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Setting up your Computer

For Disk: 3
1. Following manufacturer’s instructions, hook up your
computer and disk drive to a monitor or TV.

2. Insert the program disk into the disk drive and close
the drive door.

3. Turn your computer and monitor on.
4., Turn down the volume on your monitor.

5. If your disk drive does not automatically boot disks,
follow manufacturer’s instructions for booting the disk.

6. Select either Multiplication or Division from the
program menu.

For Cassette:
1. Following manufacturer’s instructions, hook up your
computer and program recorder to a monitor or TV

2.Insert the program cassette into the program recorder
following cassette label instructions.

3. Turn your computer and monitor on.
4. Turn down the volume on your monitor.

5. Load the program into the computer following
manufacturer’s instructions.

Program © 1983 Microcomputer Workshops
Program written by Don Ross



Program Objective

This SUCCESS WITH MATH™ program provides
comprehensive drill and practice in multiplication and
long division problems utilizing necessary addition and
subtraction. Once the program has been loaded into
the computer and either Multiplication or Division
selected, the program itself will take over and instruct
the user on how to proceed.

Program Descriptions

Multiplication

All problems are randomly generated so that a different
set of problems will be presented each time the program
is run. User may determine the size of the multiplier
up to 3 digits. The multiplicand in each problem will
always be 3 digits. For example: a user choosing 3 digits
might get a problem like this:

692
X 348
[ |

The white square, called a cursor, locates the position
of the next keyboard entry. Each problem is solved as if
the user were doing it on a piece of paper, one digit

at a time. The cursor continues to move after each
correct entry. Users must enter the carry even if it is zero.



692 User enters 6 in first column; cursor
X 348 moves to top of next column for the
6 carry.
1
692 User enters 1 above second column;
X 348 cursor moves to bottom of second
L[S column for next digit.

This procedure continues until the multiplicand has
been fully multiplied. The problem will then look like this:

692

X 348

5536
2768
2076
f

The final product may then be obtained using the rules
for addition with carrying. Remember that the carry
must always be entered even if it is zero.

All errors are immediately called out and the user may
then try a new answer. If a second error is made, the
correct answer for that step will be shown after which
the user may continue the problem.



Division

All problems are randomly generated so that a different
set of problems will be presented each time the program
is run. User may determine the size of the divisor up to
3 digits. For example: a user choosing 3 digits might
get a problem like this:

I
234)183690

The cursor locates the position of the next keyboard
entry. Each problem is solved as if the user were doing
It on a piece of paper. The cursor continues to move
after each correct entry.

7
234)183690 User enters 7; cursor moves below
| the 6 in the dividend.

At this point the user must multiply the divisor by the
first digit of the quotient following the rules for multipli-
cation with carrying. Remember that the carry must
always be entered even if it 1s zero.

g 7
234)183690 User enters 8; cursor moves above
8 the 3 in the divisor for the carry.

2 7

234)183690 User enters 2: cursor moves below
2 the 3 in the dividend.



This procedure continues until the divisor has been
fully multiplied. The problem will then look like this:

STl IR
234)183690

The new dividend is then obtained using the rules for
subtraction with borrowing. The problem will then look
like this:

1638

1989

The long division procedure is continued until the final
quotient is obtained.

All errors are immediately called out and the user may
then try a new answer. If a second error is made, the
correct answer for that step will be shown after which
the user may continue the problem. The user always
succeeds in solving the problem and knows exactly
where errors have been made.

Other programs in the Success With Math™
series from CBS Software:

Addition and Subtraction—Grade Levels 1 to 4
Linear Equations—Grade Levels 7 to 11
Quadratic Equations—Grade Levels 9 to 12



Notice

CBS Software values its customers and believes they
should be aware of their rights, not merely of ours,
under the Copyright Law. To that end, we quote for the
purchaser of this equipment the provisians of

section 117 of that law which contains limitations on
the exclusive rights of copying and adaptation which
that law gives, among other rights, to copyright owners
of computer programs:

“Notwithstanding the provisions of section 106, it is not
an infringement for the owner of a copy of a computer
program to make or authorize the making of another

copy or adaptation of that computer program provided:

(1) that such new copy or adaptation is created as an
essential step in the utilization of the computer program
in conjunction with a machine and that it is used in
no other manner, or

(2) that such new copy or adaptation is for archival
purposes only and that all archival copies are destroyed
in the event that continued possession of the computer
program should cease to be rightful.

Any exact copies prepared in accordance with the
provision of this section may be leased, sold, or
otherwise transferred, along with the copy from which
such copies were prepared, only as part of the

lease, sale, or other transfer of all rights in the program.
Adaptations so prepared may be transferred only
with the authorization of the copyright owner.”

Subject to those limitations, the purchaser of this
equipment is granted a paid up non-exclusive license
to use its software on one host computer.



CBS Software, A Unit of CBS Inc., Greenwich, CT 06836




