of the sum of the
lengths measured so far.

1. Repeat this until all legs of the journey have been measured

2. Click on the button to view the actual measurements then see how well you
have done by comparing your answers with the actual answers.

“| 5.6 The Raft Race

@ This builds on the skills and ideas developed in Paperwork 2. This time the onus
erairace | 1S ON YOU to decide where each segment of the journey lies and how many units
to divide it into.

The Screen
Exactly the same principles apply
ieasuiing Distancelonloliap . : _I regarding using the ‘magic ruler’,
Pl s 4 TATS 4yl e DS_‘"'"""_’ :'E?:E‘:”“ measuring the distances and
=y | entering them onto the results table

b
AT IEY WAL W
&MM abiads

LY

ﬁ_ Scree Slope —=

=
=]

Fram Yows  Jhchual

as operated in Paperwork 2 (see
previous section for details).

4

oo |~ o o f e o e

3
4 s
5 Buzzard's Blutf .'I
B ;ﬁ%’%f__//
7
i ]é ) SEAN
3 |10 o
o 28 gt
1| 12 § batyh gy
R 12 [ 13 - 4y &&&& &&&&&M&E&
Measured — 4k & & 4
LU Yirerse o e | s
dyh gt B4, 4 b abuta b8 g Aictual distance Map Scale: 1:26000 |
- - T T T 1 T
| Map Scale: 1:26000 |0 U 2Km| 4 cms =1 Kilometre (Stat) 1 2 3 4 5§
_=_ = = = = =
Al [
Measuring paper
Al m EF

However, this time you need to

| Drag the 'active marker' {red) onto the next required | | TN —— | ‘ N —— | measure around curves rather than
location. Motice how the distance is automatically marked .
on the paper for you. | Restart | ‘ Exit | along straight segments.

| Data entry panel |

[Summary of Distancds | VVithin reason you can divide the route up into as many segments as
Distance in METRES [0 || YOU wish but the more you use the more difficult it becomes to place
vor e < the ruler accurately or measure precisely.
300 |l Aim for say 10 - 12 segments. That will be manageable and give you
50 sufficient accuracy.
Use the vertical scroll bar on the answers panels to access higher
numbers if necessary. Enter your answers into the data entry panel.
Click on it to activate, type in response and press Return key.

3 To see how well you have done click on the button.

—
(=]

Fram

=

[unl Rl Rup Ry | Eog EOUR N O ) ey

0[O0 [ | | O e DD [ P [

Y Y
P
—
sy
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6.1 Cracking Contours

This module consists of six programs which provide tutorials, practical interactive tasks and a
quiz designed to cover all aspects of contour drawing and interpretation.

On selecting ‘Cracking Contours’ from the main menu the following option panel appears ...

Howe contours work

| Thelstand

| Draw them in !

| CossSections

| Contous pattemns

Select from the following ...

| Contour pattem quiz

A demonsztration of how contours are drawn on a map

S5ee how contours can show both height and shape

Practice drawing contourz from spot heights.

Drawing cross-sections from maps

Photographsz of landforms and associated contour
patterns illustrated using a selection of cross-sechions

Test pourself on recognizsing contour patterns

| Click the button to select your choice

=

Simply select the program you require by clicking on the appropriate button.

&
W+E

Ko

6.2 How Contours Work

This is a tutorial which takes you through the steps by which contour maps are constructed and
covers spot heights, contour drawing, layer shading and block diagrams.

=

Simply click on the s

>

buttons to navigate through it.

Screen Display

| Main display screen |

N

Information and
instructions panel

. Contours - a demonstration [ ]
Be-Start  Exit ta Main Menu
.35 e
e
.35 15
.35
kil 4
.30
32
a0 a3
A Progress panel
30
28
.30
27
25
24
| On/Back buttons
[Frame 9 o %0 | /
The =pot heights are joined up to give a CONTOUR LINE & ? L
Back n_~
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Key to colours

Bl 20- 40w
B o200

10- 20 m's

Block Diagram of the map area

After contour drawing has been
demonstrated the map is layer-shaded
using appropriate colours and a ‘block
diagram’ displayed shaded in the same
colours.

This leads nicely on to the next
program which builds on this idea to
show how both height and shape can
be shown by using contours.

WEE
S

s 6.3 The Island

This tutorial functions in exactly the same way as the previous program with a very similar
screen layout. An imaginary island is drawn, a contour at a time using a 10 metre contour
interval. You control progress by pressing the ON button. However, all too often it is difficult to
visualise how a map matches up to the feature so both are available.

Map

Click the

button to view the map or the -| button to see the island.

This can be done at any time during the sequence

Tha lsksnd
Festad [ lo Man Meras

“fou can add contours whila viewing sithar the picture of the
island or the map. Just use the button 10 change the view.

M= E3 Th Iskand M= E3
Hestart sl ho Mo Merus

“fou can add contours whila viewing aithar the picture of the.

island o the map. Just use the buton 1o changs: thi view.

As before, layer shading is applied on both map and island.

Key to colours

B s0-60 s
B 10 50 0
B 30- 40 s

W 20-30 s

10-

0-10 m's

= 20 m's
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x:#| 6.4 Draw It Yourself

Having seen how contours can be drawn from spot heights this is your chance to try it for
yourselfl Two landforms are offered, a VALLEY and a SADDLE.
For each one a map which includes spot heights but NO CONTOURS is presented.

Firstly select which map you wish to attempt by choosing Select map from the menu bar

( Draw it yourself On choosing a map it will be displayed as a set
Eolectnep Boflol Sootheights Smiours Blookdlogen B Heb of spot heights. The example alongside is for
" - ® the VALLEY map.
el P Having selected your map turn
. " * ® | on the PENCIL by clicking on the
20 '30 50 penCil button.

A0 40 G0

— Draw in the contours by holding down the left

a0 » mouse button and dragging the pencil over the
30 a0
* 2 30 40 o0 map'
20 2 30 . .
" 40 50 If you make a mistake simply turn
B0
o a0 - on the eraser and rub out the %
0 offending line.

50

If you rub out some spot heights by mistake
just click on Spot Heights or Refresh on the menu bar and they will be replaced.

The pencil icon will be shown in RED if active. If the eraser is selected then it is shown in
YELLOW and the mouse icon changes to an eraser.

Menu Options

5 Draw it yourself o Map/Select map - allows you to select either the valley or the
Refresh  Spobheights - Lontours saddle
— e Clear Map - clears the screen

............................ o e (Gl ¢ Print Map - does just that

Clear Map
--------------------------------------------- -
Eririt Map Map BRefresh  Spot heights  Contours © Block diagram  Exit Help

¢ Refresh - Re-sets all spot heights which may have been erased during editing of contours.

o Spot Heights - hides or displays spot heights. You need them to draw the contours but you
may wish them to be hidden after drawing so you can see the contour pattern more clearly.

o Contours - this option allows you to display the correct contour pattern. Use it to check how
accurate your drawn contours are. It can be used at any time during drawing, however,
these contours are easily distinguished from yours as they are green.

e Block diagram - offers a 3D
picture of your chosen map in
one of two formats, contours
only or layer shading

o Exit - closes all active windows
and takes you back to the main
contours menu.

e Help - summarises the key
sequences of action used by
this program.

. Block diagram L Block diagram

Black diagram of your vallay Block diagram of your valley

Block diagrams
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i.¥l 6.5 Cross Sections

This program allows you to draw cross sections from contour patterns in exactly the same way
as you would using a piece of paper on an OS map.

Key elements of the screen display are shown below.

Select map allows you to choose one
of five map types for drawing

|

Place paper inserts a ‘paper strip’ onto your map
and aligns it to your line of section

Manual plot allows
you to plot the points
you have marked on

the paper strip

Drawing Cross Sections I
" Current map i\ Select map I Place/pépm |'
A Convex Slope
s N8 5 4 3 = 2 8 =
¥ Y
Clear clears all
drawn section
Cross Section Manual Plst | AutaPlot | [ Drawpur Profile [ Wiew carect profile | [ clear || elements
1DDi
|
M a0 I
= &0 | Exit returns you
g “”I to the main
. 20I contours menu
1]
b
The black line is your 'line of sectiop’ | N I
Click the 'Pface paper' button to align your drawing paper. Exit

Auto plot d/z{es
them for you

Draw your profile
will draw in the
profile based on the
points you have
plotted

Draw correct profile inserts the correct
cross section (in red) no matter what
points you have plotted.

The panel at the foot of the screen gives full instructions at each stage in the process of cross-
section construction. This is the sequence of events;

1. Click on the Select Map button [ ] This will give the following

options (see opposite)

2. Select the map which you wish to access by clicking on the

appropriate button then OK it

3. The selected contour pattern will appear in the main part of the display

area.

| Choose from ..
Regular slope
Convex slope
Concave slope
Owal Hill

0000

4. Click the Place paper button [Fecrwe | This inserts a ‘tailor made’ paper slip along your line
of section ready for you to use
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Displaying cross sections

To view any of the cross (or long) sections on offer click on the |MI button or select
Cross sections from the menu bar.
This will display one or more lines of section on the map depending upon the theme.

The lines of section are shown
7o ( E] as red lines on the map.

690 % (They are not available if a
<

photograph is being displayed)

To view a cross section simply
click on one of the two lettered
boxes at the end of the lines. It
does not matter which one.

A cross section ‘window’ will
appear and a section is drawn
using default settings for
appearance and scale.

(

These section windows can be redefined in a number of ways;

Lines in the menu bar of the sections window allows the grid
lines to be turned on or of | Lnes B0

Lines On
| Lines Off

& urizinSream Yalley AfvurizinSreem Yalley

¢ Slope Profile from A to B (| Slope Profile from A to B

»
E
z

&0
&80
a70
560
&850
540
430

BEEEEREE

3
2
g

1

Without lines With lines
The vertical scale can be exaggerated by
dragging the frame of the window to enlarge it

¢ Slope Profile from A to B

ANz Irsem Valley

The cross section or the map from which it is
created can be printed by selecting print or print
map from the appropriate menu bar.

. Slope Profile from A to B . Contour Patterns

Linez Print or Themes Cross Sections  Print map  Exit to Main Menu

Exaggerated vertical scale

Clear clears all sections and closes all section windows
Exit returns you to the main contours menu (see page 24)
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x#/| 6.7 Contour Pattern Quiz

This quiz pulls together all the contour patterns displayed in the ‘contour patterns’ program and
presents them in the form of a “drag and drop” quiz.

The features on the map are all labelled but unfortunately the labels are all mixed up. Your job
is to unscramble them!

Contour pattern quiz

Corves Slope

Flat flood plain

«182
I-300 #1383
— 250
| B azin-shaped hu:ullu:uw|
200 +181
I Col or Saddle
Cliffs =

+173

|Jpland Tiver walley

—

Cone Shaped Hill +553

am 5 & b o | Check Answers | Print Exit
y T'TT T T £ =,

To do this just drag the correct label from its existing position and drop it onto the corresponding
feature on the map.

Once you start with your first move so a timer is activated. . :
T 0-43 i
Progress is displayed in the panel at the top of the map. e Q e |

]

As you drag a label over another one it becomes active. vy
The currently active ‘receiving’ label is highlighted in RED
S0 you can see where your label which is being dragged
will end up!

Upland riverwvalley

To see how well you have done click | Check Answers CONTOURS
Sarry, not quite right yet.
A Summary Of reSUItS panel W|” appear AS |t ShOWS, any Correct results are in BLUE, incarrect in GREEN

incorrect answers are displayed in GREEN on the map so
you can easily identify those which need correction.
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7.1 Using Map Master

This application allows you to create Ordnance Survey style maps using a number of the more
common O.S. symbols, colours and abbreviations. See page 39 for the range of symbols
available. Maps can be created with or without a grid, scaled, saved to disk, edited and printed.

To load Map Master click on the 7 = E :
. . Him Map Master LT‘
button in the main start-up menu N ' ———
"\: FE Distasks kot the Lacibbes avalable lon ceatrg
/ e a4 i o
| About Map Mastar A e, :

This will present you with the following screen -> o —
vt & rew map o kad in & map saved inan

\ Start Mapping earber Map Master ession -
Click on |/ it apping | t0 Start your mapping | T | e
— Exit L
Once you have done so the main mapping screen J N
will appear

Click to display a
key of all available

symbols Help

Current Action Panel

Grid Reference panel

./ Mastering Mapwork - Mapping Module

Pie Spmbols Grid Key Soale Pencl Eiaser Fil Delste Messages “tabeh Font” About Help
Symbols panel which i TN
displays your Current GR 050 041 | wnn 01 0z 0z 04 05 i3 a7 08 03 10 11 12 - -
selection active Symbol d ] ) J )i i Main mapping area
e Sealein Kms
Turn the pencil on and off I, i ®
o7
Selects active fill colour *
and turns fill on or off ®
04
0 Status bar for currently
5 active files, colours and
Turn the eraser on and off | label text
o 1
oo
Current File:_[ o Mename speciied yel | Lina Colour || Fort | M5 Gans Geii [ Swyle | Woma | Size [B.25]]
T
Turn on label Allows small adjustments
writing facility to be made when

positioning labels or
dragged symbols

It will probably be helpful at this stage to outline the main mapping functions available and how they
can be accessed. There are two ways of accessing the functions;

The first is via the options on the main Menu Bar

.| Mastering Mapwork - Mapping Module

File 5YMEOLS Grid Key Scale Pencil Eraser Fill Delete Meszages Label Font  About
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The second is via the Option Panels to the left of the mapping screen. Many of the Menu Bar
options duplicate the clicking of these panels. Which you use is entirely up to you.
Personally, | find the panels easier. Try it and see.

The notes which follow will take you systematically through each function indicating both the Menu
Bar access and the Option Buttons equivalent.

Active Symbol

The Active Symbol box displays your selected symbol. Some are placed
on the map using drag and drop, others need drawing, a few are placed with
the click of a mouse. Look carefully at the "Action Panel" to see what needs
doing. Occasionally "drop down Windows" give advice. Read them
carefully! These techniques will be covered in detail later (see ‘Messages’

LmnE

— Label

Click on the pencil to turn on a line drawing facility. One click
for a thin black line, a second click gives a thick line, a third turns it
off. Current status is shown alongside the icon. (Pages 35 - 36)

If you need to erase a line, or a fill colour click on the eraser. It will
indicate "On" and you can rub out lines or if the fill is active, wipe
out areas of colour. (Page 38)

This allows you to fill drawn areas with green (woods) or blue (water).
The colours are selected automatically for you when you choose these
from the SYMBOLS menu or you can select the colour yourself if you
have used the pencil to draw an outline. (See ‘Fills’ on Page 36)

St
Caravan Site
on page 34)
—Pencil :
Off Pencil
— Eraser
% Oft Erazer
BT Fil

You can add labels to your map; names of villages, rivers etc. or add

contour values or spot heights. Some symbols make use of this.
(Page 37)

This is a "nudge" facility. If your symbol or label is not quite in the right place
and you are unable to "drag" it accurately enough simply click on the symbol to
select it (an outline box will appear around it) then click the arrows to move it

very slightly. (See ‘Fine Tuning’ on Page 38)

A number of other functions exist which are ONLY available from the Menu Bar namely;

.| Mastering M apwork - Mapping Module

File Sembolz Grid Eey Scale Pencil Erazer Fil Delste Messages Label Font About Help

¢ Start new map which clears all existing drawings and resets the options to default

settings

(SN SvMBOLS  Grid

File | - which gives access to Shart New map

Load Map
Save Map

Frinter Setup
Frint map

¢ Load and save facilities for maps and symbol informaton = ——— .
¢ Printing of maps and setting up of printer(s)
¢ Exit which, after any active data warning necessary, returns control to the main start up menu.
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Sumbalz| reveals a drop down menu from which you can select.

E,'n'ltn:ﬂ:i: Erid EE:_I.J
your SYMBOL BUTTONS

Foads and Paths

B ailways

T ourizt Information -

= | 8

Wiater Features ﬁé | % %ﬁ | «xsa |a§w¥%l| A z*% | @ﬁ | pic | r

General Features

Adisiizs s These are the ones for Tourist Information

ﬂ”tfqu'“@ Clicking on one of these places it in the active symbol panels ready for use.
Relief (see previous page)

: allows you to place or remove a numbered grid on your map. It is possible to
[arid determine the scale of the grid and its numbering. This will be covered in more
detail later in the section entitled “Adding a grid to your map” on page 40

Key opens a Window which displays a labelled key of all available symbols. This is
= also accessed via the button below the Menu Bar
el
G ale places scale bar onto your map. This can be dragged into a location of your
= choice and re-defined to suit the format of your map (see page 40)
[Delete removes any currently selected symbol or label (See page 38)

turns the message box facility on or off. These messages give instructions
Messages during drawing. Once familiar with the program it is often more convenient to
have them turned off.

Fort allows you to select from the fonts available on your system and applies to all, or
- just selected labels on your map (see page 37 for more details)

Label adds labels to your map. (See page 37)

Shout accesses the summary panels containing information about the full range of
— modules in the Mastering Mapwork package.

Help displays a Windows Help File with on-line information summarising this chapter.

The other elements of the Menu Bar are also available from the Option Panels and operate in
an identical way to those described on the previous page.

£°%| 7.2 Starting Mapping

To start mapping the first thing you need to do is to have a clean page to work on. If you have
just loaded up “Map Master” then you will already have this, if not, select File then Start New
Map. The program will warn you that any existing map on the screen will be lost. Click OK, the
screen will clear and all settings will be set to default values;

Filename - Not Yet Specified Grid - Off Scale - On at 1:50,000
Pencil - Off Eraser - Off Fill - Off
Messages - On Active Symbols - None Labels - Off
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#*]7.3 Adding Symbols to your map
There are FOUR main ways to add features to your map.

1. The most frequently used is DRAG and DROP. To be sure of which ACTION applies to your
selected symbol always look at the ACTION PANEL (see page 32)

2. For linear features ( roads, railways, footpaths and contours) a DRAW is used

3. For Lakes, Woods and Sea DRAW and FILL is required

4. Bridges and Railway Stations use CLICK TO PLACE

Each of these, together with short cuts and best-effect hints will be covered now, but first you need
to select the symbol to be placed by

¢ clicking on SYMBOLS from the menu bar, then

¢ selecting the one you want to use from the Symbols Buttons

#°%17.4 Drag and Drop
For demonstration purposes | will use the Camp Site symbol from the Tourist Information group.

1. Select SYMBOLS, then TOURIST INFORMATION using the menu bar
2. Select the L% from the Symbols buttons E by clicking on it

3. Notice how the Current Action panel shows

4, [ X] will now appear in the Active Symbol panel to the left of the screen x

Campsite

5. Drag the M symbol from the Active Symbol panel onto your map and drop it in place

6. To delete a placed symbol click on it to select then use Delete from the Menu Bar (page 38)

[ g
WHE

#°%| 7.5 Drawing lines - freehand

This is used for all LINEAR FEATURES such as roads, railways and footpaths.
If you wished to put a Main Road onto your map then ...

. Select SYMBOLS, then Roads and Paths using the menu bar
. Choose the main road symbol from the Symbols Buttons

1
1
2. The Current Action panel now shows etive Symbel
3
4

2370
—

. The Road symbol will appear in the Active Symbol panel now MainFisss

. On moving the cursor onto the map he Line Colour panel in the status bar i Colo I will
show that RED is the active colour

5. To draw a main road on the map
¢ put the mouse arrow where you want the road to start
o depress the left mouse button and hold it down
e move the mouse pointer over the map
¢ release the mouse button when you want drawing to stop
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Ened result

[ g
#:%] 7.6 Drawing straight lines
1. Select a linear feature as before
2. Place the mouse pointer where you want the feature to start
3. Hold down the SHIFT key on the keyboard
4. Keeping the SHIFT key down depress the LEFT MOUSE BUTTON and move the mouse to
where you want your road etc. to finish
5. S
A dashed line links your | ~, Release the left mouse
start point to the current \\ button and your road
mouse position. This will S will appear.
indicate the final line of b
your feature. Firish -
s
£°%| 7.7 Drawing and Filling features

This is needed for things such as areas of water (sea, lakes) and woodland
There are two ways of accomplishing this;

Symbol selection

1.

2.

Manual selection

1. Turn on the pencil by clicking the

Select the group and symbol from the menu (e.g. woodland from the General Features group)

‘\On

The pencil will be automatically turned on for you

Draw the outline of the area to be filled ensuring that the ends of the line meet
up (this avoids the fill colour ‘spilling out’). If you don’t quite make it, and Map
Master anticipates a closed area, then the ends will be joined automatically.

Turn on the fill colour. Simply clicking on the fill icon will do this as
MapMaster will detect the colour you need for the symbol chosen

The Current Action panel will change to ” Colour Fill A@

Click inside the area to be filled Q

N ]

- hill

Dmam

Draw the outline of the area to be filled taking care to enclose an area by ensuring

that the ends of the line meet up (this avoids the fill colour ‘spilling out’)

clicking on the coloured boxes.

The Current Action panel will change to | ColowrFin () |

Click inside the area to be filled i
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Turn on the fill colour. This time YOU need to select the colour required by

&

icon (or use Pencil from the menu bar)

(>

~ Fill

) e

Green Blue Off
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#°%17.8 Click-to-Place symbols

A number of symbols which are either difficult to draw or which require fairly precise placement
are located using Click-to-Place.

In this version of Mastering Mapwork there are only THREE;

¢ Bridges (in both the Roads and Railways sections)

¢ Railway Stations

e Some of the Antiquities

In the case of Bridges when you select them from the Symbols Buttons bar ‘“‘ 5“'
~ you are presented with a set of FOUR alignments to choose from. ’:“_
=
o Click on the one you wish to use and it will be highlighted in RED L= Bridge

e The Current Action panel will show S

¢ Click on the map where you want it to go and it will be placed there

¢ With the Station or selected Antiquities select them from the
Symbols Buttons bar then click on the map where you want it to go.

[ g
WHE

#°%17.9 Adding Labels

1. The Labels facility is activated from either the menu bar or the Option Panels B
2. You can select to have either a TRANSPARENT background or OPAQUE
3. Once you do this the mouse pointer changes to a pen
4. Click on the map where you want the label to go
5. Type in the Label and press the ENTER key to confirm Z
b o

LI+E

x:%17.10 Fonts

It is perfectly possible to create labels using the full range fonts available on your system.
The Fonts option in the menu bar allows you to set font styles and sizes either before adding
labels or change fonts on one or more existing labels

To change fonts for ALL FUTURE LABELS

e Select Font in the menu bar. You will be asked which option you Ahout

require. If you have not selected one specific label then Selected |_

Label Only will be inactive. Selecizd Label Only
e Click on All Future Labels All Future L abels
¢ A standard Windows Fonts dialog box will appear for you to select

style and size

To change fonts for A SELECTED LABEL ONLY

e Click on the Label you wish to select. T#ingsFam |t will become outlined.
e Select Font in the menu bar

o Click on Selected Label Only (see above)

¢ A standard Windows Fonts dialog box will appear for you to select style and size
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%:%] 7.11 Deleting symbols and labels

There are TWO ways of deleting symbols and labels from your map and which you use
depends upon whether the feature has been PLACED on the map or DRAWN.

To delete LABELS and SYMBOLS placed by DRAG AND DROP or CLICK-TO-PLACE

1. Select the symbol or label by clicking on it. It will become outlined to indicate selection
2. Click on Delete in the top menu bar. The symbol or label will disappear.

To delete roads, paths, railways and other DRAWN FEATURES

Eraser
1. Turn on the Eraser using either the menu bar or — off
2. This will give you a THIN eraser (for small removals) % [
3. To use the THICK eraser (for larger scale removals) simply click again
and it will change
4. The Eraser Size is indicated in the small panel alongside the ‘rubber’ icon
5. The mouse pointer will change to accommodate whichever size is selected
6. Rub-Out the offending area in the same way as you drew it. Really you are just drawing over
it with a thick white pen.

£°%| 7.12 Deleting filled areas

1. Turn on the fill colour you wish to erase (this ensures that you only T

remove the area concerned and not everything around it!) 4% 0o
Eraser———
1. Now turn on the eraser using either the menu bar or —» % |l
2. The Active Panel will display | Frase il
3. Click on the area you wish to clear
4. If you wish to rub out the border of the area which is left use the DRAWN FEATURES erase
method as outlined above
[ g

LI+E

%*] 7.13 Fine Tuning - Moving symbols and labels

All symbols which have been Dragged-and-Dropped or Clicked-to-Place can be moved at any
time after placement. There are TWO ways of doing this;

¢ Simply drag the symbol or label into its new position, or, if dragging and dropping cannot give
you the precision you require ...
¢ Use the ‘Mover’ button arrows to “nudge” the symbol into place.

Mover — e Select the symbol or label by clicking on it
¢ Click the direction arrow in the ‘Mover’ panel to move it
C; ﬂ;g> ¢ Click anywhere on the map background to de-select the symbol

<

So, that should just about cover all you need to know about symbols. The table on the next
page will summarise what symbols are available in MapMaster and how to apply them.
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%%17.14 Summary of symbols available

There are EIGHT groups of symbols available and in each group there are up to TEN symbols.
The Symbols Buttons for each group will be displayed and for each ‘button bar’ the names of
the symbols together with their mode of placement will be illustrated (in brackets)

The key will work from LEFT to RIGHT along the bar.

Roads and Paths Railways
_"0"3?':' ——f|zzzzooiz \_’,_. zzzzzzz|| Ne—t @Lc
1. Motorway (Draw) 1. Main Line Railway  (Draw)
2. Main Road (Draw) 2. Tunnel (Draw)
3. Minor Road (Draw) 3. Bridge (Select/Click to Place)
4. Tunnel (Draw) 4. Railway Station (Select/Click to Place)
5. Bridge (Select/Click to Place) 5. Level Crossing (Drag and Drop)
6. Footpath (Draw)
Tourist Information will sell @l x avell all ==l < 2l r
1. Tourist information (Drag and Drop) 6. Youth Hostel (Drag and Drop)
2. Picnic area (Drag and Drop) 7. Caravan Site (Drag and Drop)
3. Parking area (Drag and Drop) 8. Telephone Box (Drag and Drop)
4. Campsite (Drag and Drop) 9. Public Convenience (Drag and Drop)
5. Viewpoint (Drag and Drop) 10. Golf Course (Drag and Drop)
Water Features Abbreviations
I 1% 1 (I |P|PH|MS|MP|CH|PC|TH|CG
1. Rocks (Drag and Drop) 1. Post Office (Drag and Drop)
2. Shingle (Drag and Drop) 2. Public House (Drag and Drop)
3. Lighthouse (Drag and Drop) 3. Mile Stone (Drag and Drop)
4. Stream or River (Draw) 4. Mile Post (Drag and Drop)
5. Marsh (Drag and Drop) 5. Club House (Drag and Drop)
6. Sea or Lake (Draw and Fill) 6. Public Convenience (Drag and Drop)
7. Town Hall (Drag and Drop)
8. Coast Guard (Drag and Drop)
General Features
)
3N PN 53 [ |3 (NS || [
1. Church with a Spire (Drag and Drop) 6. Trig Point (Drag and Drop)
2. Church with a Tower (Drag and Drop) 7. Windmill (Drag and Drop)
3. Quarry (Drag and Drop) 8. Wind Pump (Drag and Drop)
4. Houses (Drag and Drop) 9. Wood (Draw and Fill)
5. Bus Station (Drag and Drop) 10 Glass Houses (Drag and Drop)
Antiquities Relief
VILLA | Castle || StoneRow 53;5 A A BT s Al
1. Roman Villa (Click to Place) 1. Contours (Draw)
2. Castle (Click to Place) 2. Trig Point (Drag and Drop)
3. Stone Row (Click to Place) 3. Spot Height (Label)
4. Field System (Click to Place)
5. Stone Circle (Click to Place)
6. Tumulus (Drag and Drop)
7. Battlefield (Drag and Drop)
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%:%17.15 Adding Grids to your map

The idea of MapMaster is to make your maps as realistic as possible so the screen is set up as
near to a scale of 1:50,000 as it can be (depends upon screen size/resolution). Consequently,
the default grid is scaled accordingly.

0o 01 07 03
10 The numbering for the default grid sets Eastings starting at 00
0 and Northings starting at 00.

lllustrated to the left is the north west corner of a default grid.
ik

It is perfectly possible to change both the size and numbering
07 of a grid system within certain constraints.
‘ N‘

2% ADDING a grid to your map

Click on Grid on the menu bar then select On from the options. Key Scale Penc
If a Grid is displayed on your map then as you move your mouse over the v %E

map or drag a symbol into place the current Grid Reference will be .

displayed in the Grid Reference panel (See Screen Display on page 32) Grid Setup

B figure refs. tukorial

2°*1 TO REMOVE a grid from your map

Click on Grid on the menu bar then select Off. Grids can be added, removed or changed at
any time during mapping. They are really a ‘tracing overlay’ and as such are not actually drawn
on the map.

%] SCALING a grid

Mastering Mapwork
Grids can be added on one of two scales; 1:50,000 or 1:25,000 GridSetwp |
To change the scale of your grid select Grid from the menu, then Grid Grid Size _
Setu (See abOVe) ® 12 wide by 10 high  [1:50,000)
p () BwidebyShigh  [1:25.000)
The Grid Setup window will come into view > Giidd Numbering
Start Eastings at IU_
Select either the 12 by 10 grid (1:50,000) g eingech |
or the 6 by 5 grid (1:25,000) and click the Apply button. <
The grid will appear on your map. 1
0
If you wish to change the numbering on the grid, the section on the next n ! .

page will cover that.

| Anphy I| Cancel I| TutDriaII

7%l 6 Figure Reference Tutorial

If you wish to refresh your memory about 6 figure references then the tutorial from the Grid
References module can be accessed from the Grid menu (see above).
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& =
Ae NUMBERING a grid Mastering Mapwork ’
- Grid Sewp |
The default settings are Eastings and Northings numbered from 00. Giid Size
To change these click on Grid then Grid Setup to display the Grid @ 12 wide by 10 high gid
h O B wide by 5 high arid
Setup window.
. . . . . Gridd Numbeting
Simply change the starting values of the Eastings and Northings in the StanEastngsat [oo
panels provided. As you do this the sample frame will illustrate the Start Northings at [15
changes. When you are happy with the numbering click the Apply 17
button to see them on your map.
16
Ensure that your grid is turned ON or nothing will appear! E
20 21 2z

Cancel I

%] 7.16 Adding a Scale

e W Pencil Erazer Fil [ To add a scale bar to your map click on Scale on the menu bar.

Sized to 12410 Giid This gives a range of options. The default is Scale Bar Off as shown
Sized to 75 Grid opposite.
User defined scale bar If using a grid with your map it would seem appropriate to use the
scale dedicated to that grid size. That ensures that the 1 kilometre
v_Seals bar Off gap between grid lines matches the scale on the Scale Bar.

o 01 0z 03 04 05

10
The scale bar looks like this... ; | 1;2 | : 4 3

Scale in Kmz
o] B T
On selection it is placed in the top left (north west) corner of the map. You can move it by
dragging it to a new position.

Note: An occasional problem can be that when first dragged the numbers are left behind. If
this occurs simply drag it again and the problem seems to sort itself out!

USER DEFINED SCALE BAR

If working without a grid you may wish to have a more flexible scaling system. The ‘User
defined scale’ allows for this.

When selected a standard 1:25,000 scale bar appears.

Dragging Curzor |
You can re-scale it by “stretching” the ends. 0 1 3 é
As you place the mouse over the RIGHT HAND end of the Scalem |
bar it changes to a ‘Dragging Cursor’. News Aligrment i

Drag the RIGHT HAND END of the bar to stretch it. The numbers will automatically re-align.

When happy with its length drag it into place.
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#%| 7.17 Loading a map

To load an existing map click on File then Load Map. That will give you a standard File Open
Window as illustrated below.

Open EHE
. . . . Fil - Folders:
Either Double Click the file you wish to | 22500 | o
load, or select it by clicking on it then — ——— S —_ Cancel |
the OK button. 0astal map =5 mapwork
quiz_map
test. map
[ Read only
List files of type: Drives:
0Smap Files [.map] j I =) c: ms-dos_b j
‘ N‘

<ip/| Sample data files

There are two sample map files loaded into the application directory on installation
¢ coastal.map - a sample map showing some of the features of MapMaster
¢ base.map - for use with the “Drawing a map” exercise which accompanies this application

#°%| 7.18 Saving a map

Once created a map can be saved in the same way. Click on File then Save Map. That will
give you a standard File Save Window.

Enter your filename (Max. 8 letters/numbers excluding .map in Windows 3.x) and confirm by
pressing the ENTER key or by clicking on OK

IMPORTANT: Always ensure that your filename has the identifier extension .map after the
name. This enables MapMaster to find the files associated with that map.

The default extension .map will appear by default and you can prefix this with your filename but
it is always best to check before confirming the save.

File Structures
Data for each map is saved in two files;
o the .map file holds a bitmap of all areas of the map which have been DRAWN or
FILLED
e a second file, with the file extension .sym automatically stores all the information on
the type, location and visibility of symbols together with details of label text, location
and font characteristics.
To avoid confusion only the .map file is visible to you, the user, under normal circumstances
and there is no need to access this .sym file separately. All loading and saving of these files is
done when the .map file is saved.
If you decide to remove unwanted MapMaster files from your system remember to remove both
the .map file and the .sym file.

Space saving

To save disk space files are ‘compacted’ upon saving to the extent that any deleted labels or
symbols, which are merely rendered invisible during map creation, are removed and only ‘active
symbols’ are saved.
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8.1 The Glossary

Fayr
i

The Glossary can be accessed from either the button in the
main start-up menu (to the right of these notes) or from within
any of the modules by simply clicking on the icon (to the left)
which is usually in the top left corner of the active window.

On doing so this is what you will see...

ﬁ Mastering Mapwork - Gloszary of Terms [_ (O] <}
Edit Print  Exit
| 'Words and definitions

Search Panel Definition

|

abbreviations -

altitude

arete

hlock diagram
cardinal points
cliffs

cal

concave slope
contour

contour pattern
convex slope
cross section
dissected plateau
divided line

easting
escarpment

flood plain

four figure reference
glacial trough
gradient =l

See alzo [Click to see azsociated definitions]

Selectthe word or phrase forwhich you wish
to see the definition by either ..

1 Typing the ward into the 'search panel’ or

2 Use the scroll bar to view the wards then
click on the word you wish to see.

The word and its definition will appearin the

panel ta the right of the list box. Definitions

mey beviewed, printed or copied to the

cliphoard for use in ather applications.

&) copy [&]pin

i

Glossary of Terms

The idea of the Glossary is that you can
have access to definitions of terms used
in Mastering Mapwork at any time from
any module.

On clicking W the drop-down window
appears containing the following
components;

e The Search Panel - this allows you to
type in the word you are looking for.

¢ On doing so it will become highlighted
in the ‘word list’ below

¢ The definition will appear in the
definition panel

e Other related words will appear in the see also panels below the main definition. To view
these related definitions just click on the see also panel which displays the word you want to

know about.

copy (8

Print Eza

=

E xit

l=——uoI{ Print gives the same options but this time the output goes to
the currently selected printer rather than the clipboard.

Exit closes the Glossary and returns control to whichever
module you were in when you called up the Glossary.

43

These buttons do just what they say!

Copy allows you to copy either the current main definition onto the clip board or, if you
wish, the whole glossary.

ﬁ Glossary - Printing Setup

Select your printing option fron the
panel below

| Selected Definition Ol ||
‘whaole Gloszary I
Cancel Printing §
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<=2l 9.1 Mapwork Bingo

Mapwork Bingo is really just the same game as Bingo with numbers only it uses Ordnance
Survey symbols instead. It is designed to be played in a group situation with one or two players
at each computer.

i

<*+| 9.2 How do you play it?

Mapwork Bingo is played on ‘electronic cards’ rather than paper ones. A caller will read out a
list of symbols and the player simply clicks on that symbol on their card (if they have it). This
puts a cross over that symbol in the same way as you would use a pencil on a paper card.

= B
To start Mapwork Bingo select the = button from the main menu.

Mapwork Bingo

This will present you with an information screen telling you how to play.

button to start the game.

Simply click the

It will default to a single card of 12 symbols using Level 1 symbols (see below). Change the
settings before you go on if you wish.

x*#| 9.3 Variations and settings

It is possible to play this game at a number of levels of difficulty.

Cards: Players can opt to use either ONE or TWO cards at a time. If you are playing alone
then two cards give you twice the chance of winning but you also need to be twice as alert
when playing!

Levels: There are TWO sets of symbols. Set one contains 30 more obvious symbols...

Main Road Caravan Site Bus Station

Minor Road Youth Hostel Houses

Motorway Town Hall Woods

Bridge Public Convenience Quarry

Railway Station Lake Battlefield

Footpath Marshland Non Roman Antiquity
Parking Area Stream or River Roman Antiquity
Viewpoint Lighthouse Spot Height

Tourist Information Church with a Spire Contours

Picnic Area Church with a Tower Telephone Box

Set 2 has 42 symbols and includes all of Set 1 plus ...

Camp Site Steep Hill Tumuli
Tunnel Secondary Road Electricity Power Lines
Golf Course Railway Embankment Radio or TV Mast

Dual Carriageway

Railway Cutting
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+| 9.4 Playing Mapwork Bingo

There are THREE ways in which Mapwork Bingo can be ‘played’.

1. As a PLAYER within a group. You would go for this if you were running Mastering
Mapwork on a network with a number of other players.

2. As a SOLO PLAYER. This means that you play Mapwork Bingo on your own, with the
‘calls’ being generated at random by the computer.

3. As a ‘CALLER’. If you select this then the computer will generate the calling sequence (this
is done using a random number table) and YOU call out the symbols as they are presented
to you on your screen. This is best used in a ‘group play’ situation with other members of
your group playing as PLAYERS.

=7 Option 1 - PLAYER

Normal play with one card

Cards Ley Select Mode then Player from the menu bar. This will present you with
v Player the default playing screen of a Single Card at Level 1 (12 out of 30
Solo Player symbols). .
To play Mapwork Bingo your teacher, or another member of your group
LCaller acting as the ‘caller’ will call out the name of a symbol. If it is on your card

simply CLICK on the panel which contains that symbol and a blue cross will
appear indicating that that symbol has been used.

Clicking the wrong symbol. If you make a mistake simply click on the panel again and the
cross will be removed.

Playing with more than one card

It is possible to increase the difficulty level in two ways. You can use two cards or you can
use a selection from 42 symbols (rather than 30).

Lewelz: LsH To use TWO CARDS simply select Cards then Two Cards from the menu
s Care bar. You will then be presented with two cards on the screen instead of
one. This means that you have to be a real ‘eagle eyes’ and twice as
sharp as a single card player. Bit of a challenge!

v Two Cards

Mew Card|z]

Using ‘Level 2’ symbols set

The program defaults to a selection of 12 out of 30 symbols. It is possible to up the difficulty
level by using an extended symbols set, this time 12 out of 42 (see the previous page for lists
of the symbols used).

Label: Kep Help To access this extended set select Levels then Level 2 from the
menu bar. The card(s) will be automatically updated. This
setting will apply until you change it whatever mode you are
playing Bingo in.

Lewvell [out of 30 symbolz)]
v Level 2 [out of 42 zpmbaolz)
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Creating a new card
Once someone has won you can create a new card in one of two ways;

: w0
e Click on the || button or...

e Select Cards then New Card from the menu bar

Lewvel: Lab

v One Card
Twao Cards

Mew Card(z]

Labels
Sometimes it is helpful to have the symbols labelled as well. This makes things a little easier
especially if you are less familiar with some of the Level 2 symbols.

To display labelled symbols just select Labels On from the menu bar.
Labels Off does just that.

v Labelz On
Labels CIff

Key Mode Cards Lewels Labels

Select Key from the menu bar to display a key of all symbols (42) used in Mapwork Bingo.

7| Option 2 - SOLO PLAYER
Card: Led T1his is accessed via the menu bar using Mode then Solo Player. This
F'Iaye_r 1 allows you to test yourself by playing ‘against the clock’ rather than against
= anyone else. On selecting this option a single card will be displayed but at
v Solo Flayer the base of it will be a “solo calls panel”. The illustration below explains
Caller how this functions.

Returns control to the main Bingo

Symbol Panel - displays the

currently selected symbol for and Starts a new

Creates a new card

Calls used so

Symbol to be called - in words

c 1 - ——
v I Church with 3 Spire | Hew Ghme | E%it | 100%[ ] Mumberof Cals [ 3
Call Speed [zecz] | 10

Low (1]  Caling Speed  [5) High
; Cﬂlll 3 outof| 30 | D Time Taken I_[||25

Slider control for call speed. N

Range 10 seconds (Low) to 2 Time left for this call indicator
seconds (Fast)

Currently active call

This is played in the same way as the normal Bingo (see above) the only difference being that
the calls appear in this panel rather than being called out by a person. You determine the
challeng level by setting the Level (1 or 2) and the Speed of calling (anywhere between 10
seconds and 2 seconds per call).
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Option 3 - Caller

Cardz
Player

Ley

Solo Player

Current call in words

To start a new game just click on Start New Game button.

This option must really be used in a group situation when one person will be
the ‘official caller’ and all others will be Players. To access this option click
on Mode then Caller from the menu bar. On doing so the Bingo Callers
screen will be displayed (see below).

Displays a list of all calls made so

Current symbol
being called Number of calls made in this game
— Moves on to the next call far in this game
[ Current qul ' Symbols Called
I 3hur$h with a Tower Church with a Spire v
= Telephone Box
v Railway Station
call | 9

: out of | 30

& Levell | Start New Game || Exit |

To start the call sequence click on the "Start
MNew Game" buttan.

The calling order will then be selected foryou
at random and the first symbol in the sequence
displasyed inthe Current Call panel abowve.

Simply call outthe symbol description.

Once called, click on the "MNext Call" button and
the previous symbolwill be added to the
Syrmbals Called list and & new one displayed.

Caontinue until you hawe awinner.

To start another game click Start New Game.

Public Convenience
Town Hall
Marshland

*Youth Hostel

Picnic Area

Exits from the ‘Caller’ mode and
returns control to the Player screen.

The first symbol will be displayed

in the symbol panel and in words to its right. Call out the symbol then press the Next Call
button to go on. As you do so the previous symbol will be added to the “used symbols” list for
reference in case of a dispute!

9.5 Leaving Mapwork Bingo

To leave Mapwork Bingo Exit from whichever module you are in then select File and then Exit
from the menu bar. This will return you to the main Mastering Mapwork startup screen.
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Batch copying of system files

There are two supplementary folders on the CD which are not used during the setup process.
The files in these folders are extra copies of the System Files which are installed into the
Windows System folder or, in two cases, the Program Files/Common Files/Microsoft
Shared/DAO. As covered above, they need to reside on the hard drive of each workstation
that will be used to run these Geopacks applications.

They are installed automatically onto the hard drive of the computer which is used for
installing the applications. However, several network managers have suggested that it would
be easier to have them all in one folder on the CD as well. This enables ‘batch’ copying onto
the C:\ drive of workstations which will run the Geopacks applications.

So, there are two folders on this CD which contain these files. They can be found in the
‘Files’ folder. The SysFiles folder contains all files which reside in the System Folder. The
ShareDOA folder holds the two files which go into the Program Files/Common Files/Microsoft
Shared/DAO folder.

WARNING: Normal installation automatically checks to see if a file you are trying to install is
already present or not. If the file to be installed is more up to date than the existing version it
will update it with the later version. If it is older it will either leave it or gives you a warning and
recommends that you retain the existing, newer, version.

BE CAREFUL if block copying not to overwrite newer versions of these system files as it may
cause problems with other software on the machine. Geopacks software deliberately uses
slightly older versions of some system files to ensure compatibility with as wide a range of
Windows versions as possible. This does not affect the functionality of the software.
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