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Do not expose the eyes to the light source.
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This device complies with part 15 of the FCC Rules. Operation is subject to the following two
conditions: (1) This device may not cause harmful interference, and (2] this device must accept
any interference received, including interference that may cause undesired operation.

Note: This equipmenthas been tested and found to comply with the limits for a Class B digital device, pursuant to
part 15 of the FCC Rules. These limits are designed o provide reasonable protection against harmful interference
in a residential installation. This equipment generates, uses and can radiate radio frequency energy and, if not
installed and used in accordance with the instructions, may cause harmful interference to radio communications.
However, there is no guarantee thatinterference will not occurin a particular installation. If this equipment does
cause harmfulinterference to radio or felevision reception, which can be determined by turning the equipment off
and on, the useris encouraged to try to correct the interference by one or more of the following measures:

-Rearient or relocate the receiving antenna.
-Increase the separation between the equipment and receiver.
-Connect the equipmentinto an outlet on a circuit different from that to which the receiver is connected.
-Consult the dealer or an experienced radio/ TV technician for help.

Caution: Changes or modifications not expressly approved by the party responsible
for compliance could void the user’s authority to operate the equipment.

This Class B digital apparatus complies with Canadian ICES-003.
Cet appareil numerique de |a classe B est conforme a la norme NMB-003 du Canada.
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Na-05 RECON 6.0 SPECS

Gel acquainted with the features of your RECON 6.0 Programmable Rover
before moving on fo Basic Training.

)

s

(e

N 1527 BASIC TRAINING

IUO These missions will teach you everything you need to know o control your RECON
30 G 6.0. IF's helpful to go in order; each mission introduces you to a few more of your
100 Rover's cool fealures while walking you through some basic programming steps.
E%?oo i Diagnoslics and Calibration Test [06-07]

N0 0 i Mission 01: Basic Field Maneuvering [08-13]

g:)ﬂ & Mission 02: Messaging Protocal [14-19]

":Ioé) i Mission 03: Night Surveillance [20-23]

30 o i Mission 04: Security Patrol [24-27]

00

%300 E@@ ADVANCED TECHNICAL OPERATIONS

:}0 0 After you've aced Basic Training, you'll be ready to challenge yourself (and your

) Rover) with more advanced assignments. They'll help you hone your programming
:i skills, so you'llknow how to carry out any mission you can dream up.

l%% @ Mission 05: Artificial Intelligence [28-29]

% 0 i Mission O6: Alien Contact [30-31]

300 i Mission 07: So You Think You Can Dance? [32-33]

IOO i Mission 08: Advanced Field Maneuvering [34-35]

PO&’ & Mission 09: Search and Rescue [36-37]

aoclo i Mission 10: Reconnaissance [38-39]

ol
&g

SPECIAL OPS

a Ready to challenge yourself and strike out on your
own? You'll find blank mission maps here for crealing
00
go& your own courses and wriling your own code.
(8]
o FEATURES & FUNCTIONS
200 GLOSSARY
FOC? Check in the back for a full list of your Rover's fealures
¢) 9 and how they funclion. They are broken down by
E%OD whal you see on the screen and how you use
fhe keypad.
53% There’s a blank mission map at the end of the book.
;& Make copies of if for a future of fun!
%0000 i LCD Screen and Keypad Funclions [44-47]
i#n Blank Mission Map [48]
2000
I0OO 0L
J000C
g gl S Sl S M
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(=) [ CONGRATULATIONS! \

< You're the new owner of 8 RECON 6.0 Programmable Rover, developed \
m by the robol experts al SmartLab. In your capable hands they place this complex

and sophislicated robot, which can be programmed to perform all kinds of fun
and interesting Fasks—from navigaling obstacle courses to delivering a bone
to the family dog fo telling a knock-knock joke. RECON 6.0 can even perform
security patrol duty al your bedroom door, collect field infelligence (with its built-in
a microphone), and entertain your friends with the latest dance moves.
B

i@ | HELLD, MY NAME |5, ———=——=—=—=—= =

There’s a saying thal “to name something is o own il.” As the owner of your new

14 RECON 6.0, that's just what you need o do. Every greal robot has a name—HAL,
” Re-D2, even WALL-E—so start brainstarming. Nof only will you name your Rover,
= s but Iater on you'll program it to infroduce itself (in Mission 02).
O \ you'll prog ( ) /

/Lm = WGEATURES |

i Communicalion indicator lights
# Transport handle
# LCD screen

iz 10-button membrane keypad
4 Direclional arrow pad

# Cargo hold
# Two LED headlights

i Triangular krack-drive system

j;, _ __ \ For the entire
8| | . glossary of

RECON 6.0’s
features and Qa@ Remermber to always

how they "@ carry your RECON 6.0
function, turn by i+s handle and vo+

lo page 44. i+ neck (ovch‘.).

S R al t
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Your book las wmission wmaps

SCALE

Biq squave: | inch = | foot
Small-squave: 1/4 incl =|3 nches

1o help vou with yow wissions.

\ ' !1{ 2| 3§ ja\ 'ads

N I\iﬁi’bﬁs one
to lelp vov pl | each covrse.

“our Rover with a Tape weasure

avga is where
you'll wiite vowr:
proqramming code
n .

POWER

RECON 6.0 needs a power source before
the fun can begin, so be sure ta install three
C balteries, as shown. Once your Rover is
juiced up, furn it on, using the hard switch on
its bottom. Now you two can gel acquainted.

BATTERY CAUTIONS:

* To ensure proper safety and * Rechargeable batteries are only to

unless the battery door is secure. be mixed.
Keep all batteries away from small
children, and immediately dispose of
any batteries safely.
* Batteries are small objects and . .

could be ingested. ¢ Do not mix alkaline, standard

. (carbon-zinc), or rechargeable

* Nonrechargeable batteries are not to (nickel-cadmium) batteries.

be recharged.
* Rechargeable batteries are not

recommended for use with this toy.

* Only batteries of the same or
equivalent types as recommended
are to be used.

* Batteries are to be inserted with
the correct polarity.
* Exhausted batteries are to be

* The supply terminals are not to be removed from the toy

short-circuited.

* Rechargeable batteries are to

be removed from the toy before
\ being charged.

operation, battery replacement must be charged under adult supervision.
always be don_e by an aldult. * Different types of batteries or
¢ Never let a child use this product new and used batteries are not to

Use the hard
swilch to turn
off RECON
6.0 when nol




QUALITY CONTROL

The scientlists at SmartLab want to make
sure your RECON 6.0 is funclioning
properly. To help them out, run this QA
test (thal’s short for quality assurance
in programmer-speak].

RECON 6.0 was buillt with fun and funclion
in mind, bul remember it is a toy. It should
properly perform this book’s missions—
and ones you think up yourself—but may
not always be exact.

Tesl

Follow these steps on the same type of
floor (wood, lile, or carpel] that you will be

using your Rover on. If you move to a new o \ ‘

fype of floor and find that your Rover isn’t
working quite right, rerun these steps.

DIAGNOSTICS

L
— }}}'ﬁ'\ﬁu\ \

BASIC.TRAINING &=————

\l'and Calibral

S

Balteries installed? Turn on the hard swilch
on the boltom of your Rover.

Press the ON/OFF button on the keypad.
The LCD screen should display the words

LOAD and PROGRAM. This is the Start
Screen. The LOAD icon should be flashing.

While pressing and holding down the
RECORD bulton, press the UP ARROW.

You should now see 4 drive commands, with ‘
DRIVE FORWARD [ £ | flashing.

Pul RECON 6.0 on the floor, making sure fﬁr ‘

that there is al least 3 feel of space in front
of it. Press ENTER. Your Rover should drive
forward 3 feet and stop.




Using the arrows on the direclional pad, scroll to DRIVE
REVERSE and press ENTER. Your Rover should
drive in reverse 3 feel and stop.

Scroll o RIGHT TURN ], Press ENTER. You should
see a flashing number. Write this number here:

CReviBLe iNceLlLiCENCE

A full circle is 360°. This is made up of four 90° segments.
Visualize the points on a compass.

Your Rover counts rotations of its drive wheel using a number
that measures the rotations needed to achieve a turn. You may
have to adjust the number until your Rover performs a full
circle, ending at the starting point.

Sel the Rover on the floor. Use masking tape to mark
the starling location or just line it up with a straight
edge. Tile flooring works greal!

ISTRAIGHT.

@ Press ENTER and walch your Rover turn in a circle. \

« If the rolation is a full 360°, go to step H.

« If the rolalion is short of 360°, scroll up to the next
number using the UP ARROW. Realign your Rover.
Press ENTER.

« |f the rotatlion overshaol 360°, scroll down to the next
number using the DOWN ARROW. Realign your Rover. |I
Press ENTER. ‘

Keep adjusting the number up or down—one digit
al a lime—unlil your Rover performs a circle to your
salisfaction. |

i T—

STOPS|SHORT:

——

OVERSHOOTS

j
}.

When you find the number that works best [relurning ’
your Rover to its starling point), press SAVE.

Repeal the process from steps E to G with the LEFT
TURN . Write the flashing number here:

When your RECON 6.0 executes a full circle to the
left, press SAVE.

Press SAVE again lo return to the Stark Screen.

SEE=




MISSION OBJECTIVE N s

Gel to know your new RECON 6.0 with this seemingly simple field maneuver. N
You'll program it o run a triangular course, landing safely back af field command
HQ. After completing this mission, you'll know how to:

%% Enter and save a Hip

%% Program lurns in degrees (45° or 90°)

%% Program distance in inches and feet

%% Program basic maneuvering commands [forward, left, right, reverse)

MISSION BACKGROUND®

This course has been sketched out for you, and the programming code is supplied,
shown on the mission map on page 9. Once you're an ace programmer, You can
plug in your own numbers for similar missions. Use the square roof button | \/— |
on a calculator to calculate the length of the third side of the triangle.

MISSION TRAINING BRIEF

Before you start, clear the field terrain by using your fape measure to mark off an
empty 4' x 4' safe zone. Your Rover's starting position will be at the safe zone’s bottom leff corner.

MISSION O1

Basic Field Maneuvering

BASIC: TRAINING

N7 4
S N
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sound £amiliar? I+

1
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Py+hagorean theorem, 3

right 4riangle’s si

1,500-year-old formula +o nelp

you calcvlate +he len?‘-lr\—\ of 3
es.
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Basic Training Missions 01-04 come with step-by-step \
programming insfructions to familiarize you with all of
RECON 6.0’s functions. There'll be plenty of opportunities
fo create your own missions and your own code in the
Advanced Operalions seclion of this manual.

F (=]
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FUli
7 @& A I:HIlIiIIIIMTIIIIl#= An
GEDi3LE |52 02
iNTELLiGENCE |S218riie

In RECON 6.0’s
programming language, to
choose a command, the icon
must be flashing. This is shown
in red throughout the
directions. Use the directional
pad’'s ARROW buttons to scroll
through the commands until the
one you want is flashing. Then
press the ENTER button
to select!

The EXIT button always takes you back to the Start Screen
which gives you the choice between LOAD and PROGRAM.

LOAD PROGRAM

Toggle so thal PROGRAM is flashing.
Press ENTER.

LOAD PROGRAM

You are now in PROGRAM mode and can
choose a TRIP# or SOUND#.

For this mission, you’'ll be programming a trip.
TRIP# will be flashing, so press ENTER.

PROGRAMTRIP+  GOUND+#

This is TRIP #1 and 1 is flashing, so
press ENTER.




Your screen will now look like this.

The numbers 01, 02, and 03 represent your
first three lines of code. All the command icons
appear on line O1.

Choose the flashing 01 by pressing ENTER.

s TEP E +1 WRITE YOUR PROGRAM LINES

PROGRAMTRIP#

“r(\’j>111%4

nee

CReDi3Le iNCELLICENCE

The RECON 6.0’s screen displays 3 program lines at a time. As you enter more
commands, the display will automatically scroll down to 04, 05, etc., until you

reach the memory limit of 50 program lines.

The first command, DRIVE FORWARD ,is
flashing. Press ENTER.

Remember, o choose other commands just use
the ARROW buttons on the directional pad.

PROGRAMTRIP+ :

o tf‘\f fre

e
(P

L C
=
R P

The INCHES and FEET icons will now be lil.

As shown on the Mission 01 map on page 9,
your RECON 6.0 will first drive forward 2 feel, so
choose FEET by pressing ENTER.

CREDIBLE iNTELLIGENCE \

.

PROGRAMTRIP+ :

™
R s
=
‘=)
I

The UP and DOWN ARROWS allow you to toggle between two options (like INCHES
and FEET, 45 and 90 DEGREES, ON and OFF) as well as scroll through the numbers

1-99.

01 (for 1 fool] will now be flashing.

Press the UP ARROW button unlil 02
(for 2 feel] is flashing, and hit ENTER.

PROGRAN TRIP#
1)
l'= ‘E

'l
'RIN)

Program Line 02 will now be flashing.
Press ENTER.

Use the RIGHT ARROW button to scroll over
ta the RIGHT TURN (#>]icon.

Press ENTER.

|||‘-

PROGRAM TRIP+

™o
o

RTo i Vil ST PSS
™ u
o

FEET

“: E‘




P P P
F
(=) .g The number 45 w.iII be [Iashing, and the PROGRAMTRIP# : N
[ word DEGREES will be lit. - -
S 3 :_: :f ¢ =‘:. FEET
) o Use the UP and DOWN ARROW buttons — ‘:‘ = T
— g lo loggle belween 45 and 90. Choaose 90 oo ( a0
slN= and hit ENTER. (]
= m o U
= ('S - n - m - » - -
F—mll CREDI3LE iNteELLICENCE . ,45°
Esg Your Rover can make a 45° or 90° turn.
To figure out how sharp a turn you’ll want it to
® make, you’ll need to know what a 45° and a

=
e

90° angle look like. 45° is half of 90°. IE=]
1

7/

_ AI’H-llI}HIIMTHIP# =
O it
02 ¢

oot

For Program Line 03, hil ENTER.

DRIVE FORWARD | 1 | will be flashing [ENTER).
FEET will be flashing [ENTER).

FEET

CJ
X

DEGREES

Scroll up to choose 02 (for 2 feet again)

and hil ENTER. FEET

__ DROGRANTRIP :
uc
oot

2%

DEGREES

For Program Line 04, hit ENTER, then scroll over
to the LEFT TURN icon (ENTER).

Choose 45 DEGREES this lime [ENTER).

0
cD

FEET

DEGREES

XY

(] g
Toggle to INCHES [ENTER).

‘-“ [ ) “- DEGREES
U N =)
Scroll to 34 [ENTER). For faster scrolling, press and

hold down the UP ARROW bultan.

W ‘ 3 - INGHES

PROGRAMTRIP#
o4 4
i) 4
o
| n - . L 1 | ] - - ‘-“:‘ ﬁ
CeviBLe iNcelLiCeNCe
At any time during programming, you can return to a line of code you want to change.

First scroll to the program line numbers on the far left. Then use the UP and
DOWN ARROW buttons to scroll through the program line numbers.

For Program Line 0B, hil ENTER.
Scroll to LEFT TURN | )| [ENTER).
Choose 45 DEGREES [ENTER).

\™ DEGREES

INGHES
DEGREES

For Program Line 05, hil ENTER. PROGRAMTRIP:: :
Scroll to DRIVE REVERSE | { | [ENTER). ::: :=f D

ooos

A e



SI1EP)S;

SAVE AND

_[o]eTe]e]

Diee]e]
NS ™

Qevi3Lle iNceLLiCeENCE
If you don’t press the SAVE button after you finish

programming, you'll lose your code, and your Rover won't
be able to run its course. So always SAVE your work!

RUN!

CieiwiSLe)

Program Line 07 will be flashing, but you won’t
need il. You've entered all the code you’ll need PROGRAMTRIP# ¢ RUNEDIT
for this mission. ™ f L P
w0 (] g

While the Program Line Number is flashing, = r 0o T
press SAVE. ':‘ ‘: :‘ ‘:‘

. . . e -‘f 0y
The screen will now look like this. e e

CQRevi3Sle iNtelLiCeNCe
If you need to make a change, scroll to EDIT and press ENTER. This allows you to

change the code. If you need to INSERT or DELETE a line, refer to page 47. Don’t forget
to save any changes!

T Tty

Place RECON 6.0 in the starting position (bottom left).
Choose RUN [ENTER). You have 3 seconds before your RECON 6.0 will be on the move!

A b AL AL

4
- 1@
DEBRIEFING

Did your Rover fallow the Mission 01
map? If so, then mission
accomplished! You've passed
Basic Field Maneuvering! If not:

& Double-check your code. Is all
of your programming correct?

& Is your starting position accurate?

& Check your measurements. Did
you input them correctly?

& Are your balteries low?

& None of the abaove?
Try recalibraling your RECON 6.0
to the current surface. Direclions

are on pages 6-7.
13



BASIC{TRAINING !

MISSION OBJECTIVE N

Test your RECON 6.0’s messaging funclion by programming if fo introduce

After completing this mission, you'll know how to:

%% Prerecord a sound file

&¥ Program lo record while your Rover is on a krip
(like you will need to know how to do for Mission 10}

&% Play a sound file using the speaker

'MISSION BACKGROUND

In this mission, you will have a conversation with your RECON 6.0!

Prolocol

ing

So after it introduces itself, you'll have to respond, something like:

“Hello, Otto. IF's good to see you!” If you program it right, your Rover will
immediately play back your response.

MISSION TRAINING BRIEF

For this mission, you'll need to record a sound file first. Start by practicing the way you want
your RECON 6.0 to introduce itself, using your best robot voice.

itself on command. Here’s where you gel to use the name you thought up earlier.




mISsion mA
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. My nae is OTto!

aood worning. 1Hs

VTVOV'HM for duty!

areetings, carbon-based life form,
<Silicon Dude at vour sevvice!
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STEP I

SELECT.YOUR SOUND FILE @

At any time, you can use the LEFT ARROW button on
the directional pad to scroll backward when you’ve made
a mistake or gone ahead too far.

Messaging|Proltacol

_ BASICITRANING=——— |

“MISSION/ 02

r CReEDi3LE iNCELLICENCE

[

A Press EXIT to return to the Start Screen. | I_[I“I] pn“ﬂnnM
Toggle to PROGRAM [ENTER). | I_[II“] p“ﬂﬂnﬂM

ceroll Fo SOUNDS [ENTER] and then 1 ENTER) PROGRAM  SOUND#

5 TEP E 5<RECORD YOUR SOUND FILE

The flashing RECORD SOUND [ & | will appear.

Press and hold the RECORD button and stale
your greeling. The hidden microphone will pick
up your voice. Release the button when you are pnﬂl}ﬂﬂM 5"“""# )
done recording. I will beep once when you begin 0
and twice when you release the button or when L
your recording limil of 5 seconds is up!

To listen to what you recorded:

Choose the flashing RUN icon on the screen PROGRAM SOUND# : RUNEDIT

by pressing ENTER. Press EXIT to return to the 0§
Stark Screen.
—

If you'd like to rerecord:

[}
Scroll to EDIT ([ENTER). Then scroll to RECORD PROGRAM GOUND:# 3 EDIT
SOUND ’ and press and hold the RECORD button. $

Press EXIT to return to the Start Screen.




SI1EP.3;

CLEARYOURSAFE ZONE AND SELECT,YOUR TRIP @

Create a 3' x 3' square safe zone.

Your Rover's starling position will be at bottom
center of the zone.

Scroll to PROGRAM [ENTER). I.[I"I] p““l}nHM

et s T PROGRAMTRIP# 2
STEP4;

WRITE YOUR PROGRAM LINES

Choose the flashing 01 [ENTER). PROGRAMTRIP+#

™ A
The first command, DRIVE FORWARD [ 1 | is IS ma Vs 4P

flashing [ENTER). : =‘:‘

l'l

As shown on the Mission 02 map, your PROGRAMTRIP# 2
RECON 6.0 will first drive forward 2 feel, so

choose the FEET icon [ENTER). 01 (for 1 fool)
will now be flashing. Scroll up to 02 [ENTER).




BASIC/TRANING =}

& MISSION!O2

@' For Program Line 02, hil ENTER,
then scroll over to PLAY SOUND
[ENTER).

PROGRAMTRIP#

™
w0

o

DSt/

(]
o

Messaging|Proltacol

01 will flash next to PLAY SOUND ()]
This stands for the sound file number
you want your Rover to play.

Since you saved the file as SOUND #1 earlier,
choose 01 [ENTER).

PROGRAMTRIP#

™
o

g <)
(] =

R P

For Program Line 03, hil ENTER,
then scroll over to RECORD SOUND L~ | [ENTER).

01 will flash next o RECORD SOUND
Since you already recorded your Rover's
introduclion as SOUND #1, scroll lo 02 (ENTER).
You've chosen SOUND #2. This sound file will
record your reply to your Rover.

1\

PROGRAMTRIP# 2

™o
o

(P L )

C
a0

8 gfﬂf’ nee>

PROGRAMTRIP# 2

™
o

g <)
(]

=)
I

For Program Line 04, hil ENTER, then scroll over
to PLAY SOUND | ) | [ENTER).

Then choose SOUND #2 by pressing the UP
ARROW and hilting ENTER when you get to the
flashing O2.

PROGRAMTRIP#

(]

i )
o

For Program Line 05, hil ENTER, scroll ta DRIVE
REVERSE | ¥ | [ENTER). FEET will be flashing
(ENTER). Scroll to 02 [ENTER).

l

SAVE YOUR PROGRAM!

PROGRAMTRIP+

(=}
0w o

‘g )
o e

g
o




. READYTORUN e

The screen will now display the first 3 lines of the PROGRAM TRIP+ RUN EDIT
program code, as shown here. f

FEET

Place RECON 6.0 in the starting posilion and choose 0)
RUN [ENTER). Remember, you have 3 seconds before
your Rover begins its mission. 4

DEBRIEFING

Did it work? Did it introduce itself and then
record and play back whatl you said? If so,
fhen congratulations, you've passed
Messaging Protacol! If not:

© pouble-check your code and your
measuremenlts.

© Double-check that you recorded your
greeling as SOUND #1.

& Did you reply to your Rover's greeling?




MISSION OBJECTIVE

Send your RECON 6.0 on a surveillance mission under the cloak of darkness.
In this covert assignment, you'll program your Rover to search for intruders and
then hightail it back to field command HQ unobserved. After compleling this
mission, you'll know how to:

%¢ Program the LED headlights to turn on
&# Use the PAUSE command
%% Use the RETURN TO HOME command

P N R AR
MISSION BACKGROUND

The RETURN TO HOME command fells your Rover to turn 180° and run the entire
sequence of programming code in reverse order. This includes the maneuvering
and the lights. It will nol replay any sounds and it won't rerecord. When you send
RECON 6.0 on an espionage assignment (as in Mission 10}, it will make a secref
recording and bring thal same recording safely back fo you.

BASIC TRAINING =

MISSIGN B3

Nighl/Surveillance

\

MISSIN TRAINING BRIEF

Send your Rover into a dark closel or @ bedroom. Since the map and code have been created
for you here, just make sure your destination is within range. Measure it out in advance to
calculate where to start your Rover. And don’t forgef to turn out the lights!
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LB S FSTEP I Gs e e et

CeviBle iNceLlLiCeNCe
This mission has a whopping 12 program lines, but don’t
worry, a bunch of them are the same.You still have to
program all 12, but you'll get to repeat the same code a
number of times. Every software
program in existence works this way—

Your Rover's starling position will be at the bottom | With lines and lines of repeated code.
center of the zone, as shown on the map. Ve

PROGRAMTRIP:: 2
STEP E: PROGRAMTRIP+ 3

WRITE YOUR PROGRAM LINES o

oc
For Program Line 01, enter code for DRIVE ‘:‘ :‘
FORWARD [ { |4 FEET. (R ]

4 PROGRAMTRIP# 3
For Program Line 02, scroll over to HEADLIGHTS =:= :
[ 7] (ENTER). 8 E'
ON will now be flashing [ENTER). I‘ =‘: ::

= BASIC.TRANING=——
Nighl{Surveillance

‘MISSION 03

et

Creale a 5' x 2' vertical rectangular safe zone.

I

For Program Line 03, scroll over to PROGRAMTRIP# 3
PAUSE [11][ENTER]. HE

Toggle to SECONDS (ENTER). 01 will now be 8 E‘ ?
flashing. Scroll up to 02 (for @ 2-second pause) =
and ENTER. L n

oc
(=
[ SEGS

-
) “-‘ DEGREES
$ 0

RIGHT TURN, S0 DEGREES.

For Program Line 04, enter code for | PROGRAMTRIP# 3




For Program Lines 05-11 (the nex} 7 lines

of code), enter the following:
05—PAUSE @ , 2 SECONDS.

06—RIGHT TURN , 90 DEGREES.

07—PAUSE [11], 2 SECONDS.

08—RIGHT TURN , 90 DEGREES.

0S—PAUSE 11], 2 SECONDS.

10—RIGHT TURN . 90 DEGREES.

11—PAUSE @, 2 SECONDS.

CREDIBLE iNTELLIGENCE
To insert a line of code between 2 existing
program lines, use the INSERT button.
The new line will be entered as the same
program line number that is flashing.
All the lines after it will shift down and
be renumbered.

To delete a line of code, press and hold the
DELETE button for 3 seconds. Remember,
the program line number needs to
be flashing.

I'HIII}IIIIM TRIP# 3

F

For Program Line 12, scroll
o RETURN TO HOME @ (ENTER).

2
DEBRIEFING

Did it work? Did your Rover follow
fhe Mission 03 map? If not:

© Did you program the headlights
o come on?

© Did you turn out the lights in
your room?




MISSION OBJECTIVE s

Program your RECON 6.0 fo run a safety patrol, securing your bedroom door \@

and warning potential infruders or unwanted guests to keep out. After completi
this mission, you'll know how to:

%% Use the LOOP command
%% Measure and program your own distance coordinates

%% Listento your Rover's preprogrammed sound files, and use one
in a trip

MISSION BACKGROUND

By using the LOOP command, your Rover will repeatl the sequence (including
lights and sound) as many limes as you'd like.

MISSION TRAINING BRIEF

You'll need to record a warning message first—something firm and direct:

N v w w w W w]

=

MISSIONIO4

BASIC . TRAINING
: Securitg Palrol

&2 “Hall Move away from the perimeler.” & “Step away from the door!”
&¢ “Security breach! Security breach!”

And don't forget to use your best angry robot voice!




= =i

&)

&

2

&

&l

@

@ &

=

&)

oo widthh _

et ot 17.” = Yatvol Dis

Tance

talvol Distance

L]
o
L]

N\

1

= Cewter Poin

t Number |

I@@a@n@@@




[Z‘% lg;g'g’SzF{ATRDL ZONE @

Cei3Le iNcelLiCeNCe
If you want to use one of your Rover’s preprogrammed
sounds for this mission, simply LOAD to listen to any of the
sound files from #5-#9. Note the number of your favorite
sound effect.

_ BASIC, TRAINING =
Securify Patfrol

*MISSION 04

st

Your Rover will stop and sound its warning at Measure the width of your door using your fape
the center point (at the middle of the door) before measure (most are befween 2 /2 and 3-feel].
continuing to the other side. When you write the ~ DOOR WIDTH:

programming .code, you'll need fo know at hqw Add 12 inches (1 fool] to this number.
many feel (orinches) your Rover performs this (That will allow for 6 inches per side.)

act of security. PATROL DISTANCE:
Write these numbers in the blanks to the right

. Divide the palrol distance number in half.
and on your mission map.

CENTER POINT NUMBER:

SI1EP.2; recoroyoursounoFite &=

You'll want to record your warning under SOUND
#2. Remember, RECORD SOUND [ § | will appear.

Press and hold the RECORD bulton and state your
RECON 6.0’s warning. Release the bulton when

you are done recording. PROGRAM S0UND# <2

Remember, it will beep once when you begin and L]
twice when you release the bulton or when your
recording limil of 5 seconds is up!

To listen to what you recorded:

PROGRAM GOUND#c RUNEDIT

Choose the flashing RUN icon on the screen )4
by pressing ENTER. A

If you'd like to rerecord:

Scroll to EDIT [ENTER]. Then scroll o RECORD PROGRAM SOUND#2  EDIT
SDUND . and press the RECORD button again. )




5 TE P 3 +{WRITE YOUR PROGRAM LINES |

Program this mission as TRIP #4 .

01—DRIVE FORWARD , center point FEET or 04—DRIVE REVERSE , center point
INCHES. Use the center point number you FEET or INCHES.

calculated in Step 1. 05—PLAY SOUND [#)] #2.

e S e 06—DRIVE REVERSE| ¥ ], center point

03—DRIVE FORWARD , center point FEET or INCHES.
FEET or INCHES.

For Program Line 07, scroll to LOOP Recommended: 3 loops. If you work
(ENTER). 01 will flash on the screen. Scroll la  your Rover too hard, it may gel off track.
the number of limes you want your Roverto  Nobody's perfect. Even robols need a break!

repeal this patrol [ENTER).
kil A s/vE YOUR PROGRAM!

5 TEP ‘I READYTORUN! |

Place RECON 6.0 in the starting posilion (6 inches to the left of your door) and
rolate its head to the right. Choose RUN [ENTER) o aclivate your room guard!

DEBRIEFING

Did it work? Did the Rover fallow
your Mission 04 map? If not:

Did you program the sound to
play at the right place?

Did you calculate the correct
number for your center poink?

Did it gel off course? Perhaps
you had it do oo many loops.

Did you make sure it was exactly
parallel o the door?

Did you calibrate your Rover to
your current surface?




AOVANCED TECHNICAL OPERATIONS =
Arlificial Intelligence

S

MISSION OBJECTIVE

Program yourRECON 6.0 totell a
knock-knock joke. Surprise unsuspecting
parlticipants and entertain friends and
family, while simulating arfificial
intelligence (AlJ.

MISSION BACKGROUND ———=—=—=_="=x

It may seem like it, but your Rover doesn’t have a brain. I can only perform the tasks
you program if fo do, one line of code at a lime. In this first Advanced Ops mission, you
will mimic Al technologu. If you are successful, you can rick friends and family
members into believing thal your Rover actually does think on its own!

= < 7 ccinn ToAININCG BRIEE
MISSION TRAINING BRIEF

You'll need to plan out the joke beforehand. You'll also have to estimate how long it will
fake to say each line. Remember you only have 5 seconds per sound file. Try timing
your Rover's responses in advance. Oh, and you won't need a map for this one.

ol

Whether you decide to use the

sample knock-knock joke or one
of your own, you'll need to:

Starl by saying each line
in your best robot voice.
Record them into sound

files #2-#4. The pause limes 5 =
hould malch the Il - > ; L
:e:: to";:J you? rlen;:oynosue lines. \\ o *’ £ e Y .
SAMPLE SCRIPT PROGRAM TRIP #5
RECON | KNOCK KNOCK! [RECORD IN SOUND #2) PLAY SOUND #2.

You WHO’S THERE? 02 | PAUSE 2 SECONDS.
RECON | ART. (RECORD IN SOUND #3) 03 | PLAY SOUND #3.
You ART WHO? 04 | PAUSE 2 SECONDS.
RECON |R2-D2! (RECORD IN SOUND #4) 05 | PLAY SOUND #4.

SAVE.




M

econ: Kuiock Kuock!
vie: Who's Hhrere? C\’AueE_LeEOQ

RECON:
ME: (PAUSE_SECS)

)

RECON:

EEEIEE

THE QUEST FOR ARTIFICIAL INTELLIGENCE

Ever since mathematlician Alan Turing first dreamed up @ machine that could “think,” researchers have been
working away on developing an electronic brain—one that not only can solve problems, but can
reason, apply logic, and speak English. And while the idea of arfificial intelligence is thousands
of years old, researchers have made greal strides in Al technology in the past few
decades, thanks to foday’s fast and powerful computers.




ADOVANCED TECHNICAL OPERATIONS ™
Alien Conlacl

MISSION OBJECTIVE

Program your RECON 6.0 to play a greeting while kindly delivering a treat to
the family dog, cal, little brother or sister, gerbil, rabbit, or any creature thal'll be
impressed by such an encounter.

MISSION BACKGROUND

Whal's the point of having a robot if you can’t have a little fun at the expense of the

sleeping dog orjittery cal? If you don’t have a Fido or Fifi, no problem. Any alien

will do. Just choose an unknowing, and preferably stationary, one. Of course, if you
know where some real aliens hang out, then by all means initiate contact, Earthling.

L

MISSION TRAINING BRIEF

Since your Rover will greet your alien, offering it a treat verbally, you'll need
to record your greeting first and then program your frip. Don’t forget to load
RECON 6.0’s cargo hold with a snack.

m Praclice Alien Contact by

following the code provided, e =

ak)

adding your specific distances.

SAMPLE

RECORD IN SOUND #1: SIT, FIDO! STAY.
RECORD IN SOUND #2: GOOD BOY.

TAKE THE TREAT.

PROGRAM TRIP #6

SAVE.

DRIVE FORWARD __ FEET.
PLAY SOUND #1.

RIGHT TURN, S0 DEGREES.
RIGHT TURN, S0 DEGREES.
PLAY SOUND #2.

PAUSE 8 SECONDS.

DRIVE FORWARD __ FEET




BOOLEAN LOGIC

Boolean (BOO-lee-un) logic makes it possible for your computer to play chess with you and o spell-check
your homework, and for your RECON 6.0 fo offer your dog a bone and navigate the obstacle course
in your living room. This logical system of frue-false statements lets programmers build soffware
that works kind of like our brains, processing a large number of variables—but coming up
with the correct answers at superfast speed.




MISSION OBJECTIVE

RECON 6.0 isn’t just for covert ops and dangerous field assignments; it likes fo
have a good lime too! In this lighthearted mission, you’ll teach (well, program)
your Rover to perform a funky dance.

MISSION BACKGROUND

While RECON 6.0 can do a lot of tricky maneuvering, it can’t move side to side

the way a human can. To make it look more like dancing, program your Rover to
pivol left and right and make short moves forward and back. Don’t forgel to add a
soundtrack fo Rover's choreography. SOUND #9 should do the trick.

MISSION TRAINING BRIEF

You can program your Rover o do any dance you like. Start by doing
the dance yourself, and then map out those dance steps on a piece of
paper. Turn those steps into farward, backward, left, and right maneuvers
on your mission map. From that point, you should be able to throw
down the code in no lime.
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So You Think You Can Dance?

Try our sample
e Choreographyfirst. You
only needtocleara 3'x 3'
safe zone and lel your Rover loose.

PROGRAM TRIP #7
01 | PLAY SOUND #83, ON.

o2 LEFT TURN, 90 DEGREES.
RIGHT TURN, S0 DEGREES.
LOOP, O1.

DRIVE REVERSE 5 INCHES.
LEFT TURN, 90 DEGREES.
RIGHT TURN, S0 DEGREES.
LOOP, O1.

LEFT TURN, 90 DEGREES.
LOOP, 07.

SAVE.




THRILLING

Tokyo's International Robot Exhibilion 2009 featured a first-of-its-kind robot dance-off. Break-dancing
bols and kimono-clad cyberfan dancers hif the stage fo strut their stuff. Gold was garnered by
Ryuki Il, grooving to a song called “Joyful” by a Japanese pop group. Silver was awarded to
a robol named Black Tiger Neo, dancing to Michael Jackson’s “Thriller.”




MISSION OBJECTIVE

Back in Mission 01, you programmed your RECON 6.0 to perform a simple field
maneuver. This fime you'll program a much more advanced—and exciting— one.
To really put your Rover to the test, you're going fo add some obstacles to the terrain!

MISSION BACKGROUND ——————===

Obstacles! You can make towers using LEGO® bricks or blocks for your Rover ta knock
down or maneuver around. Or build ramps, creale funnels, or design a slalom course.
Plot your trip so there is enough room for the Rover to pass each obstacle.

=== MISSION TRAINING BRIEF

Use the mission map to determine the distances and the turning degrees of the
obstacle course. Enter your findings and calculate where your obstacles should go.
There are a few things to consider. First, your map is one inch for one foot. Second,
your Rover is aboul 8 inches across. (Thal's wider than a line on @ map!) Third, your
Rover pivols and turns from its front center, marked with an “x” in the illustration below.
You can also use this point fo measure your Rover's starling and ending positions.

6 INCHES
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Advanced Field Maneuvering

PROGRAM TRIP #8
DRIVE FORWARD __ FEET.

RIGHT TURN, __ DEGREES.
DRIVE FORWARD __ FEET.
RIGHT TURN, __ DEGREES.
DRIVE FORWARD 34 INCHES.
LEFT TURN, __ DEGREES.
DRIVE FORWARD __ FEET.
LEFT TURN, 90 DEGREES.
DRIVE FORWARD __ INCHES.

LEFT TURN, __ DEGREES. '
DRIVE FORWARD __ FEET. CReEDi3Le iNCELLICENCE

This mission’s obstacle course makes for a real challenge.
LEFT TURN, __ DEGREES. Starting your Rover even slightly out of alignment can resuilt
in it ending up a full foot or more off-target. So be sure to start
DRIVE FORWARD __ INCHES. your RECON 6.0 in a straight position, or those blocks will
SAVE. tumble! If necessary, recalibrate your Rover using the
directions on pages 6-7.
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DOING THE DIRTY WORK

Got dog hair and dust bunnies? IF's Roomba® ta the rescue! In 2002 iRabat, @ company started by some
scientists from the MIT Avrtificial Intelligence Lab, introduced the ultimate obstacle-course rover.
The Roomba robaolic vacuum cleaner uses hazard avoidance fechnology from defunct
minesweeping robols. If can clean a room without knocking over that Ming vase or
another priceless antique.




so long.

a cookie into my cargo hold.”

Check oul our sample

below, then use the mission map
and lape measure o map oul the
coordinaltes that work at your house.
The map was left blank for this reason.

PROGRAM TRIP #9

01 DRIVE FORWARD 5 FEET.

o2 RIGHT TURN, S0 DEGREES.

03 DRIVE FORWARD 4 FEET.

04 PLAY SOUND # __.

1] RIGHT TURN, S0 DEGREES.

06 RIGHT TURN, S0 DEGREES .

a7 PAUSE 15 SECONDS.

o8 DRIVE FORWARD 4 FEET.

as LEFT TURN, 90 DEGREES.

10 DRIVE FORWARD 5 FEET.
SAVE.

MISSION OBJECTIVE

Send your RECON 6.0 on a search and rescue mission. Only it won’t be looking
for missing mountain climbers or buried treasure. In this mission, your Rover will
fefch a treat for you—the real reason mankind has been dreaming of robots for

MISSIIJN BACKGROUND

Once you've decided whal you want your Rover to fetch (maybe a cookie, a drink,
or your baseball cards from your baby brother's clutches), you’ll need to program it
- to do your bidding. So record your sound file first—something like, “Please deposit

MISSION TRAINING BRIEF

' Your Rover will need tao travel its course, ask far the object, and then head back fo
A field command HQ. The course can be as simple or complex as possible. You might
wanlt to make it straightforward, like from the living room ta the kitchen, where you're
most likely to catch someone who can fulfill your request.




missionm

SEARCH AND RESCUE

In 2010 California Skate University in Los Angeles hosted the Search and Rescue Robot Challenge, a
compelilion thal challenges students from around the world to take artificial intelligence and robolics
technology to @ whole new level, crealing robots that can aid emergency workers, like police
officers, firefighters, and paramedics.




MISSION OBJECTIVE

RECON 6.0 makes the perfect espionage agent. You can program it to gain
access o an off-limifs site (your sibling’s room!), record valuable informalion,
and then return to field command HQ undetected, revealing its findings to you.

v v e v e v -

M MISSION BACKGROUND

No malter if your course is simple or complicated, you'll want fo make your

Rover as inconspicuous as possible. How? With a litle advanced planning.
Scout out a good hiding place behind enemy lines. Then use your tape measure
to carefully calculate the distances you'll need your RECON 6.0 to refurn from tHis
reconnaissance mission.

MISSION TRAINING BRIEF

In order o collect as much informalion as possible, you can record more
\ than 5 seconds al a time by doubling or tripling up on sound files.

Check out the sample
reconnaissance schemalic.

As in Mission 09, the mission map and

code are blank for you o map out your

unique coordinates. S

o o
PROGRAM TRIP #10 o &
01 | PAUSE 10 MINUTES. E §
02 | RECORD SOUND #1. § 2 F
03 | RECORD SOUND #2. | E
04 | RECORD SOUND #3. g z
05 | DRIVE FORWARD 2 FEET. :
06 | LEFTTURN, 90 DEGREES.
07 | DRIVE FORWARD 3 FEET.
08 | LEFTTURN, 90 DEGREES.
09 | DRIVE FORWARD 7 FEET.
10 | LEFT TURN, 90 DEGREES. .
11 | DRIVE FORWARD 4 FEET. L
SAVE. @ i '

T A L T




SPIDER ROVER

Move over, James Bond; i's Spider Roverl Scientists in the
United States and Taiwan have developed wall-crawling reconnaissance rovers.
These silicon spies can scale walls, sneak into buildings, and have
audiovisual recording technology.




EXCELLENT WORK!

You've earned your wings, and now you're an ace programmer! By successfully
compleling all of these missions, you are licensed to send your RECON 6.0 on the
most difficult and dangerous missions you can dream up! Use the blank maps on
the next few pages lo gel started.

As any software developer knows, o design good code you need to follow 3
basic steps: design, program, and test. The same is frue here. For each Rover
mission, you'll need to:

%# DESIGN THE MISSION
This means envisioning what you want RECON 6.0 to do, using your tools
fo measure and map oul the course.

%# PROGRAM YOUR ROVER
This means turning your design ideas into a logical sequence by filling in the
blank code map, double-checking to make sure you didn’t miss any steps,
and finally, programming your code.

%~ TEST YOUR PROGRAM
Run your mission. Did your RECON 6.0 do what you wanted it to do? If nat,
pinpoint where it went wrong and go back and fix your code. Remember o
use the EDIT command, resave i, and run it again.

%# RESULTS!
Ifyou follow all 3 of these steps every time you creale a mission, your RECON
6.0 will reward you with perfectly executed missions and hours of fun!

TROUBLESHOOTING

As you experiment with your own missions, your RECON 6.0 may not perform how you
imagined. What now? If you have any problems, review these troubleshooling suggestions
to guide you:

n
0
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w
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Double-check your code. Is all of %# Did you calibrate your RECON 6.0
your programming correck? lo the current surface as shown
Is your starting position accurate? 0N P3ges 6-7?

Check your measurements. Did ~ “* Did it get off track? Perhaps you
you input them correcty? Did you looped it foo many limes.

use inches instead of feel? %# Are your batteries low?

%# Is your payload too heavy?
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The scientists at SmartLab have worked night and day to produce this
state-of-the-art RECON 6.0 Programmable Rover. And they've fricked it out
with some prefty cool features and capabilities:

%# The Rover can hold 9 missions al a lime in its memory bank with up
to 50 commands each.

%# It has a sound file bank of 9 unique sounds: 4 to record yourself
and 5 prerecorded sound effects, including a Iaser blast!

%# You can program multidireclional navigalion, lurning headlights off
and on, and commands like LOOP and RETURN TO HOME.

e e w w

LOAD PROGRAMTRIP# S SOUND#S RUNEDIT
=1=1 A Vel (T P =T i
‘ E =3 A Vel ST RA=IRE ]

“ Staih 1’c==:' =)L

/ EAT YOUR CARROTS \

You see LCD screens all over the place these days—on computers, televisions,
video game devices, even alarm clocks, felephones, and calculators! But that
doesn’t make them any less amazing. LCD stands for liquid crysfal display. IF's
made up of tiny pixels filled with liquid crystal and backlit to create images. IF's

lightweight and requires very litHe power to work, which is why it's used in so many
| battery-operated gadgels. Its invention can be fraced back to 1888, when an

\Ausrrian scientist discovered liquid crystals while experimenting with carrols!
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= B/ Thisisthe START SCREEN.  \(
= It is the first step of any program. |}
LUAD accesses a previously recorded trip so you can
view, edil, or runiit. It also accesses all 9 sound files, so you I-“Hn pH“ﬂH“M b
can listen to them. ®
]
PROGRAM is where you can start a new frip or s
writeover a previously programmed trip from scratch. You I."“I] p““ﬂH“M i
can also access sound files #1-#4 ta record your own :
custom sounds.
!
TRIP# A Irip is @ program that tells your Rover what
you want it to do. You can store up to nine different trips q i
al a lime. # (number) indicates which trip will be loaded I'“m] pHUGH"MTmp# 8 sn“m]#e H“N [n“ [
or programmed. -
[]
SOUND# There are four 5-second blank sound files
and five prerecorded ones. # (number) indicates which it
sound file will be programmed (#1-#4), or loaded: ~
#5 funny horn i
il T [ LOAD PROGRAMTRIP# & S0UND: S RUNEDIT
#7 laser blast s
#8 siren T
#9 dance beal (This sound needs to be turned on and off, [
so your Rover has a soundtrack to dance fo.) i
RUN activat d trip. It will also pl :
g e proaremmectp. TWE eIt plad @ I' LOAD PROGRAMTRIP# 2 SOUND#S RUN EDIT
’ | |
@
EDIT allows you to access (and thus edit] an existing i 1
R [ ] e LOAD PROGRAMTRIP+ & GOUND:+S RUN EDIT
—— ’ [
PROGRAM LINE each program line allows you fo

program one of 10 commands. It can store up to 50 program (o ) ) L UL ] & ¢ ¢ g DEoREES  OFF
lines per trip. Only 3 program lines are displayed at ‘:‘ l:‘f | " I ‘" | Kooo) : :‘ !.idflgglrﬂflgllllli]g
one lime. °
T
PROGRAM LINE NUMBERS tell you which |_I]|]|] PROGRAMTRIP#
line of the program you are on. Each line is automatically B = )& oy eyl o \
entered info the program as you creale a new program line. C‘ C‘fﬁ " é‘:‘ Clsg'{;‘gﬁfﬂf# s
Each frip will always begin al Program Line 01. ‘ ‘ '

e
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DRIVE FORWARD is usedto program

the Rover fo move in a forward straight line.
Distance can be programmed in units of feet or

inches.
SR

LEFT TURN s usedto program the Rover

to turn left. Turns can be programmed at either
45% or 90°.

RIGHT TURN is used o program the Rover

to turn right. Turns can be programmed at either
45%0r90°.

DRIVE REVERSE is used to program

the Rover fo move in a backward straight line.
Distance can be programmed in units of feet or
inches.

OO C00000Q0000

LOOP is usedtoruna Irip multiple limes
without re-entering the same program lines.
The LOOP command programs the Rover to
refurn fo the first line of the program and run
it again. When perfarming mulliple loops in a
program, each loop will have the Rover return
to the first line of code that appears one line
after the previous loop code. The number of
limes looped is entered in COMMAND VALUE
(see below). It fops oul al 99.

A\

COMMAND VALUE After choosing

a command, this is where you indicate the
number desired. Hold down the button

fo scroll through the numbers faster.

For sound files, this number references
the sound file number.

DEGREES

DEGREES is used with the LEFT and

RIGHT turn commands to program the degrees
of ralation, either 45 or 90.

RETURN TO HOME is used o repeal all

program lines in reverse order, refurning Rover fo
its starling position. It will turn 180° and follow its
same route but will nat play sounds or record.

PLAY SOUND is used to play 1 0of9

sounds. Sound files #1-#4 are rerecordable,
but sound files #5-#9 come prerecorded and
cannol be recorded over.

RECORD SOUND is used o program

the Rover to record a sound while outona
mission. IF will automatlically record for a full 5
seconds and save it to the sound file number
assigned toif.

MINUTES is usedin conjunction with the
PAUSE command to program the number of
minutes.

SEGS

SECONDS is usedin conjunclion with the
PAUSE command to program the number of
seconds.

FEET

FEET is usedin conjunction with the
DRIVE FORWARD command to indicate
the distance in feel.

INGHES

INCHES is usedin conjunction with the
DRIVE FORWARD command to indicate the
distance ininches.

PAUSE is used to program the Rover to
stop for a specified length of fime. Time can be
programmed in units of minutes or seconds.

HEADLIGHTS the Rover has two bright

LEDs thal can be programmed to turn on in one
line of code and then off again in another.

CAUTION:

Do not expose the eyes o the light source.
Never stare directy af these LEDs.

OFF/0N (on the LCD screen) is used to
program the headlights to go off or on. It is
also used with sound file #9 (dance beat),
so the Rover will be accompanied by music
during his lime on the dance floor.
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ON/OFF

Use the ON/OFF bulton on the keypad during play,
but when you're done having fun for the dauy, furn
your Rover off using the hard switch on its bottom.

If the ON/OFF bulton is pressed before a new
program has been saved, the program will not be
saved. Any lime the Rover is turned on, it will skart
af the Start Screen.

The STOP bulton stops the Rover iniifs fracks. If can
only be used when the Rover is running a trip.

RECORD

The RECORD bulton is used when recording a sound
as well as part of the Diagnostics Test on pages 6-7.

INSERT

The INSERT bulton is used to add a new line of
programming between existing lines. Press INSERT

on the program line below the one you want to enter.

The program line needs to be flashing for a line of
code to be entered above it.

o

ENTER

The ENTER button is used o make a selection when
anicon is flashing—including numbers, commands,
programming modes, efc.

DELETE

Delete a line of code by pressing and holding the
DELETE butlton for 3 seconds. The program line
number you want to delete needs o be flashing.

o

SAVE

The SAVE bulton is used o save a trip affer
programming or editing is complete. When the SAVE
bultonis pressed, any programming previously
assigned o that TRIP# or SOUND# will be erased
and saved over. The PROGRAM LINE number needs
fo be flashing for SAVE to save.

EXIT

Pressing the EXIT button will return the display fo
the Start Screen. If the EXIT button is pressed before
saving, your program will nof be saved.

DIRECTIONAL PAD

This pad of arrows is used to scroll through

numbers or commands, and to navigate program
lines. The directional pad contains 4 bultons: UP,
DOWN, LEFT and RIGHT. Use the LEFT ARROW to
scroll backward.
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