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Copyright notice, On receipt of this computer program and associated
documentation (the software), the author grants you a nonexclusive
license to execute the enclosed software. This software is copyrighted,
You are prohibited from reproducing, translating, or distributing this
software in any unauthorized manner,



Distributed By

The ATARI Program Exchange
P.O. Box 3705
Santa Clara, CA 95055
To request an APX Product Catalog, write to the address above, or call toli-free:

800/538-1862 (outside California)
800/672-1850 (within California)

Or cail our Sales number, 408/727-5603

Trademarks of Atari

ATARI is a registered trademark of
Atari, Inc. The following are
trademarks of Atari, Inc: 400, 410,
800, 810, 820, 822, 825, 830, 850,
1200XL.

Limited Warranty on Media and Hardware Accessories. Atari. Inc. (“Atari”) warrants to the original consumer purchaser that
the media on which APX Computer Programs are recorded and any hardware accessories sold by APX shail be free from
defects in materiai or workmanship for a period of thirty (30) days from the date of purchase. If you discover such a defect
within the 30-day period. call APX for a return authorization number, and then return the product to APX aiong with proof of
purchase cate. We will repair or replace the product at our option. If you ship an APX product for in-warranty service, we
suggest you package it securely with the probiem indicated in writing and insure it for value. as Atari assumes no liability for
loss or damage incurred during shipment.

This warranty shait not apply if the APX product has been damaged by accident. unreasonabie use. use with any non-ATARI
products. unauthorized service. or by other causes unreiated to defective mateniais or workmanship.

Any applicable implied warranties. including warranties of merchantability and fitness for a particular purpose. are also
limited to thirty (30) days trom the date of purchase. Consequential or incidental damages resuiting from a breach of any
applicable express or implied warranties are hereby excluded.

The provisions of the foregoing warranty are valid in the U.S. only. This warranty gives you specific legai rights and you may
also have other rights which vary from state to state. Some states do not allow timitations on how iong an implied warranty
lasts. and/or do not allow the exciusion of incidental or consequential d ges. 30 the above limitations and exclusions may
not apply to you.

Disclaimer of Warranty on APX Computer Programs. Most APX Computer Programs have been written by peopie not
empioyed by Atari. The programs we seiect for APX offer something of value that we want to make availabie to ATAR! Home
Computer owners. In order to economically otfer these programs 10 the widest number of peopie. APX Computer Programs
are not rigorously tested by Atari and are sold on an “as is” basis without warranty of any kind. Any statements concermng the
capabilities or utility of APX Computer Programs are not 10 be construed as express or implied warranties.

Atari shall have no liability or responsibility to the original consumer purchaser or any other person or entity with respectto
any claim. ioss. liability. or damage caused or slieged to be caused directly or indirectly by APX Computer Programs. This
disciaimer inciudes. but is not limited to. any interruption of services. ioss of business or anticipatory profits. and/or incigental
or consequential d ges resulting from the purchase. use. or operation of APX Computer Programs.

- Some states Ao not atiow the hmitation or exclusion of imptied warranties or of incidentai or cor ntial @ ges.sothe
apove limitations Or exciusions concerning APX Computer Programs may not apply to you.
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Introduction

OVERVIEW

Come into this nicely decorated parlor and meet the most patient
friend you could have to help you learn signing. In his casuval
attire, he puts you at ease as he signs anything you ask for, from
single letters (in a challenging game) to complex sentences, all at
the speed you request,

ADVANCED FINGERSPELLING is an excellent tool far learmning
two of the more difficult skills in signing! recogniring another
person’s signing, and keeping track of many signs in a sequence.

It’s surprising how foreign signs look when you see them from
the "opposite view," after you‘'ve learned to make them yourself.
It’s also easy to miss signs. You might be trying to recognize a
sign that’s gone befare while you're seeing new signs at the
same time.

ADVANCED FINGERSPELLING gives you plenty of practice in
both of these skills, providing you a friend who signs to you any
time you're in the mood. You may play a fun and always
challenging letter game to help improve your speed at recognizing
letter signs, or choose a variety of increasingly difficult levels
that help you improve your ability to follow a series of signs.

ADVANCED FINGERSPELLING is an excellent tool for the
intermediate signer also, because it gives practice in following
complex sequences of signs at advanced speeds.

REQUIRED ACCESSORIES
ATARI BASIC Language Cartridge

Cassette version

ATARI 410 or 1010 Pragram Recorder
32K RAM

Diskette version

ATARI 810 or 1050 Disk Drive
32K RAM ’



CONMTACTING THE AUTHOR
Users wishing to contact the author may write to him at!

11441 N.E. FBT‘QO
Fortland, OR ©7220

or telephone him at!

503/255~-4742



Getting started

LOADING ADVANCED FINGERSPELLING INTO COMPUTER MEMORY

1+ Insert the ATARI BASIC Language Cartridge into the cartridge
slot of your computer.,

2, If you have the cassette version of ADVANCED

FIMGERSPELLING:
a. Have your computer turned OFF,
b. Turn on your TV sat,

¢ Insert the ADVANCED FINGERSPELLING cassette into
the program recorder’s cassette holder and press REWIND on
the recorder until the tape rewinds completely, Then press
PLAY to prepare the program recorder for loading the
program,

d. Turn on the computer while holding down the START key.

e, When you hear a beep, release the START key and press
the RETURM key., The program will load into computer
memory and start automatically,

If you have ¢th diskette version of ADVANCED

FINGERSPELLING:
a. Have your computer turned OFF.
b. Turn on your disk drive,

c,» When the BUSY light goes out, open the disk drive door
and insert the ADVANCED FINGERSPELLING diskette with
the label in the lower right-hand corner nearest to you.
Close the door. (Use disk drive one of you have more than
one drive.)

d. Turn on your computer and your TV set. The program will
lead into computer memory and start automatically,



THE FIRST DISPLAY SCREEN

When the program has loaded into computer memory, the
following screen appears: .

ADVANCED
FINGERSFELLING
COPYRIGHT 1983 DUANE BOLSTER

Figure 1 First display screen



Using ADVANCED
FINGERSPELLING

MENU SCREEN

The first display screen soon disappears, It‘s replaced by the
menu screen, shown below!
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SELECT
HEKKKKK KKK KKK KKK K KKK K XK KKK KKK KK KKK KK

ECHO

LETTERS

WORDS

SENTENCES

FILEMAKER (Diskette versiorn only)

100 LFPM
xxx DISFLAY OFTION IS OFF xxx

Fiqure 2 Menu screen

USING THE SPECIAL KEYS

Press the SELECT key to step through the five selections on the
menu (Figure 2),» You can tell which selection you‘re on because
bright colors are cycling through it.

Press the up and the down arrows (without pressing the
CONTROL key) to increase and decrease the signing speed. The
signing speed is displayed in Letters Per Minute (LPM),

Press the OPTION key to turn the DISPLAY OPTION on and off,
When the DISPLAY OFTION is an, the letter of each sign is

displayed below it during the signing, With the DISPLAY OPTION
off, no letters appear under the signs.

When you‘ve made your choices, press the START key.



MENU SELECTIONS
ECHO

When you select ECHO, the screen changes to the picture of the
signing figure, with his hand in the "neutral" position. This
position isn‘t an official fingerspelling sign; it‘s used in the
ADVANCED FINGERSPELLING program to separate words and
identical letters.

The following instructions appear at the bottom of the screen;
TYFE AND RETURN DISFLAY OFTION IS ON

Type any capital letters or spaces (up to 120 letters), then press
RETURN. The program signs whatever you typed back to you. If
you want to see the same thing signed again, just press the
RETURN key when the instructions "TYPE AND RETURN/
DISPLAY OPTION IS ON [OFF1*" appear.

Press the OPTION key to turn the DISPLAY OPTION on or off
whenever the instructions "TYPE AND RETURN/ DISPLAY
OPTION IS ONIOFF1" appear.

You may change the signing speed during the ECHO selection by
pressing the up or down arrows. You hear a rising or falling tone,
but you don‘t see the LPM number, You may see the LFM number
if you return to the menu.

You may return to the menu at any time during ECHO by pressing
the ESC key.

LETTERS

This option lets you practice identifying letters that are linked
together in "words" up to five letters long. Since the letters are
selected randomly, they form nonsense words, You can‘t
anticipate what's coming next, so you have to know each letter.

When you select LETTERS, you see the following screen!



ESC FOR MENU OPTION FOR GRAPH

Rl i L L T R S ——

1 LETTER WORDS

0 LPM
0 CORRECT
0 HWRONG

FOR 20 LETTERS
PRESS START
TYPE 01 TO 99 FOR NUMBER OF LETTERS

Figure 3 LETTERS display screen

Type a number from 01 to 92 to select the number of "words"
youll identify in each set. If you don’t type a number, the
program signs sets of 20.

The statement "1 LETTER WORDS" under the word “SCORE"
shows how many random letters will be displayed as each “word."
Press the SELECT key to cycle the number from 1 ta 5,

After you choose the number of letters and the word size you
want, press the START key, Tou see the letters being signed on
the screen. Type each "word" after it’s signed. When you've
completed the selected number of letters (or pressed the ESC
key), the screen displays your score, how fast you typed the
correct letters (LPM), the number correct, and the number wrong.
At this time you may! .

e return to the main menu (press the ESC key)}
® repeat the same number of letters (press the START key);

e choose a new number of letters (type a number from 01 ta
99 or

® view the graph of scores (press the OPTION key while the
score page is being displayed),

Note. The graph doesn’t appear if your computer system has
32K of memory, the minimum required to use ADVANCED
FINGERSPELLING.



The graph shows the last nine scores, percentages calculated
according to the formula below. The number in inverse video
shows the latest score. After the ninth set, you retum to
set 1, but the previous scores remain on the graph,

You can clear and reset the graph. When the prompt "ESC TO
CONTINUE" appears above the graph, press the OPTION and
SELECT keys at the same time, You con’t see a change on the
screen right away, but whenever you retum to this graph,
you see that it’s been reset,

The score is calaulated by the following formulal
LPH X I of correct responses + correct responses -wrong responses X 2

Speed and accuracy have a heavy weight in the formula, with
an increasing bonus for the number of letters done, and a
moderate deduction for wrong choices.

With LETTERS, you can turn the DISPLAY OPTION on or off only
at the menu,

To quit before all the letters are signed, press the ESC key. Your
score at that point is displayed.

WORDS

When you select WORDS, a complete word that you can recongize
is signed to you. Type the word when you're instructed to. If
you're correct, your answer is immediately accepted and the next
word is signed. Don‘t press the RETURN key unless you want to
see the same ward signed again. Although the program prompts
you to type the words one by one, they fit together into
sentences,

You can change the signing speed during the WORDS selection by
pressing the up or down arrows. You hear a rising or falling tone
that shows that the signing speed is changing, but you don‘t see
the LPM number. Press the ESC key to return to the menu to see
the LPM number,

When you’re typing your answer, you see only A to Z, space, and
delete on the screen. The response of the keys is a little slow,

so don‘t type too fast, or the program might miss some of your
letters,

Before you type each answer, you have the option of tuming the

8



DISPLAY OPTION on or off.,

When yau're typing your answer, only correct letters appear on
the screen, You won’t see a wrong answer. This is particulary
useful in the SENTENCES selection since it prevents you from
typing a long sentence, and then getting frustrated because you
didn’t notice a wrong letter near the beginning of your answer,
This feature is especdially helpful for children.

You may return to the menu at any time by pressing the ESC key.

SENTENCES

The SENTENCES option is just like WORDS, except that an
entire sentence is signed to you, and you must answer by typing
the entire sentence correctly.

Note. The remainder of the instructions apply to the
diskette version only!

FILEMAKER

Creating a new file

You can put over 300 sentences on each diskette, in several
sessions or at one time,

After you select FILEMAKER, remove the ADVANCED
FINGERSPELLING program diskette and insert a blank formatted
diskette (or a diskette you’ve already used for this purpose).

Note. Make sure you’ve removed the write—protect tab from your
data diskette,

You see the following scteens
TO WRITE SENTENCES TO A DISKS
INSERT BLANK FORMATTED DISK OR AN
ESTABLISHED DATA DISK AND FRESS RETURN

TO ALTER SENTENCES ON AN ESTABLISHED
DATA DISK, INSERT DISK AND. FRESS OPTIOM

ESC TO RETURN TO MENU

Figure 4 Filemaker options
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Press the RETURN key., The following screen appears!
ESC FOR MENU

EACH SENTENCE MAY BE UP TO THREE
LINES LONG (113 LETTERS)

TYFE SENTENCE, THEN FPRESS RETURN

You may use the capital letters A through Z, spaces, and the
DELETE/BACKSPACE key when writing words and sentences for

your own file. When you finish typing a sentence, press the
RETURN key.

You may return to the MENU at any time by pressing the ESC
key'

Altering sentences pn an existing data diskette
To alter sentences on an existing data diskette, select the
FILEMAKER option from the menu, Insert the data diskette into
the disk drive, When the FILEMAKER options (Figure 4) appear,
press the OFTION key. The following screen appears!

FOR ALTERING SENTENCES

A) SELECT SENTENCE EBY WORDS

B) SELECT SENTENCE BY NUMBER (1-5)

TYFE A OR B FOR YOUR CHOICE
Press ESC to return to MENU

Figure 5 Altering sentences
When you type A, you see the following instructions!
TYPE SENTENCE TO CHANGE
?

Type any part of the sentence you want to change, always
starting with the first letter of the sentence. The program
displays the first sentence that begins with the letters or words
you typed. Type a new sentence to replace that one., Ifitisn’t
the sentence you want to change, press the RETURN key and the
next matching sentence appears,

10



When you type B, you see the Folluhing prompt:
SENTENCE NUMBER?

Type the number of the sentence you want to change., The
program displays that sentence on the screen and the following
instructions!

TYPE NEW SENTENCE AND RETURN
Press just RETURN to contirnuwe search
SPACE and RETURN to DELETE sentence

Type the new sentence and press the RETURN key. If you press
the RETURN key without typing anything, the program displays
the next consecutive sentence,

You can delete sentences you've entered. Use A or B, above, to
call up the sentence you want to delete, Press the SPACE BAR
and the RETURN key, The sentence is deleted, but the indicator
of the total number of sentences doesn’t decrease. The choices
for altering sentences (Figure S) reappear. You can replace the
sentence by typing a new one right away,

If you want to replace the sentence at a later time, you can
choose B to select the number of the sentence you deleted and
type a new sentence in its place,

If you don‘t remember which sentences you deleted, and you're
not sure where you’ve made a space for a new sentence, choose
A, Then type the following sequence!

SPACE .

ATARI LOGO KEY (FOR INVERSE VIDED)
D

RETURN key

The program finds the next deleted sentence. You ;:an replace it
with another sentence,

Using the data diskette
To use a diskette you’ve created with FILEMAKER, you can
replace the ADVANCED FINGERSPELLING diskette with your
data diskette any time after the ADVANCED FINGERSPELLING
program has loaded into computer memory. Then select either
WORDS or SENTENCES and continue as you did with the pragram,
above, ' 11






A py ATARI Program Exchange
P.O.Box 3705
¢ \ Santa Clara, CA 95055

We're interested in your experiences with
APX programs and documentation, both fa-
vorable and unfavorable. Many of our authors
are eager to improve their programs if they
know what you want. And, of course, we want
to know about any bugs that slipped by us, so
that the author can fix them. We aiso want to

1. Name and APX number of program.

Review Form

know whether our instructions are meeting
your needs. You are our best source for
suggesting improvements! Please help us by
taking a moment to fill in this review sheet.
Fold the sheet in thirds and seal it so that the
address on the bottom of the back becomes
the envelope front. Thank you for helping us!

Advanced Fingerspelling (227)

2. If you have problems using the program, please describe them here.

3. What do you especially like about this program?

4. What do you think the program'’s weaknesses are?

5. How can the catalog description be more accurate or comprehensive?

6. On a scale of 1 to 10, 1 being “poor” and 10 being “excellent”, please rate the follow-

ing aspects of this program:

Easy to use

Enjoyable
Self-instructive

Use (non-game programs)
Imaginative graphics and sound

User-oriented (e.g., menus, prompts, clear language)



7. Describe any technical errors you found in the user instructions (please ¢
page numbers). —

8. What did you especially like about the user instructions?

9. What revisions or additions would improve these instructions?

10. On a scale of 1 to 10, 1 representing “poor” and 10 representing “excelient”, how
would you rate the user instructions and why?

11. Other comments about the program or user instructions: -

From

STAMP

. A py ATARI Program Exchange
, P.O. Box 3705
()
\ Santa Clara, CA 95055

{seal here)



