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e Audio Chapter Revie’w,yavailable on the Web or on V(CD-ROM, offers a unique way for
students to solidify and reinforce the concepts presented in a chapter ‘ ;

Objectives of This Textbook

Discovering Computers 98: A Link to the Future, World Wide Web Enhanced is inten
use in a one-quarter or one-semester introductory computer course. No experience with
computers is assumed. The material presented provides the most in-depth treatment of
introductory computer subjects ever found in a textbook. Students will finish the course with a
complete understanding of computers, how to use computers, and how to access information on
the World Wide Web. The objectives of this book are as follows:

e Present the fundamentals of computers and computer nomenclature, particularly with

respect to personal computer hardware and software and the World Wide Web

e Make use of the World Wide Web as a repository of the latest information

e Present the material in a visually appealing and exciting, easy-to-understand manner with a

format that invites students to learn

e Give students an in-depth understanding of why computers are essential components in the

business world and society in general

e Use a fully integrated, hands-on approach to foster an appreciation of the World Wide Web

e Focus on the computer as a valuable productivity tool

e Recognize the personal computer’s position as the backbone of the computer industry and

emphasize its use as a stand-alone and networked device

e Provide exercises and lab assignments that allow students to interact with a computer and

actually learn by using the computer and the World Wide Web

e Present strategies for purchasing, installing, and maintaining a personal computer system

Distinguishing Features

Discovering Computers 98: A Link to the Future, World Wide Web Enhanced includes the
following distinguishing features.

The Proven Shelly and Cashman Pedagogy

[ More than two million students have learned about computers using Shelly and Cashman
computer fundamentals textbooks. This enhanced version of the previous edition is our best work
ever. With CyberClass and additional World Wide Web integration, extraordinary visuality,
currency, and the Shelly and Cashman touch, students and teachers alike will find this to be the
finest textbook they have ever used.




- ' b—-based teachmg and learmng system as desceibid on page xiv.

® Throughout the text, marginal annotations titled inCyber provide suggestions on how to
obtain additional information via the Web on an important topic covered on the page.

® Every end-of-chapter page in the book has been stored as a Web page on the World Wide
Web. While working on an end-of-chapter page, students can display the corresponding
Web page to obtain additional information on a term or exercise and to study for exams.
See page xv for more information. ¢

This textbook, however, does not depend on Web access in order to be used successfully. The

Web access adds to the already complete treatment of topics within the book. .

Visually Appealing r
[ Using the latest technology, the pictures, drawings, and text have been artfully combined to

produce a visually appealing and easy-to-understand book. Pictures and drawings reflect the latest

trends in computer technology. The pictures, which were chosen for their pedagogical value, allow

students to see the actual hardware, software, and other subjects being described in the book. The
state-of-the-art drawings are geared toward simplifying the more complex computer concepts.

Finally, the text on each page was set to make the book easy to read. This combination of pictures,

drawings, and text sets a new standard for computer textbook design.

Latest Computer Trends

\ The terms and technologies your students see in this book are those they will encounter when
they start using computers. Only the latest application software packages are shown throughout
the book. New topics and terms include Pentium II chips, MMX™ technology, DVD-ROMS,
network computers, intranets, firewalls, HTML, Java, VBA, Windows 98, Windows CE, T1 lines,
1SPs, TCP/IP, MAEs, 1P address, MPEG compression, “cookies,” and much more.

Chapters on The Internet and the World Wide Web, and on Multimedia

‘ Chapter 7 covers the Internet and the World Wide Web, which is the fastest growing area of
computer technology. Topics include how the Internet works; browsers; URLS; search tools;
firewalls; intranets; and Internet services. Chapter 14 introduces students to the latest multi-
media technology. Topics include multimedia applications and the types of media used in the
applications; multimedia hardware and software; and a discussion of leading multimedia software.

Computers at Work and In the Future

Each chapter ends with two full pages devoted to features titled Computers at Work and In the
Future. Computers at Work presents an example of how the concepts in the chapter are being used
today. In the Future describes an application that will be available in the future using concepts
presented in the chapter.




World Wide Web to prov1de your students m-depth mformauon and altema
preparing for examinations. Each chapter ends with the following:

® review This section summarizes the chapter material for the pur
preparing for examinations. Links on the Web page provide additi
With a single click on the Web page, the review section is read
streaming audio. e

e terms This listing of the key terms found in the chapter together with the page on Whi(:h
the terms are defined will aid students in mastering the chapter material. A complete
summary of all key terms in the book, together with their definitions, appears i ‘dexc,..
at the end of the book. On the Web page, students can click 1herms to v1e,w a%%mtlon of the
term and a picture of the term. i

e yourTurn Fill-in and short-answer questions, together wi ure from the chapter that
must be labeled, reinforce the material presented within the Students accessing the
Web page can click a question to see a suggested answer. R

e hotTopics The computer industry is not without its controversml issues.
each chapter, several scenarios are presented that challenge students to critic
their perspective of technology in society. The Web pages prov;de links to challange students
further.

e cyberClass These exercises have students connect to the CyberClass web page v
complete tasks that include online flash cards; practice tests; e-mail; bulletin bog
activities; visiting and evaluating Web sites; and CyberChallenge. L

e winLabs To complete their introduction to computers, students must
use a computer. A series of Windows Lab exercises begin with the simplest exercises _‘
Windows, and then students are led through additional activities that, by the end of the
book, will enable them to be proficient in using Windows. Also included in this section are
exercises that have students complete the Shelly Cashman Series Interactive Labs. These
Interactive Labs can be completed directly from the World Wide Web.

e webWalk In this section, students gain an appreciation for the World Wide Web by
visiting interesting and exciting Web pages and completing suggested tasks. The last exercise
sends students into a Chat room where they can discuss topics presented in the book with
other students throughout the worid.

Milestones in Computer History

{ A colorful, highly informative eight-page timeline following Chapter 1 steps students through
the major computer technology developments over the past 50 years, including the most recent
advances and a glimpse of the future.

Guide to World Wide Web Sites

More than 100 popular Web sites are listed and described in a new guide to Web sites that
follows Chapter 7.
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Instructor S Support Materlals

A comprehensive instructor’s support package accompanies this textbook in the
form of two CD-ROM packages. The two packages titled Instructor’s Resource Kit i
(IRK) and Course Presenter are described in the following sections. Both packages are T
available free to adopters.

Instructor’s Resource Kit (IRK)

The Instructor’s Resource Kit (IRK) includes teaching and testing aids. The
CD-ROM (ISBN 0-7895-4533-0) is available through your Course Technology
representative or by calling one of the following telephone numbers: Colleges and
Universities, 1-800-648-7450; High Schools, 1-800-824-5179; and Career Colleges,
1-800-477-3692. The contents of the IRK are listed below.

ElecMan (Electronic Instructor’s Manual) ElecMan is made up of Microsoft Word
files. The ElecMan files include the following for each chapter: chapter objectives; chapter
overview; detailed lesson plans with page number references; teacher notes and activities;
answers to the winLabs exercises; test bank (100 true/false, 50 multiple-choice, and 70 fill-
in-the-blank questions per chapter); and transparency references. The transparencies are
available in Figures on CD-ROM. The test bank questions are numbered the same as in
Course Test Manager. You can print a copy of the chapter test bank and use the printout to
select your questions in Course Test Manager. You also can use your word processor to
generate quizzes and exams from the test bank.

Figures on CD-ROM Illustrations for every picture, table, and screen in the textbook are
available in electronic form. Use this ancillary to present a slide show in lecture or to print
transparencies for use in lecture with an overhead projector. If you have a personal
computer and LCD device, this ancillary can be a powerful tool for presenting your lectures.
Course Test Manager Course Test Manager is a powerful testing and assessment package
that enables instructors to create and print tests from the large test bank. Instructors with
access to a networked computer lab (LAN) can administer, grade, and track tests online.
Students also can take online practice tests, which generate customized study guides that
indicate where in the textbook students can find more information for each question.
Offline Web Companion The Offline Web Companion includes a fully functional copy
of the Microsoft Internet Explorer Web browser and all the inCyber Web pages referenced in
the margins of the book. This system allows your students to access the inCyber Web pages
without being connected to the Internet.

Interactive Labs Non-audio version of the eighteen hands-on Interactive Labs exercises
that take students about fifteen minutes each to step through help solidify and reinforce
computer concepts. Student assessment requires students to answer questions about the
contents of the Interactive Labs.

winLabs Solutions These files contain the solutions to the winLabs exercises including
answers to the assessment questions for the Shelly Cashman Series Interactive Labs.
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2 Three supplements"yan be used in con)unctlon with biscoverﬁg Comgizters 98 A Link to the
Future, World Wide Web Enhanced. These supplements reinforce the computer concepts
presented in the book.

 Audio Chapter Review on CD-ROM

r The Audio Chapter Review on CD-ROM (ISBN 0-7895-4594-2) vocalizes the end-of-chapter
review pages (see page 1.28). Students can use this supplement with a CD player or PC to solidify
their understanding of the concepts presented. This same Audio Chapter Review also is available ]

at no cost on the Web by clicking the Audio Chapter Review button on the review page at the
end of any chapter.
Shelly Cashman Series Interactive Labs with Audio on CD-ROM | e

The Shelly Cashman Series Interactive Labs with Audio on CD-ROM y ;SCOVEIu ,L},
(ISBN 0-7895-4595-0) may be used in combination with this textbook to e Wk .
augment your students’ learning process. See page xvi for a description of
each lab. These Interactive Labs also are available at no cost on the Web
by clicking the appropriate link on the winLabs exercise pages (see
page 1.34).

Record of Discovery (ISBN 0-7895-2841-X) also can be used with
the Shelly Cashman Series Interactive Labs. Students use this unique

journal to chronicle, analyze, and extend their experiences with the CD-
ROM or Web version of the Interactive Labs.

Study Guide
[ This highly popular supplement includes a variety of activities that help students
recall, review, and master introductory computer concepts. The Study Guide
complements the end-of-chapter material with short answer, fill-in, and matching questions,
along with other challenging exercises.

Shelly Cashman Online

Shelly Cashman Online is a World Wide Web service available to instructors and students of
computer education. Visit Shelly Cashman Online at www.scseries.com. Shelly Cashman Online is
divided into four areas:

e Series Information Information on the Shelly Cashman Series products.

e Teaching Resources This area includes password-protected data, course outlines,
teaching tips, and ancillaries such as ElecMan.

e Student Center Dedicated to students learning about computers with Shelly Cashman
Series textbooks and software. This area includes cool links and much more.

e Community Opportunities to discuss your course and your ideas with instructors in your
field and with the Shelly Cashman Series team.
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CyberClass — A Web-Based Teaching and Learning System

CyberClass is a Web-based teaching and learning system that adopters of Discovering Computers 98: A Link to the Future, World Wide
Web Enhanced can use in a traditional campus setting or distance learning setting. CyberClass is available in three levels so you can
choose the one that best fits your course needs.

CyberClass Level | — Free to adopters of this book
Students access this level by using their browser to display the www.cyber-class.com Web site. Level I includes:
» Twenty-five interactive flash cards per chapter that serve as a self-study aid to help students master chapter content
e Practice tests that enable students to test their mastery of a chapter; includes study guide feedback
e Case scenarios that show how corporations use computers
e A link to this book’s award-winning Web site

CyberClass Level Il — Available for an additional cost

Students purchase a floppy disk that allows access to this level. Level II access also requires a class key, user-id, and password. This
level provides the instructor with a customizable and secure Web site that can be used to organize and administer a campus-based or
distance learning-based course. This level offers both student and instructor these important educational tools:

For the Student For the Instructor
e Access to all CyberClass Level I capabilities © Post class syllabi
e Read class syllabi posted by the instructor e Post weekly assignments
e Read assignments posted by the instructor o Create and edit a class roster
s Send messages to and receive messages from class members » Send messages and receive messages and assignments from
and instructors students

Web-based testing using Course Test Manager

s Submit assignments electronically to instructor
s Access to a student bulletin board = Supervised chat, which can be used for online office hours,
e Post hot links for class members mini-lectures, group work, discussion groups, and more
= Electronic flash cards for every bold term in the book,
organized by chapter

e CyberChallenge, a self-study game

CyberClass Level lll - Available for an additional cost
Students purchase a floppy disk that allows access to this level. Level III access also requires a class key, user-id, and password. This level
provides the following:

o All the capabilities of Level I and Level II

o Audio-conferencing, which allows instructor and students to meet for Web-based lectures

« Live assessment, which allows instructors to send questions real-time to students who then respond back immediately




Notes to the Student

If you have access to the World Wide Web, you can obtain current and additional information on topics covered in
this book in three ways:

1. Throughout the book, marginal annotations called inCyber specify subjects about which you can obtain additional
current information. Enter the designated URL and then click the appropriate term on the Web page.

2. Each chapter ends with seven sections titled review, terms (Figure 1), yourTurn, hotTopics, cyberClass, winLabs,
and webWalk. The pages in your book are stored as Web pages on the Web. You can visit them by starting your
browser and entering the URL in the Address box at the top of the page. When the Web page displays, you can click
links on the page to broaden your understanding of the topics and obtain current information about the topic.

3. Using CyberClass, the Web-based learning system described on the facing page.

: 2 ; : inCyber annotations
Use the sections titled terms and yourTurn to prepare for examinations. In the terms provide additional current

section, display the Web page in your browser and then scroll through the terms. If you do information on a topic
not know the definition of a term, click the term on the Web page for its definition and a pic-
ture relating to it. Click the rocket ship to display a Web page with additional current infor-
mation about the term. In the yourTurn section, determine your answer to a question and
then click the blank line to see the suggested answer.

Each time you reference a Web page from Discovering Computers 98, a navigation bar
displays (Figure 1). To display a section within a chapter, click the chapter number and then
click the section name. For instance, in Figure 1, to display the cyberClass page for Chapter 5, For information on
click chapter number 5 and then click cyberClass. If the chapter number you want already aspects of the Internet,

: 5 S o : : including search tools,
displays in the navigation bar (example: chapter number 1 in Figure 1), then simply click the Chal: r:.)o?ns, arnd hoome

section you want. page creation, visit the

The exercises link displays a page containing links to all exercises in all chapters of the Discovering Computers
book. The news link displays pages that contain daily news about topics in each chapter of zigih(?‘m ;c's"igy::; '
the book. The home link displays the home page for the Discovering Computers 98 book. On dc98/ch1/incyber.htm)
the home page, if you click any of the section names, a page displays that contains links to and click Internet.

the section for all chapters in the book. The index link contains an index/glossary for the
entire book, together with definitions and appropriate pictures.

enter URL to cyberClass chapter numbers
display a page link and index links Figure 1
chapter B Dl -t At BEIES
number || B E& Vew Go Favoles Hep
index link
book section ‘
links

erms 1212/4/5]6|7(8 2110 | LL|12|13[14]1

d

N
3 R navigation bar
instructions 4 i s | yous Tun | e Toics | sy Class | winLbs | wehWalk | exerises | ness | hame
expfain hOW to use " : unbﬁbhﬁhﬂapﬁn‘mmﬂhmmhh':;
this page |y Internet
: keyboard =
[ hugtop congiiers book section
main memory )
picture displays omputers = links ‘
here 8 .
S hr 4
e click term to display
Lager versions of notsboak computers thet veigh between 8 @nd 15 pounds. (1.13) its deflnltlan and
a picture
=
click rocket ship for definition
adaditional current displays here
information about term ——




DISCOVERING COMPUTERS 98: A LINK TO THE FUTURE, WORLD WIDE WEB ENHANCED

Shelly Cashman Series Interactive Labs with Audio

Each of the fourteen chapters in this book includes the winLabs hands-on exercises. The eighteen Shelly

Cashman Series Interactive Labs described below are included as exercises in the winLabs section. These Interactive

Labs are available on the Web (see page 1.34) or on CD-ROM. The CD-ROM version is available at
an additional cost. Each lab takes the students approximately 15 minutes to complete using a personal computer
and helps them gain a better understanding of a specific subject covered in the chapter.

Using the Mouse
Using the Keyboard

Word Processing

Working with
Spreadsheets

Understanding the
Motherboard

Scanning Documents
Setting Up to Print

Configuring Your Display

mmmuummmmwlm

Shelly Cashman Series Interactive Labs with Audio

Function

Master how to use a mouse. The Lab includes exercises on pointing, clicking, double-clicking, and dragging.

Learn how to use the keyboard. The Lab discusses different categories of keys, including the edit keys,
function keys, ESC, CTRL, and ALT keys and how to press keys simultaneously.

Gain a basic understanding of word processing concepts, from creating a document to printing and saving
the final result.

Learn how to create and utilize spreadsheets, including entering formulas, creating graphs, and performing
what-if analysis.

Step through the components of a motherboard and build one by adding components. The Lab shows how
different motherboard configurations affect the overall speed of a computer.

Understand how document scanners work.

See how information flows from the system unit to the printer and how drivers, fonts, and physical
connections play a role in generating a printout.

Recognize the different monitor configurations available, including screen size, display cards,
and number of colors.

e

1

3

134

2.46

3.36

4.53

4.53
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