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Introducing FisherPrice
Learning Software,

Fora Lot of Little Reasons.



Kids Need
FisherPrice Today
More than Ever:

Achild’s world. For years Fisher-Price has been
aparcof it, helping little ones develop important new
skills as they play.
Bt now children are growing up in a new world,
aworld where computers offer exciting new experi-
ences. And we think that's reason enough for a new
kind of Fisher-Price product: Fisher-Price Learning
Software.

Je've spent a lot of time working with leading
educational software developers to make sure our
games offer the right combination of fun and educa-
tional value. We've covered five key areas of your

eaming development: Math. Language. Crea-
ty. Basic learning skills. And computer literacy.

Andall the games have been thoroughly kid-
tested, so we know they 're easy to play and offer
lasting fun value.
Allin all, there were some pretty big reasons to
develop Fisher-Price Leaming Software.
But mostly, we did it for the little ones.

This catalog lists many Fisher-Price Learning
Sofeware games. For children under 8 years old, look
on the red-bordered pages; for children up o 12 look
on the blue-bordered pages. You'llfind that all our
games are carefully designed for the appropriate age
and skill levels. Most Fisher-Price programs are avail-
able on cartridges for Commodore 647 Atari’

oleco Adam® home computers and ColecoVision?
For casy reference, check the chart on the back of
this brochure.

Look for the complete line of Fisher-Price

Learning Software ... for fun, for value, and for true
educational quality.
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Fisher-Price
Learning Software
Selector

Each Fisher-Price program focuses on one of five

key areas of skill development. Programs that teach

math, language, creative and learning skills are available

now. Compurer tercy programs which emphasie fun-
computer logic other

computerspecific skitlswill be available ke chi year

To find the right program for your child’s age group and

learning needs, check the chart below.
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