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SPECTAL WARNING

DUFLICATE STUDENT DATA DISHETTE EBEFORE USING THIS FROGRAM!

The THREE R MATH SYSTEM's Student Data diskette is unnatched to protect the software
against accdental erasure. However, this protection also prevents a program from
storing information on the diskette, The program you’ve purchased involves storing
information. Therefore, before you can use the program, you must duplicate the Student

Data diskette onto a notched disktte that doesn’t have a write-protect tab covering the
natch.

To duplicate the diskette, call the Disk Operating System (DOS) menu and select option T,
Duplicate Disk. You can use this option with a single disk drive by manually swapping
source (the APX diskette) and destination (a notched diskette) until the duplication
process is complete. You can also use this option with multiple disk drive systems by
inserting source and destination diskettes in two separate drives and letting the
duplication process proceed automatically, (Note. This option copies sector by sector. .
Therefore, when the duplication is complete, any files previously stored on the
destination diskette will have been destroyed.)






TABLE OF CONTENTS

INTRODUCTION . . & & &4 & & & = « &

T |
Overview . . & & ¢ 4 4 & & & 5 & « = o o » o » = 1
Required ACcessories . & o« ¢ + o o 2« 5 o s o 2 o 2
Program Outline « « « &+ o 4 o « 2 o 2 2 s o o« o« « 3
Stop! Stop! Stop! & & 4 i 4 e b e e e 5 = = = = o 4
FPassword Code « « +v ¢« o ¢ o o o 2 a 2 2 s s a « .5

USING THE STUDENT PROGRAM. . « & & ¢ o = o o =« o « s 23
Loading The Diske o« « 2 2 2 o o 2 2 2 » « o 2 2 223
Running The Main Student Program .. . . . . . .28
Student Programs Final Displays . « +v v o « o« «» 27
Student Data FileS. . &+ & v o o & o o = =« « » « 28
General Notes « « v« & 2 ¢ « o« o 2 e = o o« s s = .28

USING THE TEACHER DISK . & & ¢ o & o 2 o 2 s « o a « 29
Loading The Disk . &« & ¢ o« o o = o o s « a =« « =229
Disk Menu . o ¢ & & & ¢ o 2 o o« = o o s 2 s o » 29
Screen (TV) ReVIEW. « « = 2 « o « o 2 o =« 2« o » 30
Mini Summary Printout . « & & & a2 = 2 s e 2 s 230
Detailed Summary Prlntout « & = & 2 = = = s & & «30
Sample Mini Summary Printout. « « « « & + « « « 31
Sample Detailed Summary Printout. .« « « « « o «
Individual Printout . . & & & &v & o & & = « o « 233
Sample Individual Printout . . &« ¢« &+ v o & « « .35
Combined Printouts . . ¢« & « &« ¢ o = & =
Selected Printouts . & & ¢ &4 o & o « o = 2 « « 38
Teacher™s Name Program . . . « «v o o o « =« « » «36
Clear The File Program .« « v « « o s s s s o « 36

-m
-

L] - L] .36

CLASSROOM SUGGESTIONS . & & & 4 & 4 o o s « s s « o 37
Sample Student Password Record . .« . « « « - - .38
Summary for Using the Three R Math System . . . .39

APPEND I x - - - - L] - - L] - - - L . L - - - - - - L] - - 42
A— Password Code Manual. . . . . . . . . . . . .43
B—~ Duplicating the Student Data Disk . . . .






INTRODUCTION

OVERVIEW

The THREE R MATH SYSTEM-A is a basic math drill and practice
program. It uses a unique password system that allows the
teacher/parent not only to select a specific type and level of
problem to be worked, but also to set the amount of time the
problem is on the screen, the number of problems desired, and
the total time allowed to work the problems assigned. Once
the password is selected, the student only has to do two

steps: type his name and type the password! The THREE R MATH
SYSTEM-A takes over from there. :

This program is designed for students from kindergarten
through the _eighth grade level. It can also be used to
improve efficiency in using hand held calculators. Because of
the flexibility of the program, it can be used . for an entire
school system, in an individual classrcom, or in the home.

There are 101 specific difficulty levels of addition,
subtraction, multiplication, and division from which to
choose. These range from adding two one—-digit numbers to

multiplying a three digit number by a four digit number. The
levels are sequentially designed so that the student can work
on problems that are at his proper ability level.

In addition to being summarized on the screen at the end of a
problem set, the student’s results can be saved and printed

out later. Because all problems worked are given on the
printout with their correct answers, the student®s answers,
and the time spent on each problem, areas that cause

difficulty can easily be pinpointed and then discussed with
the student. Ten extra practice problems are also included on
each printout. These can be used in the discussion with the
student, as additional practice, or just for fun.

If thi= is used in a school setting, there is a program that
allows the teacher’s names to be added to the student’™s
printouts and to the summary sheets.

When this program is uwused with a class, a summary of each

student®s results is available. An autoprint program gives a
summary of all students” work and an individual printout for
each student. Suggestions are included in the documentation

for setting up a record keeping program so that only a minimal
amount of time has to be spent on bockkeeping.



REQUIRED ACCESSORIES

40K RAM
ATARI 810 Disk Drive
ATARI BASIC Language Cartridge

OPTIONAL ACCESSORIES
ATARI printer or equivalent printer
CONTACTING THE AUTHOR

Users wishing to contact the author about the THREE R MATH SYSTEM-A may phone or write to
him at!

2823 Alta St.

P.O. Box 371

Los Olivos, CA 93441

(Ph. 805-488-8270)



FROGRAM OUTL INE

The THREE R MATH SYSTEM contains a TEACHER DISK and a STUDENT
DATA DISK. The main student program, the printout programs,
and all related programs are on the TEACHER DISK. The STUDENT
DATA DISK contains several data files necessary for running
the student program and a large data file to store information
from each student’s session of working on the program.

The student program gives the student randomly generated basic
math problems. The type and level of difficulty of these
problems have been selected by the teacher from a catalog of
101 different kinds of problems. The teacher is also able +to
specify the length of time the problems remain on the screen,
the total time the student can be at the computer, and the
number of problems the student should do. All of this is
given tc the student in the form of one simple seven .character
password. The student just has to type in his name and the
password to start the student program.

Following the prompts, the student program is loaded into the
computer from the TEACHER DISK. You are told to insert the
STUDENT DATA DISK before this program can be run. At this

point the TEACHER DISK does not need to be used again to run
the student program.

At the end of the student’s session he may elect to save his
problem information for a printout at a later time. This
takes about 10 to 1S5 seconds. After this is done the program

recycles back to the beginning. It is then set for the next
student to use.

At the end of the period, day, weel, or whenever it is
convenient for the teacher, the teacher program can be loaded
from the TEACHER DISK. Ry selecting from a variety of options
from the teacher program menu, you will be able to view the
students” data in a variety of forms. These range from a
screen (TV) summary of each, to a detailed printout of each

student®s work. All of these are explained in detail in the
following documentation. '



sSTORF ! STOFRF ¢ sSTOF !

The best part of any new computer program is to see it
actually work rather than spending hours reading over its
documentation. To demonstrate the ease with which the THREE F
MATH SYSTEM can be used. run the program according to the
following directions. While this will not give you an idea of
all the powers of the system, it will demonstrate the main
features of the student program. The choice of problem type
and difficulty will be discussed in the PASSWORD SECTION. The

various types of printouts and student record data will be
covered in the TEACHER SECTION.

() 1. Load the ATARI BASIC language cartridge
into the left slot of your computer.

() 2. Turn on your disk drive. When the RUSY
light goes out, open the disk drive
door and insert the TEACHER DISE.

( ) 3. Turn on vyour computer and TV set. A
menu will automatically load.

() 4., Press 1 (Student Program).Insert the
STUDENT DATA DISK when instructed.
‘Press [STARTI.

u

Fress [START] when instructed by the
next display.

( ) 6. Type your name. Press [RETURNI. Type Y.
¢ ) 7. Type E 4 B P F A A . Type Y.

[This will set up a program to give vyou
O subtraction problems(a 2 digit number
subtracted from a I digit number with
no regrouping). They will remain on
the screen for a maximum of 15 seconds.
You will have a maximum of 5 minutes to
complete all of them.  This is but 1 of
101 problem choices you have and only 1
of over 100,000 program format choices
vou have. ]

( ) 8. When a problem appears,type your answer.
If correct, press any key to continue.
Be sure to miss at least one problem to

see how the program’s error function
operates.

{ ) 9. When the last problem is completed, a
"letter" and summary of the set will
appear. After checking this summary,
type N , press [RETURNI , and then
type E . This will take you to the
original display.

Mow that you have an idea of what is involved with the THREE R
MATH SYSTEM, continue reading this documentation to find out

how you can set this up in your schoeol or home.
_4_

»



FAaSSWOoORD CODE

The strongest parts of the THREE R MATH SYSTEM-A are the ease
with which the students can use the program and the ability of
a teacher/parent to assign specific types of problems which

the student can work. There are 101 different types of
addition, subtraction, multiplication, and division problems
available. The speed, number of problems, and total time

allowed can also be controlled.

The following is a brief description of the different
letters/numbers used in the password that must be typed into
the computer to run the main student program. There are seven

parts to each password. Each part tells the computer your
specific requests for running a program.

The student does not need to 1learn the function of .each part
of the PASSWORD. He/she simply types it into the computer.
The computer takes over from there. A detailed explanation is
given in the CLASSROOM SUGGESTIONS section on how to set up a
system in vyour classroom/home to eliminate much of the
bookkeeping that is associated with a program such as this.

FART DECRIPTION

1./2. The first two spaces require a letter and a number.
These designate which one of the 101 programs vyou want
to work on. Details are given on “the following pages.

=, The third letter sets the number of problems the

student is to work. This can range from S5 to 70 or not
be set at all.

4, The fourth letter sets the amount of time the problems
will be displayed on the screen (speed). This can be
set from 1 second to 90 seconds or not be set at all.

S The fifth letter sets the maximum number of minutes the
student is allowed to work on the program. This time
starts after the student enters his name and password.
When the time is up the computer will automatically
send the program to the final letter and summary even
if the specified number of problems have not been
worked. This time can range from 1 minute to 25 minutes
or not be set at all.

6./7. The sixth and seventh letters are to be used only if
you will be using a printer. If the printer IS NOT to
be used., type "A" for both of these spaces. The sixth
letter sets the minimum percentage required to get a
positive response on the printout. The seventh letter
sets the teacher’'s name to be used on the printout. See
the "Teacher®s Name Frogram" section for specific
directions for setting these.



THREE R MATH SYSTEM-A: STUDENT FASSWORD FORM

L S ettt e2223223233333 283 a0t
L2222 2232822200222 23222233333 3233333833383 2333283233ttT

L2288 XKk XXk X% ¥k k XXX XXk X¥kKx
L2228 L8 3 | L2 3 XXX KK X Xx% X¥% L2288
L2228 LS & | £ 2 8 kX XXX Kxx XXX okokkx
Xrkkx kX Xk x L2 3 ok k XXX L8 3 Yokkokx

XEEEKK 1 kKKK 2 KKKXX T KKKKX 4 XKKKXK S KKKKK & KKKKXK 7 KEKKKK
33K K KOROK KKK K KKK KKK KKK KKK KRR KKK KKK KKK K KKK KKK KKK KKK KKK KKK KKK KK

PROGRAM PROGRAM PROBLEMS SFPEED TIME GOAL TEACHER
START: __ ________ STOP: ___ _ FPROBLEMS: __________ SPEED: ____ _
NAMES: __ —_ —_———— - _GRADE: _____
TEACHER: ROOM:

COMMENTS:



1—=
Frogram
Letters

See
Froblem
Codes

THREE R MATH SYSTEM-A

No. of
Froblems

A-Not Set
B- ©

C- 10
D- 15
E- 20
F- 25
G- 30
H- 35
I- 40
J- 45
k—- S0
L- S5
M- &0
N—- 65
0~ 70
P-Z

(Not Set)

£
Speed Per
Problem
A-Not Set
B~ 1 Sec.
C- 2
D- 3
E- 4
F- S
G- 6
H- 7
I- 8
J- @9
K- 10
L- 11
M- 12
N- 13
0O- 14
FP- 15
Q- 146
R- 17
S- 18
T- 19
U= 20
V= 30
W— 40
= 350
Y~ &O
- 20

=

Total
Time
A—-Not Set
E- 1 Min.
c- 2
D- 3
E- 4
F- B
G- &6
H- 7
I- 8
J- 9
kK= 10
L- 11
M- 12
N= 13
0- 14
FP- 15
Q- 16
rR- 17
5- 18
T- 19
U= 220
V- 221
W—- 22
X- 2=
Y- 24
- 25

FASSWORD CODE KEY

)
Min. %

Correct

A-Not Set

B—-

b

L-Z

(Not Set)

10%

20%

Z0%

407%

SO%

100%

7
Teacher s
Name



A D DI T I O N

CODE FRORLEM SAMPLE

Al i Add two 1 digit numbers : 1 b}
H (Numbers from 1 to 5) : + 1 + 95
: !

A2 ! Add two 1 digit numbers ' 1 4
d (Sums less than 10) ! + 1 + 0
1] ’ U [
] 1

A 3 i Add two 1 digit numbers | S Q
H (All sums greater than 10) | + 6 + 9
H ! - ———

A4 i Add two 1 digit numbers H 2 8
: (Any sum) H + 3 + 6

A S i Add a 2 digit and 1 digit H 11 8
i number (No regrouping) H + 1 + 1

A & i Add a 2 digit and 1 digit : 11 9
i number (All regrouping) | + 9 + 9

A7 Add a 2 digit and 1 digit 23 &7

]
1]
number {(Mixed) ; + 5 + 8
i
H



A D DIT IO N

CODE PROEBLEM SAMPLE
B 1 Add two 2 digit numbers 11 a8
+11 +11

: (No regrouping)

D Y p———

B 2 ! Add two 2 digit numbers H 19 9
| (All regrouping) : +11 +99
! i

B 3 i Add two 1| or 2 digit : 15 99
i numbers (Mixed) : + 3 +87

E 4 i Add twe 2 digit numbers H 2 o8
H (Mixed) ! +13 +86

B S i Add two I digit numbers H 111 798
H (No regrouping) ! +111 +201
H :

B & i Add two I digit numbers : 111 P92
: (All regrouping) : +109 +999

kR 7 : Add twe I digit numbers : 23 e
H (Mixed) ! +10T +388



A D DX T I O ™

CODE FROELEM SAMPLE

i Add two 2 or I digit H
H numbers (Mixed) H + 11 +888

i Add three 1 digit numbers ! 2 Q@
! (Mixed) ' H 1 Q
H ' + 3 + 9
c 3 H Add three 1,2,0r 3 digit H 1S 699
H numbers (Mixed) H 3 487
H : +211 +678
cC 4 H Add three 1 or 2 digit : 2 98
: numbers (Mixed) H 1= 86
! ! + 1 + 99
cC S H Add three 2 or = digit H 11 98
H numbers (Mixed) : 11 201
! : + 11 +989

- 1(:) -—



S U BE T R a C T I O ™

CODE FROELEM | SAMPLE

D1 ; Subtract a 1 digit number H 2 9
: from a 1 digit number H -1 - S

D2 i Subtract a 1 digit number H 11 9
H from a 2 digit number H -1 - b
: (No regrouping) H it ———

D 3 i Subtract a 1 digit number H 15 98
i Ffrom a 2 digit number | - 6 - Q
H (Regrouping) H —— -

D 4 i Subtract 7, 8, or 9 from H 17 8
H a 2 digit number ! - 7 -9
: (Mixed) : — —_

DS ! Subtract a 1 digit number : 11 o8
: from a 2 digit number ' -1 - 9
H (Mixed) ! ———




5 U B T R & C T I

FRORBLEM

SAMPLE

Subtract a 2 digit number
from a 2 digit number
{No regrouping)

Subtract a 2 digit number
from a 2 digit number
(Regrouping)

Subtract a 2 digit number
from a 2 digit number
(Mixed)

Subtract a 2 digit number
from a 3 digit number
(N regrouping)

Subtract a 2 digit number
from a 3 digit number
(Regrouping)

Subtract a 2 digit number

from a 3 digit number
{(Mixed)



CODE

S U B T R a C T I O

FROEBLEM

SAMPLE

Subtract

-

from a 3

a 3 digit number
digit number

(No regrouping)

111
- 100

Subtract

-

a 3 digit number

from a 3 digit number
{Regrouping)

Subtract
from a 3
{Mixed)

Subtract
from a 4

a 3 digit number
digit number

a 3 digit number
digit number

(Regrouping)

Subtract
from a 4
(Mixed)

a 3 digit number
digit number

S S S e S S0 S i S S e G e G020 G et S S S S S S et St S S S S S oo S S S v T S

Subtract

a 4 digit number

from a 4 digit number
(Regrouping)

Subtract
from a 4
(Mixed)

a 4 digit number
digit number

112X
—-1010



MUOL .  TIFLICASTION

FROBLEM

2's multiplication t

able

4°s multiplication

H 1 12
i M2 w 2

H
table H 1 12
H x 3 v X
table H 1 12
. i *» 4 » 4

[}
table H 1 12
: X oS ¥ 9
table H 1 2
H ¥ b v b
table 1 12
4 T



MUL TIFLICATION

CODE FROEBLEM | SAMPLE
H 1 8°s multiplication table 1 12
®x 8 % 8

H 2 H ?"s multiplication table ! 1 12
H i ® 9 X 9
H :

H 3 H 10°s multiplication table ! 10 12
! H ® 1 %10
! H - -
H }

H 4 : 11°s multiplication table | 11 12
! : # o1 1t

H S i Jd2°s multiplication table ! 12 12
: H x 1 %12

15 -



MUL TIFLICATION

CODE FROEBLEM SAMFLE
I1 2°s, 3’5, or 4°g i 12
w2 X 4

1
i1 multiplication tables

: 4°s, S's, or &°s H 1 i2
: multiplication tables H % 4 ¥ b
] )
I = : &’s, 7's, or 8°s : 1 2
: multiplication tables H - % 8
I 4 H 7's, 85, Or ?°s H 1 12
H multiplication tables : w 7 6 9
15 H 7°s through 12°s i 1 12
H multiplication tables H x 7 12
I &6 2°s through 12°s 12

; ! 1
} multiplication tables ! ®x 2 212



MULTIFLICASTION

CODE FRORBLEM SAMPLE
J 1 Multiply a 2 digit number 11 P9
by a 1 digit number (2 - 5) ® 2 ® 9

J 2 i Multiply a 2 digit number : 11 99
i by a 1 digit number (4 - 9)} X 4 9
H ! ——— —_—

J 3 i Multiply a 2 digit number : 11 @9
i by a 1 digit number <(Any) ! x 2 % 9
1 1

J 4 ' Multiply a 3 digit number H 123 ?89
i by a 1 digit number (2 - 5)! x 2 x 9

J S i Multiply a&a 3 digit number H 101 789
i by a 1 digit number (4 - 9)! x 4 *x 9

J 6 H Multiply a 3 digit number ! 111 898
H by a 1 digit number (Any) | x 2 % 9



MUL TIFLICASATION

CODE FRORBLEM SAMFLE

ko1 i Multiply a 2 digit number H 11 @9
i by a 2 digit number H ¥ 10 ® 19
: (10 - 19) H ——— ———

k2 i Multiply a 2 digit number : 11 92
i by a 2 digit number H » 11 M 99
' (Any) : —_—— ————

| S i Multiply & 3 digit number : 121 898
i by a 2 digit number H ¢ 10 ® Q0
: (10,20,30, caad) ! ———— ——
H :

K 4 i Multiply a 3 digit number i 123 ?89
i by a 2 digit number H » 11 » 19
H (11 - 19 - j —— ———

kS i Multiply a 3 digit number : 101 882 .
i by & 2 digit number } ® 10 X 99
} {(Any) ' —— —_——




MUL TIFLICATION

CODE FROERLEM SAMPLE
L 1 i Multiply a 3 digit number ! 111 999
i by a 3 digit number H ®» 101 ¥ 199
! (101 - 199) i memem— e
L 2 i Multiply a 3 digit number H 123 898
i by a 3 digit number H » 111 »o9Q
: (Any) P mm— —_———
H :
L3 i Multiply a 4 digit number H 2121 9898
i by a 2 digit number H w 11 Y i9
; (11 - 19) P memem— e
L 4 i Multiply a 4 digit number ! 1123 8989
i by a 2 digit number H x 11 ®x 99
H {ANY) P mmem— e
LS Multiply @ 4 digit number 1010 7889
x 110 ¥ 699

-1 by & ¥ digit number
) {Any)




FROBLEM

—.....__—._._.—_._..._—.—_..._-—_...._-—.—-_—.—-—_—__.—_._._.—.__—_—_—.__—_——.———.—.——_—__——.-—-_—.—._

S e e ot e e Chows omee s 2o e S Saame Soave e eSS S e e G Soees o SSeet o2 Seame o e et Sanen SSeee e Setw S S G $304% oo " o S St donn

e e T p——

10°s division table

I O KN
SAMFLE
: 2 /2 2 /24
!
! 3 /3 3 /36
!
! 4 /4 4 /48
1
! 5 /5 5 /60
: 6 /6 6 /72
: 7 /7 7 /84
:
; 8 /8 8 /96
; 5 s9° % /108
! 10 /Ia~ 10 /356—
; 11 /11 11 /132
12 /12 12 /144



D I W S I O N

CODE PROBLEM SAMPLE
e _E' 24 divided into 848+ 2 /& 4 g5
__;“;___E'"ZZQ'_;ZZIQQQ"IQZ;_I;Z;;'_—_E____—"Z"ZE%Z"_";_Zééz__—'
“_;";_'—E'";I;"";ZZIQ;Q—IQZ;_I;I1oa G eAT o
“:;“—E 9-1:;ivided into :;:44 -E" —9 /18" 1;.,_/'17;;—“
es oz aivises ine w0s 1 2/E 5
_";';""E__;:I;_;IZZQQQ_IQZ;~I;-144 '_; e
'_;_;‘"'E'_;II;'QIZZ;;;_ZQtD omtan "E A
_—;_I"_E";:Z”;ZZZ;;;_into — 2 55 4 o
02 1 ae divided into 100-500 —’E ------ . T 6 AFE
"’;';'"'Z'";I;"'QZZZQQQ"ZZZQ—IQQI;;;'°E__""‘;"Z§éé:"_;'ﬁ£§éi—"°
04 i 91z aivides anto toose0 |+ /TG 12 A
“;‘;"‘;“;:;“;:::;;;‘:;;;“:;;:;;;"‘;“““;‘;;;;3“‘;‘;;;;1“‘
06 1 61z eivides anto tooson 1 e i35 12 EE



D I Vv I S I O N
CODE  PROELEM SAMPLE
RS 1 20m60 aiviaed into 100999 1 20 /T ao 5
-—;_;“E—z-? divided 1;1:«: :;;;:9999—=: 2 /1656: ; /5;;;“—
“R 5— 11—:; divided into 1000-9999 i 11 /1100 15 /;;56
";T}_;;I;;'QZZZ;;;”Z;Z;_I;;;I;;_E";;'Eé;% _____ 0o /5555
- me



USING THE STUDENT FPROGRASM

LOADING THE DISHK

1. Insert the ATARI BASIC cartridge into the left slot of vour
computer.

r

. Turn on vyour disk drive.

2

. When the BUSY light goes out, open the disk drive door and
insert the THREE R MATH SYSTEM-A, TEACHER DISkK.

4, Turn on vyour TV set and computer. The menu will load in a
few seconds. You have two options: 1) Student FProgram and
2) Teacher Program. Fress 1 (Student Program).

S It takes about 35 seconds to load the student program. The

first display tells you to insert the STUDENT DATA DISK.
Do this and press L[START].

6. Figure one will now appear on the screen. This is the
start display to which the program will return when the
student is done. Press [STARTI.

THREE R MATH SVYS.

KK KKK KKK 0K KK K KK KK KKK KK K KK KKK K XK

X X
X PRE®SS X
¥ X
¥ [STARTI X
¥ X
X TO BEGIN X
¥ X
L2 2222822222333 3 33333333883 TTLL

L FIGURE 1 - START DISPLAY 1

T -



HFUNNING THE MAIRN STUDENT FROGROM

After Figure 1 appears, follow the prompt and press [START].
Figure 2 will be the next display.

WHAT IS YODUR NAME =

Type your name then press [RETURN]

[ Figure 2 - Name Display 3]
A maximum of 10 spaces can be used for your name. These can
include letters, blank spaces, or a period. If any other kevys

are pressed they will be ignored until one of the allowable
keys are pressed. As the keys are pressed they will appear on
the screen. If the allowable number of characters is
exceeded, the screen will automatically clear, tell vou to use
a shorter name, and tell you to press any key to start again.

If you make an error while typing your name, presse [RETURNI.

When the next display appears, type N . This will return you
to the above display.



After you have entered your name and pressed [RETURN] Figure 3
will appear on the screen.

18 THTIS CORRECT??

Y / N

{Your Name)

[ FIGURE 3 - CHECK DISFLAY 1

If your name is not correct type N . The program will then

go back to Figure 2. If correct type Y . Figure 4 will then
appear on your screen.

(Your name), WHAT I
Y OUR PASSWORD

Press [TRETURN] if you make a
mistake.

[ Figure 4 - Password Display 1]

Your FASSWORD has already been obtained using the FASSWORD
MANUAL . (See pages S-22 for a complete password description.)
If you make a mistake while typing the password, press
[RETURN]. This will clear the password and allow yvou to begin
again. When you enter the last (seventh) letter, the screen
will avtomatically go to a password check display. If the
password is correct type a Y . If incorrect type a N .
Figure 4 will then reappear.

So far, a student using this program-has had to do only two
things: type his name and password. This 1is one of the
reasons why this program is ideally suited for even young
children. All decisions as to which program to run have been
made by his teacher or parent.

After yvou have tvped Y +to indicate that the password ic
correct, the computer will take five to ten seconds to obtain
the program requested. During this time a "GET READY. SET™
HERE YOQU GO." display will appear.

raap



The problem display {(Figure 5) will now appear. The numbher in
the upper left corner tells the number of the problem vou are

currently working. The number in the upper right corner is
the countdown timer. At any time vyou carn end the program by
pressing the " ¥ " kevy. This will take vou to the ending

"letter" and final summary.

LLLLLLPIIILI 0007000277777 0777/7777277777
LLLLLILL7 0077777777777 7777777777

#1 // VAR
’/ 2 3 /7
117177 + 1 2 11177
Y /1177
17777 ? 11777
17777 /1777

LELIIILIL IS0 00777777777777777777777
PREGSS X T O END

[ Figure S - Froblem Display 1]

After you have calculated vour solution, type in the answer.
You do not need to type [RETURN] after it is entered. Once
you have entered a number, you CAN NOT go back to change it.

IF YOUR FIRST ANSWER IS CORRECT. the screen will flash, sounds
will "congratulate" vou, and a randomly selected positive
message will appear at the bottom of the screen. Press any
ey for your next problem.

IF YOUR FIRST ANSWER IS INCORRECT, a new display will appear

with the same problem. Your incorrect answer will not be
shown. Recalculate your answer (do not enter it yvet). Press
any key. The screen will return to Figure S (your original

problem). Now you may enter vour corrected answer. During the
display after vour incorrect answer, the countdown timer was
not running. This should eliminate any pressure a student
might feel to rush through the second time to get the answer.

IF YOUR SECOND ANSWER IS CORRECT, the display will be the same
as for a correct first answer.

IF YOUR SECOND ANSWER IS INCORRECT, the problem and the
CORRECT answer will be shown on the screen. Study this
answe . For the next problem press any key.

IF YOUR TIME IS UF,a new display with the same problem will
appear on the screen. Study the problem and calculate the
answer . When vyou press any kev the screen will return to
Figure S and vour problem. Now enter vour answer.



IF YOUR TIME IS UF A SECOND TIME, the problem with the correct
answer will be displayed on the screen. Study the problem and
answer. For the next problem, press any key.

STUDERMMT F“F?CJESF?#%Fﬂ’_ES FINAaL DISFL_éeY

I¥ you have completed the specified number of problems or your
total time is up, a "letter" from the computer will be shown
on the screen. This will tell vyou how many problems you

worked and also instruct you to press any key for your final
SUMMAry.

Your final summary will give vyou the number of problems
correct, wrong, etc. It will alse give you a score. This
score is based on the percentage of problems correct, minus
points for the percentage incorrect, and multiplied by a
percentage time factor.

At the bottom of the display will be:

S AVE FPRINTOUT?® Y / N

If you type "Y",.the computer will save all of vour problem data
on the STUDENT DATA DISK. It will then return to the original
display (Figa 1. This will take about 10 to 20 seconds
depending upon the number of problems worked.

I¥f vou answer with an " N ", follow the additional prompts.
Next you will have to type [RETURN1. At this point vyou may
change your mind and type a " Y " to save the data. If vou
press [RETURN] vou are then instructed to copy vour results

and then type " E ", You will then be returned teo the
original display (Fig. 1). :

Refer to the TEACHER DISK section for a complete description
of the information available on the various printouts.



STUDENT FPROGRAM—STUDERMT DaTae FILE

Each time you save a student problem data set by typing " Y "
for the "SAVE PRINTOUT? Y/N" prompt, the data is saved in a
special file on the STUDENT DATA DISK.There’s room to save
from about S0 to 150 different sets of data depending upon the
number of problems worked. If you should ever try to exceed
the capacity of the disk, a prompt will instruct you to clear
the student problem file on the disk before using the STUDENT
DATA DISK again.The current data set will be saved and not
lost.

The student data on the disk is in the order in which it was
entered. There is not a "sort" option available.

WHENEVER THE PRINTOUT OR OTHER OFPTIONS ARE RUN ON THE DATA,

THE STUDENT DISK SHOULD BE CLEARED BY USING THE CLEAR THE FILE
PROGRAM ON THE TEACHER DISK.

The data in the student data file can not be harmed other than
by physical abuse to the disk. If the student does not have
the TEACHER DISK, there is no way that he has access to the
data file.

STUDENT FROGRANM— GENERAL. NOTES

Once the student program from the TEACHER DISK is loaded, most
of the keys,other than those required, are disabled. The
purpose of this is to try to eliminate the student
accidentally typing a "wropg" key.

The "Delete Rackspace" key has been eliminated primarily
because of the younger students using the program. It has
been found that it is easier for them to ‘"start over" rather

than to try to "erase" part of a word to correct it.

While it 1is generally not standard procedure to not let a
student correct an answer once entered, in this program it is
done for a specific reason. When a student is practicing his
basic facts (68 S =, 7 + 2 =, etc.) part of the learning
occcurs by associating the answer with the problem. I+ the
student®s incorrect answers were allowed to remain on the
screen and he learned to associate the incorrect answers with
the problems, the program would be more harmful than
beneficial teo him.

The only key that is "alive" throughout the entire program is
the [SYSTEM RESET] key. By pressing this at any time during
the program, the current program will be cleared and all the
data will be lost for that student. The word "READY" will
appear in the top 1left corner of the screen. If a student
"accidentally" presses [SYSTEM RESET]. type RUN and press
[RETURNI]. This will take you to the beginning of the Student
Frogram.



USING THE TEACHER DISK

LOADING THE DISK

Use the same procedure for loading the TEACHER DISK as give on
page Z3 for loading the Student Program. (Insert the TEACHER
DISK. Turn on the computer. If it is on, type RUN "D:MENU" and
press [RETURNJl.)

At the Ffirst display, press 2 (TEACHER Program). The
following display (Fig. &) will be the next one on the screen.

THREE R MATH SYSTEM-A
PRINTOUT MENU
BY DAN ROHR COPYRIGHT (C)1982

1. SCREEN (TV) REVIEW

2. MINI SUMMARY PRINTOUT

3. DETAILED SUMMARY PRINTOUT

4. INDIVIDUAL PRINTOUTS

. SCREEN (TWV) REVIEW AND
MINI SUMMARY PRINTOUT

6. MINI- SUMMARY PRINTOUTS AND
INDIVIDUAL PRINTOUTS

7. DETAILED SUMMARY PRINTOUTS
INDIVIDUAL FPRINTOUTS

8. SPECIFIED INDIVIDUAL PRINTOUTS

?. TEACHER®'S NAME FPROGRAM

10. CLEAR THE FILE

TYPE SELECTION NUMBER AND [RETURNI

[ Figure 6 Teacher Disk Menu 1

Following is a detailed discussion and various examples of the
use of each of the above programs. In all of these programs
vyou will have to insert the STUDENT DATA DISK when instructed.
IF the incorrect disk is in the disk drive,you will be told to
insert the correct one. No information or data will be lost.

In any program using the printer, be sure that the paper is
lined up before you start. The program is designed so that it
will automatically space to the top of the page before
starting the next page. Also be sure that the interface
module , printer, and printer "on line® switch are on before
beginning the printout.



TEACHER DISHKE —1 . SCREEMN (TN D RENVIEW

By selecting this option vou will be able to quickly view all
cf the records in the student data file. @A basic summary for
each student record will be scrolled on the screen. To stop
to examine a record, SIMULTANEOUSLY FRESS the [CTRL] key and 1
(number one). To start again repeat the same procedure.

At the end of the file vou will be told to press [ RETURN ]
to go back to the printout menu.

TEACHER DISK—T].MINI SUMMSRY

By selecting this option vyou will get a one line summary of
each of the records on file. This is the quickest way to get a
hard copy of the information that is on the file. Page 31 is
a short sample of a mini summary. If the number of correct
problems plus the number of incorrect problems do not add up
to the total number of problems, don’t start worrying about

your computer®s computational ability. Problems not worked
are not shown on this printout.

TEACHER DISH -—SZ.DETAILED SUMPMESFY

By selecting this option you will receive a detailed summary
of each record on file. This not only includes all the
information available on the mini SUMMr Y 4 but also the
answers to the sample problems that are included on the
individual student printouts. A sample of the detailed
printout summary is given on page I2.
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FRISTI
DAVID
JANET
STEVE

FROG.

D1AFPDHC
D1AFDHC
ASAFDHC
F1AFDIC
D2AFDID
DI1AFDID

MATH SYSTEM-A

RIGHT (%)
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18(100%)
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STUDENT FILE SUMMARY
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MR.EBELL
MR.BELL
MR.RBELL
MR.BELL
MRS. JONES
MRS. JONES



THREE R MATH SYSTEM-A STUDENT DATA FILE SUMMARY
# 1 KRISTI SCORE (2000) . .FROG. (I5EKKGC) . . NO.PROB. (20) . .SFEED(10)..G0AL (&0 )
(MRS. SMITH) FROB.TIME(Z MIN J0 SEC)...TOTAL TIME(S MIM)...SET TIME(10 MINJ
ANSHERS FOR EXTRA PROBLENS 1) 40 2) 84 3) 4 4 33 5) 84 6) 24 7) 14 8; 38 9) 43 10) 8
CORRECT | 18T TIME! 2ND TIME! WRONG i NOT DONE! FROB.WORKET
12060 )0 10(50 %1 2 (10 %1 & (30 W 2 (10 %) 20
# 2 STEVE SCORE (6342) . .PROG. (F1AKDGC) . «NO.FROHE. (O )..SPEED (1M ..GO0AL (&0 %y
(MRS. SMITH) PROEB.TIME(1 MIN 10 SEC)...TOTAL TIME(Z MIN)...SET TIME(3 MIN
ANSHERS FOR EXTRA PROBLENS 1) 42 2693 3222 N2 NI LM naar 87 9) St 10) 411
CORRECT | 1ST TIME! 2ND TIME! WRONG i NOT DONE! FROBE.WORKEL
20T Ly 17480 L) T (14 )t 0 (O X 1 (4 %y 21
E L e e € e e e ] e el e B 2 ] e e e PR G B B B e e e B e el
# I PAM SCORE (8489) ..FPROG. (F1AKDGC) . . NO.PROE. (¢ ) ..SPEED(10)..G0AL (&0 %)
(MRS. SMITH) FROE.TIME(O MIN 40 SEC)...TOTAL TIME(Z MIN)...SET TIME(IZ MIM}
ANCWERS FOR EXTRA PROBLEMS 1) 12 2) 4 D9 4) 10 37 8) § 12 8) 10 93 10) 1t
CORRECT | 1ST TIME:! 2ND TIME!: WRONG i NOT DONE! FROR.WORKEL
I6(F7 L)y 35(24 Yo 1 (2 % 1 (2 )1 0 0 “)y F7
LI A e e e D B e 2 A e 5 3 B4 3 Lo e ] el e e o e e 3] e 2
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TEACHER DISHKH —
“} . INDIVIDUASL FPRINTOUTS

By selecting this option vyou will receive a detailed printout
of the work that each student did. At  first the individual
printouts may be somewhat overwelming because of all the
information included on them. This vast amount of information
was included because of the wide variety of people who will be
using this program. No one individual will be using all of
the information included. Select that which is applicable to
your situation and ignore the rest.

Following are some specific uses that can be made of the
individual printouts:

1. Diagnose specific problem areas by checking the student’s
incorrect responses.

2. Use the printout as positive reinforcement for the work
the student just did. '

Z. Send the printout home for positive communication with the
parents.

4. Have the student work the ten extra problems the computer
gave him. If the student was having problems, the student and

teacher could work some of these together to try to remedy the
troublesome area.

Refer to the sample student printout on the next page while
reading this section. Some of the areas of the individual
printouts are obvious, while others take some explanation.
First, the problems with their correct answers are given.
These are followed by a set of one, three, or four numbers.

OME NUMEBER..... (e.qg. T=6) This means that it tock the student
si® seconds to answer the problem. The answer was CORRECT!

THREE NUMBERS..... (e.g. X17/ T=4/ T=2) This means that the
student’s first answer of " 17 " was incorrect. It took him

four seconds to answer it. His second answer was correct and
it took him two seconds to answer it.

FOUR NUMBERS..... (e.g. XZ0/ %6Z/ T=4/ T=8) This means that

the first answer, "30" was incorrect and tock four seconds.
The second answer, "63", was also incorrect and took eight
seconds. The correct answer is always given under the

problem.

If a " ¥ 0O " appears in the student answer section, this means

that the time allowed for the problem ran out before the
student completed his answer.



In the summary section the ‘"score" is calculated by adding
points for a FERCENTAGE of the correct answers, subtracting
points for a FERCENTAGE of the incorrect answers, and then
multiplying this by a PERCENTAGE time factor. If a student
gets a score lower than 300, he will be givern a score of Z00
on his printout. The maximum score is just under 10,000, To

make a wvalid comparison between program scores the speed
{password-fourth letter) must be identical.

If the more conventional system with 100% is desired, the
percentages of correct, incorrect, etc. are also given. . Also
included is the number correct on the first try and the number

correct on the second try, in addition to a number for the
total correct.

The "problem time" in the summary is the amount of time that
the student was looking at the problem display. This is the sum
of all the times listed under the problems. These times do not

include the time spent looking at a problem after it was missed
or the time had run out.

The "total time" in the summary is the amount of time the
student spent on the program from the time the password was
entered until the final letter and summary appeared.

The "set time" was from the fifth letter of the password. If
the student has exceeded this time, the program would have
automatically gone to the final letter and summary even though
all the assigned problems were not completed.

Each printout takes from about I to T minutes to print. The
length of time depends upon  the number of problems worked.
The program is designed so that the printer will automatically
feed to the top of the next page reqardless of the number of
problems worked. Be sure that the first sheet is lined up

correctly before starting any printout program.

The following page is a sample of one student®s individual
printout. By familiarizing vyourself with the various parte

you will be able to quickly select just that information that
is useful for your program.
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HERE mAmR~RE THE FROBELCEMS YO JusST WORFED
YO DID A VERY GSCOOD JOE

o 0t 0 i
831 s s 22 ;
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1 AT=1000
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X = WRONG ANSWER - - - -— T = TIME
SHOW THIS TO YDUR FARENTS AND MRS. SMITH. IT IS GREAT WORK.
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SCORE (2000) .. ..PROG. (I6EKKBC) .. .. .FROB.SET(20).....SPEED(10)....G0AL (&0 %)
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TEACHER DISK —COMEBIRMSTIORN FROSRAMS

. SCREEN (TV) REVIEW AND
MINI SUMMARY FRINTOUT

6. MINI  SUMMARY FRINTOUT AND
INDIVIDUAL PRINTOUTS

7. DETAILED SUMMARY FPRINTOUTS AND
INDIVIDUAL PRINTOUTS

The above selections are combinations of the programs that
have gone over. The selection of any one of these will depend
upon the situation in which this is used. One of the most
frequently used options is # 6. The teacher can keep the mini

summary for his records and give the individual printouts to
the students who worked them.

you

TEACHER DISK —
- SFECIFIED INDIVIDUAL FRINTOUTS

By selecting this option you will be able to have just those
individual printouts printed that vyou desire. You have to
obtain the record number of the individual printouts from
either the "Screen (TV) Review", "Mini Summary", or "Detailed
Summary". Once youw have these, run this program, enter these
numbers following the prompts, and let the computer do the
rest. Because the records are sequentially stored on the

STUDENT DISK, this may take a minute or two extra per record
to run.

TEACHER DISH —
<> . TEACHER™ S NaME FPROGRAamM

This program needs to be used only once to set up a file of
teacher®s names whose students are using the THREE R MATH
SYSTEM-A. First assign a letter (A,E,etc.) to each teacher’s
name. On the APX master disks, "YOUR TEACHER" is assigned to
each letter. Run this program and follow the prompts. You
will be given a letter and the name that is on file with that
letter. Toe change or revise a file, simply type in the new
name that you want with a particular letter. This Ffile will
have to be added to the STUDENT DATA DISKE. Do not  worry,

the prompts will very easily "walk" you through the entire
process.

TEACHER DISkKE —
1. CLEAaAR THE FILE

The student data records are stored on the STUDENT DISKE.
After vou have obtained the desired printout or TV review, the

disk should be "cleared". To do this just run option # 10. Ee
sure that vou have obtained all the necessary information from
the records before vou rum  this program. Once it is run, ALL

RECORDS ARE DELETED!



CLASSROOM SUGGES T IONS

One of the primary factors in successfully using the THREE R
MATH SYSTEM-A ie the ability of the teacher to motivate the
students. After the initial novelty of any drill and practice
program wares off,a student left on his own would cease to use
it. This is where vyour skill and training as an educator
comes in. Following are several specific suggestions for
getting the THREE R MATH SYSTEM-A set up in vour classroom.

Once you have used it, you will probably come up with a wide
variety of varietations.

Each student should have his own computer folder with a record
sheet in it similiar to the one on the following page. The
teacher could fill in 10 - 15 Passwords that are appropriate
for his student’s level. The teacher could use a vellow magic
marker to mark a box by the password that the student was to
use the next time he went to the computer. At the end of the
day the teacher could run a mini summary and transfer the
appropriate information to each student's computer folder.

TIMED PRACTICE~ If this method is used, the FIFTH LETTER of
each password is set for the same total amount of time (i.e.

4 minutes). The third letter of the password is set at " A .
This leaves the total number of problems open. The goal is to
see how many problems a student can work correctly in a set

amount of time.

If a student gets 15 (?77) correct he might get an "Expert"
certificate. If he gets 25 (??7) correct he might get the
"Pro" certificate. I+ a student gets S (?P??) "Pro"
certificates he gets some special type of reward. This puts a

lot of emphasis on not only trying to increase speed, but also
accuracy.

NUMBER FRACTICE- On this a specific number of problems is set
(password— THIRD LETTER). The student would attempt to see

how many of these problems he could get correct. A system
similiar to above could be used.

There are various levels at which a student could compete. He
can compete only with himself, with a small group close to his
ability level. or with an entire class. The advantage of
using the THREE R MATH SYSTEM-A is that the teacher only has
to select the passwords. The computer generates whatever
types of problems desired and immediately scores them. Not
only that, but it also gives additional practice problems!

An ideal method for using this at the elementary level would
be to have each student use this program about I times a week
for 3 to 5 mimutes each session. In most cases it is best to
avoid having a student work on any drill pregram such as this
for more tham about S—10 minutes at a time. Short frequent

sessions are much better than fewer longer sessions.



PROGRAM . NAME

1. /8 |23 |
A1APDHOCGC 9/30}]/0/2
2. o111l

A4APDHC [lin/mylio/ '
3. S 16 11s |ji7 I

C2APDHGCGC 10/2 J16/12 L10/16 {18/20
ASAPDHGCGC l

5. :
B1APDHGC

B 3APDHOZGC /0/8‘9/'7

This is a sample student record sheet. Fill

in a box next to the program you want the student

to do with a yellow marker. When it is his turn

to use the computer, he gets his folder,looks for
your yellow mark, and they types in his password.
At the end of the day vyou can obtain a mini
summary printout and use this to enter the number
the student got correct and the date on each
student’s record sheet. As you do tiuis you can
mark the next program you want the student to do.
By using this method there is minimal classroom
disruption when it is the student’s turn to go to
the computer. Also very little of your time is

spent with record keeping.




sSurHMaAarRy FOR US ING THE
THREE R MATH SYySTEM

One of the main advantages of using this program in your
school system or even your home is the ease with which it can
be used.

STEF 1: 1Insert the TEACHER DISK and turn on the computer
system. Select 1 (Student Program) from the menu and load it.

STEP 2: Refer to the "Password Manual" to obtain a 7 character
password for the type of problems and method (speed, number of

problems, total time, etc.) of drill vyou want the student to
do.

STEF 3: Usually students will use this program one at a time.
The student types in his name, password (to obtain the
specific type of drill vyou desire), and begins. When the
student answers the required number of problems or the
specified amount of time is up, a summary of the student’s
work will appear on the screen.

STEP 4: The student then has the option to save his problem
data for a printout. The program then automatically returns
to the first display. Everything is set for the next student.

STEP 5: At the end of the day (or period), the teacher can
then insert the TEACHER DISK. By turning the computer off/on
(or following the directions on page 23) the main teacher
program can be loaded from the first menu.

STEP 6: Once the printout program is loaded a printout menu
will appear on the screen. The teacher has eight different
options with which to obtain the student data on the disk.
These range from viewing the results on the screen (TV) to
obtaining a detailed report of each student’s work.

STEF 7: Once the option has been selected,the teacher will be
instructed to insert the STUDENT DISK and press [START1. The
desired program will then be run. At the completion of the

program the printout menu with the teacher options will
appear.

STEP 8: If all data from the disk is obtained, the disk should
be cleared by running the "10. CLEAR THE DISK" program from
the printout menu. This clears the disk so that the previous

students® results will not contineously be printed on the
printouts.

STEP 9: If several different student disks are to be used,
simply select the option desired, insert the next student
disk, and press [STARTI].



STEP 10: There is a gold mine of information on the student’s
individual printout. By looking at the amount of time it took

the student to work individual problems and his correct and
incorrect answers, vou will be able to pinpoint the student’s
strengthe and weaknesses. With this information vyou can

accurately prescribe the student®s next drill.

The ten additional problems at the bottom of the printout can
also be useful as pracice problems or used in going over
difficult areas the student had with the work.

The mini summary printout and the detailed summary printout
are useful for record keeping. Most of the information needed
will be available on either one of these printouts.

In everyday practice most teachers will run #6&6 MINI SUMMARY
FRINTOUT AND INDIVIDUAL STUDENT PRINTOUTS or #7 DETAILED
SUMMARY FRINTOUT AND INDIVIDUAL FPRINTOUTS from the printout
menu. The teacher then keeps the summary printout and gives the
students the individual printouts. The record sheet (page 38)
is an easy way to keep track of the students’® cumulative work.

- 4.:) -
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AFFENDI X ~

The following is a "Password Code Manual®. It contains the
information necessary for writing the passwords. It should be
duplicated and given to any teacher using the THREE R MATH
SYSTEM-A.



THREE = MAaTH SYSTEM— M

FASSWORD CODES

BY DAN ROHR

(C) COPYRIGHT 1982
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First 2
Spaces

See
Froblem
Codes

THREE R MATH SYSTEM-A

|

No. of
Problems

"

A-Not Set
B~ 5

C- 10
D- 15
E~ 20
F=- 25
G- 30
H- 35
I- 40
J- 45
k- 30
L- 585
M- 60
N= &5
0- 70
P-Z

(Not Set)

£
Speed Per
Problem
A-Not Set
BE- 1 Sec.
c- 2

D- 3

E- 4

F= 5

G- 6

H- 7

I- 8

J- @

kK- 10

L- 11

M- 12

N- 13

0- 14

F- 15

Q- 16

R—- 17

5- 18

T- 19

u- 20

V- Z0

W- 40

X- 30

Y= 60

Z—- 90

=

Total
Time
A-Not Set
E- 1 Min.
c- 2
D- 3
E- 4
F- S
G- 6
H- 7
I- 8
J- 9
K= 10
L- 11
M- 12
N- 13
0- 14
FP—- 15
2- 16
R- 17
S- 18
T- 19
u- 20
v- 21
W- 22
X- 23
Y- 24
- 25

PASSWORD CODE KEY

o
Min. %
Correct

A-Not Set
B- 107%
C- 20%
D~ 30%
E- 40%
F- S0%Z
G- 60%
H- 70%
I- 80%
J—- Q0%
K- 100%

L-Z
(Not Set)

v
Teacher s -
Name



THREE R MATH SYSTEM-A: STUDENT PASSWORD FORM

**************#********#*******************#*******************
#********#****#*#X#*****#**************#X*******#***#**X*******

Xxk¥xx xKK XXX b e & ¢ b2 & ¢ ¥ XX XKk XkXkk
kK kxX ¥k X kK Xk X LS 3 ¢ L2 2 Xk X XXxkx
Xkkx Xk X ¥ XX LS & ¢ XXk Xkx Xk ok Xkkxxk
XKk kK L2 3 KX L3 3 ¢ L3 3 L2 $ 3 Xk K kKKK

KHKKKK 1 KKKKK 2 KKKKK I KKKKX 4 XKKKX S5 KKXKX & XEkkk 7 kkxkxkxk
**********************##********X************#*#*##***#****##*X

FROGRAM PROGRAM PROBLEMS SPEED TIME GOAL TEACHER
START: __________ STOP: ____ ____ __ PROBLEMS: __________ SPEEDs __ __ _
NAME & . . _ — GRADE: _____
TEACHER: ____________ _ e e e e e e e e ROOM: _____
COMMENTS:



ADDIT IO

FROELEM FASSWORD C:CJI}EE—— MINI HEY
PROGRAM DESCRIFTION

Alevesenass.aAdd two 1 digit numbers (numbers from 1i-5)
A2.veueeneeoaAdd two 1 digit numbers (sums less than 10)
Al.saunnecassaAdd two 1 digit numbers (all sums greater than 10)
A4, ccnacrssaaAdd two 1 digit numbers tany sum)
AS.cuseessaaAdd a 2 and 1| digit number (no regrouping)
Abseeesrasss.Add a 2 and 1 digit number (all regrouping)
A7.saeeeaesa.aAdd a 2 and 1 digit number (mixed)
Bl...ooeveweoAdd two 2 digit numbers (no regrouping)
BlecenneasnaafAdd two 2 digit numbers (all regrouping)
BXeerennsen Add two 1 or 2 digit numbers (mixed)

B4, ..cuvveesAdd two 2 digit numbers (mixed)
BI..eeeeesnsaAdd two 3 digit numbers (no regrouping)
BS.ivaneaena.Add two 3 digit numbers (all regrouping)
B7evcveune...Add two 3 digit numbers (mixed)
ClecevueeeeaaAdd two 2 or 3 digit numbers (mixed)
Clivevneeesa.Add three 1 digit numbers (mixed)
CXeeeseseennaAdd three 1,2, or 3 digit numbers (mixed)
Cd4.vvvnnnnes.Add three 1 or 2 digit numbers (mixed)
Co.veeevnennnsAdd three 2 or 3 digit numbers (mixed)



SUBTRACTION

FROEBLEM FASSWORD CODE — MIMI FEY
FROGRAM DESCRIPTION
Dl.... ««Subtract a 1 digit from a 1 digit number

-
e e nw

E4.lll

Eb....

Fl....

FEII.I

F5....

F7..l.

« « Subtract
-« Subtract
« . Subtract
-« Subtract
« « Bubtract
-« Subtract
.« Subtract
«« Subtract
.« Subtract
» « Subtract
«»Subtract
» « Subtract
-« Subtract
-« Subtract
» « Subtir-act
« « Subtract

.« Subtract

a 1 digit from a 2 digit no. (no regrouping)
a 1 digit from a 2 digit number {(regrouping)
7. 8y, or ? from a 2 digit number (mixed)

a 1 digit from a 2 digit number (mixed)

r

a digit from a

)

digit no. (no regrouping)

(S

a digit from a

8]

digit number (regrouping)

a 2 digit from a

8]

digit number (mixed)

a 2 digit from a

DR}

digit no. (no regrouping)

pl]
)
2

digit from a digit number (regrouping)

]
rJ

i

digit from a digit number (mixed)

a 3 digit from a 3 digit no. (no regrouping)

U]
i
2

digit from a digit number (regrouping)

a X digit from a

“

digit number (mixed)
a 3 digit from a 4 digit number (regrouping)
a I digit from a 4 digit number (mixed)
@ 4 digit from a 4 digit number (regrouping)

& 4 digit from a 4 digit number (mixed)



MUL TIFLICATIOMN

FROELEM FPASSWORD CODE— MINI KKEY

FROGRAM DESCRIFTIN

Gl..ewew.Multiplication Table
Gl...ene.Multiplication Table
Bi.seeas.Multiplication Table
G64.av.c..Multiplication Table
B9 evene.Multiplication Table
Géecvews.Multiplication Table
Hl...eoe.Multiplication Table
HZ.......Multiplication Table
SeanessMultiplication Table 10
H4.......Multiplication Table 11
HiseawoooMultiplication Table 12

VBN U DR

Il.......Multiplication Tables 2, 3, or 4
I2...c0..Multiplication Tables 4, S, or 6
IZ3..cese.Multiplication Tables 6, 7, or 8
I4.......Multiplication Tables 7, 8, or 9
IS.......Multiplication Tables 7 - 12
I6.sesee.Multiplication Tables 2 - 12
Jl.ccowsaMultiply a 2 digit by a 1 digit number (2-5)
JZ2.sanwwaMultiply a 2 digit by a 1 digit number (4-9)
Ji3ceeeasMultiply a 2 digit by a 1 digit number (any)
J4..caasaMultiply a T digit by a 1 digit number (2-5)
JOesesenaMultiply a 3 digit by a 1 digit number (4-9)
Jé.ssaeaaMultiply a 3 digit by a 1 digit number (any)
FleseaeaaaMultiply & 2 digit by a 2 digit number (10-19)
K2evaowooMultiply & 2 digit by a 2 digit number (any)
KieoeweeaMultiply a 3 digit by a 2 digit number (10,20, ...)
K4....0..Multiply a 3 digit by a 2 digit number (11-19)
KOeenanaaMultiply a 3 digit by a 2 digit number (any)
Ll..vvevoMultiply @ 3 digit by a 3 digit number (101-199)
L2..csvsaMultiply @ 3 digit by a I digit number {any)
L3..eaveaMultiply a 4 digit by a 2 digit number (11-19)
I Multiply a 4 digit by a 2 digit number {any)
LSeuaeeaseMultiply a 4 digit by a X digit number (any)



DIVISION

FROELEM FPASSWORD CODE—

FROGRAM

o

e
L A I I R

M:':--nnll-l

M4.....l

MS.--...--

Méll.lll

Nil..l.ll.

Nz-...--

-
N-...\-.---'-n

N4......
NSeawana
Ple.oa..
Pleveaas
PIeeanas
Fdeaaa..
|
Fbaeuenna
F7aeanan
Qleeann.

B2...n..

-
DR A

B4......
15 L
[0,
Rl.eonwns
R2ueenan
RIceana.
R4......
ROeenenn
FRéeoaa..
R7eeauas

DESCRIFTION
2 . . . Divided
N Divided
4 . . . Divided
S « «» « Divided
G« - . Divided
7 « s e Divided
8 . . . Divided
? « . « Divided
10 . . Divided
11 . . Divided
12 . . Divided
2 -4, Divided
4 - 6 ., Divided
6 - 92 . Divided
? - 12 Divided
2-9 Divided
6 - 12 Divided
2 - 12 Divided
2 -4 Divided
4 - & Divided
6 -9 Divided
? - 12 Divided
2 -9 Divided
6 - 12 Divided
2 -9 Divided
11 - 15 Divided
20 - 40 Divided
2 -9 Divided
11 - 15 Divided
20 - 50O Divided
50 - 99 Divided

into
into
inte
into
into
into
into
into
into
into
into
into
into
into
into
into
into
into
into
into
into
into
into
into
into
into
into
into
into
into
into

NONOCU S AR
|

10 -
11 -
12 -
g -

12 -

12 -

18 -
8 —
12 -
8 -
100
100
100
100
100
100
100
100
100
1000
1000
1000
1000

24
36
48
6O
72
84
26
108
120
132
144
48
72
108"
144
108
144
144
- 500
- 500
- 300
- 500
- S00
- S00
- 999
- 999
- 999
- 9999
- 9999
- 9999
- 9999

MIMNI

HFE



A~ D D X T X L3 B AV

CODE . PROBLEM : SAMPLE

A1 Add tweo 1 digit numbers

H H 1 S
] {(Numbers from 1 to 5) : + 1 + 5
A2 i Add two 1 digit numbers | 1 9
H (Sums less than 10) H + 1 + 0
A3 i Add two 1 digit numbers H S ?
} (All sums greater than 10) | + 6 + 9
A4 i Add two 1 digit numbers : 2 8
H (Any sum) H + 3 + 6
A S i Add a 2 digit and 1 digit H 11 98
H number (No regrouping) H + 1 + 1
A & i Add a 2 digit and 1 digit : 11 9
: number (All regrouping) : + 9 + 9
A 7 i Add a 2 digit and 1 digit : 23 &7
i number (Mixed) ' + 5 + 8



A D DX T

O ™

SAMFLE

15 99
+ 3 +87
12 o8
+173 +86

798
+201

......___.._————.—.—..__.._...-.—_._-.____...—.....—_..._—_.._...__._.._.....—_...._._—_.__._.-——_—_-——_—-_—.—_—--——_

CODE FRORBLEM
B 1 i Add two 2 digit numbers H
; {No regrouping) :
B 2 ! Add two 2 digit numbers :
: (All regrouping) :
B 3 i Add two 1 or 2 digit H
i numbers (Mixed) !
B 4 i Add two 2 digit numbers H
: (Mixed) !
B S i Add two T digit numbers i
H (No regrouping) H
B 6 } Add two = digit numbers ]
' {All regrouping) H
! !
B 7 Add two T digit numbers
(Mixed)



- D D I T I LI B AN

CODE FROBLEM . SAMPLE

c1

H Add two 2 or 3 digit H 111 888
H numbers (Mixed) H + 11 +888
c 2 i Add three 1 digit numbers | 2 4
H {Mixed) H 1 4
! ! + 3 + 9
cC3 i Add three 1,2,0r 3 digit i 15 699
: numbers (Mixed) H 3 487
H | +211 +4678
C 4 H Add three 1 or 2 digit ! 2 8
H numbers (Mixed) H 13 86
! : + 1 + 99
C S i Add three 2 or 3 digit : 11 o8
H numbers (Mixed) H i1 201
! ' + 11 +989
...52..



5 U B T R a C T I LI B AV

CODE FPROEBLEM SAMFLE

D1 i Subtract a 1 digit number | 2 ?
i from a 1 digit number ! } -1 - 3

D 2 i Subtract a 1 digit number | i1 ?
i from a 2 digit number H -1 - b6
! (No regrouping) H —— —_—

D 3 i Subtract a 1 digit number : 15 8
i from a 2 digit number : - & -9
H {Regrouping) H ——— —

D 4 i Subtract 7, 8, or 9 from H 17 8
H a 2 digit number ; - 7 -9
: (Mixed) : —— —_—

DS Subtract a 1 digit number 11 28

] ]
] 4
: from a 2 digit number H -1 -9
H (Mixed) H

4 e e e e meee o S Seane e S S G e S e e FHSS Fo—S S e e S S T - o S o S

|
o
A



S5 U B T R & C T I O ™M

CODE PROBLEM SAMFLE
E 1 : Subtract a 2 digit number ! i1 99
i from a 2 digit number : - 10 - 21
' (No regrouping) : ) — —_—
E 2 i Subtract a 2 digit number : 21 88
H from a 2 digit number : - 19 - 3
: (Regrouping) H —— ——
E 3 i Subtract a 2 digit number ! 15 82
i from a 2 digit number i - 12 - 359
! (Mixed) H —-——— ——
E 4 i Subtract a 2 digit number | 132 258
H from a 3 digit number : - 11 - 44
: (Ne regrouping) : - —_——
E S H Subtract a 2 digit number i 121 298
i from a 3 digit number } - 12 - 79
: {(Regrouping) ! - ——
E & H Subtract a 2 digit number : 211 899
i from a ¥ digit number ' - 19 - 69
! (Mixed) H ——



S U B T R &a C T I O M

CODE FROEBLEM SAMFLE
F 1 i Subtract a I digit number : 111 P9
: from a 3 digit number H - 100 - 645
H (No regrouping) : : ————— ————
F 2 i Subtract a 3 digit number : 221 288
H from a I digit number : - 119 - 699
H (Regrouping) H ———— —_——
F 3 i Subtract a 3 digit number H 315 882
H from a 3 digit number H - 112 - 639
H (Mixed) : ——— ——
F 4 i Subtract a 3 digit number H 1132 8958
H from a 4 digit number i - 109 - 947
: (Regrouping) P mm— e
F S } Subtract a 3 digit number : 2121 7998
i from a 4 digit number H - 111 - 679
: (Mixed) P mmemem— e
F 6 i Subtract a 4 digit number o 211 =897
i from a 4 digit number ' -1219 -1998
i {Regrouping) YV memm—— e
F 7 i Subtract a 4 digit number : 1123 8467
' from a 4 digit number H -1010 -6989
} (Mixed) P memem— e



MU . TIFPFLICATION

CODE PROEBLEM SAMPLE

G 1 : 2's multiplication table : 1 12
H H N 2 ¥ 2

G 2 } 3's multiplication table | 1 12
i : X 3 ® 3
H H ——— ———
} !

G 3 : 4°s multiplication table ! 1 12
i i ® 4 ® 4

G 4 H S’ multiplication table H 1 12
; i ® 5 * 9

G S H 6°s multiplication table : 1 12
| i ¥ & b

G & } 7°s multiplication table ! 1 12
H H w7 X 7



MUL TIFLICATION

CODE FROBLEM SAMFLE

H 2 H ?°s multiplication table | 1 2
: H X 9 M9
} : —_— ——
H 3 : 10°s multiplication table | 10 2
H : 1 ®x10
H 4 ; 11°’s multiplication table H i1 i2
i : % 1 #1l
H S 12"s multiplication table 12 12



MUL TIFLICATION

CODE FROBLEM ‘ SAMPLE

2's, 3's, or 4°s ! i
multiplication tables : : ¥ 2 % 4
H
]
1

I 2 ; 4°5, S's, Or &°s ; . 1 12
' multiplication tables } ® 4 ¥ b
I = H 6’s, 7's, or B s : 1 12
: multiplication tables } N & x 8
I 4 : 7°s, 8, or 9°s H 1 2
H multiplication tables : w7 X 9
15 H 7°s through 12°s : 1 12
: multiplication tables ; x 7 ®12
I &6 H 2°s through 12°s ' i 12
H multiplication tables H 2 %12



rﬂLJL_"rZ[F*L.Z[E:F}T_]:EJFQ

CODE FROBLEM SAMPLE
J 1 Multiply a 2 digit number 11 9?9
by a 1 digit number (2 - %) ¢ 2 ¥

i Multiply a 2 digit number H 11 9?9
H by a 1 digit number (4 - 9)! X 4 X 9
) [] I o
) ]
J 3 i Multiply a 2 digit number : 11 9
! by a 1l digit number (Any) H ® 2 X 9
) [} [pp— o e
J 4 ! Multiply a 3 digit number ! 123 @89
! by a 1 digit number (2 - 5)! ®w 2 ¥ S
J S i Multiply a 3 digit number ! 101 789
i by a1l digit number (4 - 9) | ® 4 w9
1 [ ] [ [
J 6 H Multiply a 3 digit number | 111 898
} by a 1 digit number (Any) ! b 2 ® 9



MUL TIFLICATION

CODE FROBLEM SAMPLE

ko1 i Multiply a 2 digit number : 11 Q9
! by a 2 digit number H - ¥ 10 *x 19
H (10 - 19) H —— ————

k2 : Multiply a 2 digit number : 11 9
i by a 2 digit number H ® 11 { 99
H (Any) . ) ———— ———

kK 3 ! Multiply a 3 digit number H 121 898
i by a 2 digit number : x 10 - % 90
} (10,220,330, .aae) H —— —_—

kK 4 i Multiply a 3 digit number H 123 289
i by a 2 digit number : ® 11 ¥ 19
H (11 - 1) ' ———— ———

kK = H Multiply a 3 digit number b 101 889
H by a 2 digit number ! x 10 X 99
} (Any) H ——— e

- & -



MUL. T TIFLICATION

CODE FROEBLEM SAMPLE
L1 i Multiply a 3 digit number ! 111 P9
i+ by a 3 digit number : ® 101 ¥ 199
! (101 - 199) } T memm——— m———
L2 i Multiply a 3 digit number : 123 898
i by a 3 digit number : x 111 n999
H (Any) P mm— ———
L = } Multiply a 4 digit number : 2121 2898
i by a 2 digit number H by 11 ® 19
! (11 - 19 P memm— e
L 4 i Multiply a 4 digit number | 1123 8989
i by a 2 digit number ' x 11 ¥ 99
! {AMY P e e
L S Multiply a 4 digit number 1010 7889
by a 3 digit number - % 110 ® 699

} :
= '
] (Any) e —
! ]
) 1

- 61



FROBLEM

T o T o o e e e e o o ot o o ot e ot ot S e . o e e et s St a0 e e s S S S o S S S, S o e S S, S ) S o e e st S o e e e oo e

T o T o e o o o ot o 0 e et e e s e (i e S s e a0 s s e e St S0t o . . e S, S, S, 0 e e S0 . s 200 o o et e e e e

I IS AR 0T S o S e e e e e e s s e ot S it St e e e s Tt s Seme S 0% e Svame e S G et e S S Seene et St SRS St St S S SRS So400 S S0 S D S S St oot e S Sume oo e 2ot coere Sorre e

12°s division table

O N
SAMPLE

2 /2 2

3 /3 3

4 /3 4

5 /5 5

b /b 6

7 /7 7

8 /8 .8

—_9 /9 - 9

10 /10 10

11 /11 11

12 /12 12

- 62



I S I O ™

CODE PROELEM SAMPLE
R Y
Y

! :

R e L
CPa 0 ozeiams et teetss 1 9 AF 12T
Ps i 2o avidssimosoe 1 z/E 9 i
Pl ezoisesinto s e GF oz
er i esadimosias 1 2/E iz
01 1 24 divided tnto toos0 | 2 /5 4 AR
.
63 i e aiviaed ino tooseo | 6 e 5 aE
o4 i ez iise into wosea | o /i 1n E
05 i 29 ivides tnto tose0 | 2 G5 % A
D6 61z wivices snee toom0 1 o /T 1z EE



FROBLEM

I L1 B A

SAM

FLE

e Ry ——— —— prpe——

20-30 divided into 1000-9999

__—_...—__——__.—.__-——._.—.—._——-__.—-—_.—_._.._.._-—..—._.—._._._.__.-.__._..__.-._-—-—.......__._.__—.—._—.—-—

: 2 /7100 9 /999

: 11—;;;6_ :;—/555:———

- /1000 9 /9999

¢ 11T 15 %
S0 /1000 99 /9999




FAaSSwWwoORD COoODE

The strongest parts of the THREE R MATH SYSTEM—-A are the ease
with which the students can use the program and the ability of
a teacher/parent to assign specific types of problems which

the student can work. There are 101 different types of
addition, subtraction, multiplication,. and division problems
available. The speed, number of problems, and total time

allowed can also be controlled.

The following is a brief description of the different
letters/numbers used in the password that must be typed into
the computer to run the main student program. There are seven

parts to each password. Each part tells the computer your
specific requests for running a program.

The student does not need to learn the function of each part

of the FASSWORD. He/she simply types it into the computer.

The computer takes over from there. A detailed explanation is
given in the CLASSROOM SUGGESTIONS section on how to set up a

system in vyour classroom/home to eliminate much of the
bookkeeping that is associated with a program such as this.

FART DECRIPTION

1./72. The first two spaces require a letter and a number.
These designate which one of the 101 programs vyou want
to work on. Details are given on the following pages.

A

. The third letter sets the number of problems the

student is to work. This can range from S5 to 70 or not
be set at all.

4, The fourth letter sets the amount of time the problems
will be displayed on the screen (speed). This can be
set from 1 second to 90 seconds or not be set at all.

S. The fifth letter sets the maximum number of minutes the
student is allowed to work on the program. This time
starts after the student enters his name and password.
When the time is up the computer will automatically
send the program to the final letter and summary even
if the specified number of problems have not been
worked. This time can range from 1 minute to 25 minutes
or not be set at all.

b./7. The sixth and seventh letters are to be used only if
you will be using a printer. If the printer IS NOT to
be used, type "A" for both of these sSpaces. The sixth

letter sets the minimum percentage required to get a
positive response on the printout. The seventh letter
sets the teacher®s name to be used on the printout. See
the "Teacher®s Name Frogram" section for specific
directions for setting these.



CLASSROOM SUGGESTIONS

One of the primarvy factors in successfully using the THREE R
MATH SYSTEM-A i= the ability of the teacher to motivate the
students. After the initial novelty of any drill and practice
program wares off,a student left on his own would cease to use
it. This is where vouw skill and training as an educator
comes in. Following are several specific suggestions for
getting the THREE R MATH SYSTEM-A set up  in youwr classroom.

Once you have used it, you will probably come up with a wide
variety of varietations.

Each student should have his own computer folder with a record
sheet in it similiar to the one on the following page. The
teacher could fill in 10 - 15 passwords that are appropriate
for his student’s level. The teacher could use a vellow magic
marker to mark a box by the password that the student was to
use the next time he went to the computer. At the end of the
day the teacher could run a mini summary and transfer the
appropriate information to each student’s computer folder.

TIMED PRACTICE- If this method is used, the Ffifth letter of
each password is set for the same total amount of time {i.e.
4 minutes). The third letter of the password is set at " a4 “.
This leaves the total number of problems open. The groal is to

see how many problems a student can work correctly in a set
amount of time.

If a student gets 15 (??7) correct he might get an "Expert"
certificate. If he gets 25 (?277) correct he might get the
"Fro" certificate. I+ a student gets S (?P??) - "Pro"
certificates he gets some special type of reward. This puts a

lot of emphasis on not only trying to increase speed, but also
accuracy. :

NUMBER PRACTICE- On this a specific number of problems is set
(password— third letter). The student would attempt to see
how many of these problems he could get correct. A system
similiar to above could be used.

There are various levels at which a student could compete. He
can compete only with himself, with a small group close to his
ability level, or with an entire class. The advantage of
using the THREE R MATH SYSTEM-A is that the teacher only has
to select the passwords. The computer generates whatever
types of problems desired and immediately scores them. Not
only that, but it also gives additional practice problems!

An ideal method for using this at the elementary level would
be to have each student use this program about I times a week
for 3 to S mimutes each session. In most cases it is best to
avaoid having a student work on any drill program such as this
for more than about 10 minutes at a time. Short frequent
sessions are much better than fewer longer sessions.

"\5&)-



PROGRAM NAME ;
1. /8 123 |}
A1 APDHOC 9/30{/0/2
A4 APDHC Jo/y |10/
——
C2APDHGC 10/9 116/12 }/0/16 {18/20
4. _
ASAPDHGZGC
5. , : | T
B1APDHGC
N‘_*‘
B3APDHGC Io/g_ 10/17
7. s
h——
8.
g. This is a sample student record sheet. Fill
in a box next to the program you want the student
10.
to do with a yellow marker. When it is his turn
11. to use the computer, he gets his folder,looks for
12 your yellow mark, and they types in his password.
At the end of the day vyou can obtain a mini
13. summary printout and use this to enter the number
{4' the student got correct and the date on each
student’s record sheet. As you do this you can
15. mark the next program you want the student to do.
16. By using this method there is minimal classrocom
disruption when it is the student’s turn to go to
17. .
the computer. Also very little cf your time is
18. spent with record keeping.
19.

-67 =



PROGRAM

8.

9.

10,

1.

12.

13.

- 68 =



sSuUMMAaRY FOR USING THE
THREE <K MAaTH SYSTEM

One of the main advantages of wusing this program in your
school system or even your home is the ease with which it can
be used.

STEP 1: Insert the TEACHER DISK and turn on the computer
system. Select 1 (Student Program) from the menu and load it.

STEFP 2: Refer to the "Password Manual" to obtain a 7 character
password for the type of problems and method (speed, number of

problems, total time, etc.) of drill vou want the student to
dO- <

STEFP 3: Usually students will use this program one at a time.
The student types in his name, password (to obtain the
specific type of drill you desire), and begins. When the
student answers the required number of  problems or the
specified amount of time is up, a summary of the student’s
work will appear on the screen.

STEP 4: The student then has the option to save his problem
data for a printout. The program then automatically returns
to the first display. Everything is set for the next student.

STEP S: At the end of the day (or period), the teacher can
then insert the TEACHER DISK. By turning the computer off/on
(or following the directions on page 23) the main teacher
program can be loaded from the first menu.

STEP 6: Once the printout program is loaded a printout menu
will appear on the screen. The teacher has eight different
options with which to obtain the student data on the disk.
These range from viewing the results on the screen (TV) to
obtaining a detailed report of each student®s work.

STEP 7: Once the option has been selected,the teacher will be
instructed to insert the STUDENT DISK and press [STARTI. The
desired program will then be run. At the completion of the

program the printout menu with the teacher options will
appear.

STEP 8: If all data from the disk is obtained, the disk should
be cleared by running the "10. CLEAR THE DISK" program from
the printout menu. This clears the disk so that the previous
students’® results will not contineously be printed on the
printouts.

STEP 9: If several different student disks are to be used,

simply select the option desired, insert the next student
disk, and press [STARTIJ.



STEF 10: There is a gold mine of information on the student’s
individual printout. By looking at the amount of time it took
the student to work individual problems and his .correct and
incorrect answers, you will be able to pinpoint the student’s
strengths and weaknesses. With this information vyou can
accurately prescribe the student®s next drill.

The ten additicnal problems at the bottom of the printout can

also be useful as pracice problems or used in going over
difficult areas the student had with the work.

The mini summary printout and the detailed summary printout
are useful for record keeping. Most of the information needed
will be available on either one of these printouts.

In everyday practice most teachers will run #6 MINI SUMMARY
FRINTOUT AND INDIVIDUAL STUDENT PRINTOUTS or #7 DETAILED
SUMMARY PRINTOUT AND INDIVIDUAL PRINTOUTS from the printout
menu. The teacher then keeps the summary printout and gives
the students the individual printouts.The record sheet (page 68)

is an easy way to keep track of the students’ cumul ative
wor k.

— 7(‘_’) —



AFFEND I X =
DUFLICATING STUDERNT DaTo DISKETTE

Refore the AFX MASTER STUDENT DATA DISKETTE can be used it
must be duplicated to a notched diskette. The following is
the procedure required to do this. This is summerized from
the "ATARI 400/800 Disk Operating System II Reference Manual".

HOW TO FORMAT A DISKETTE

1. Insert the ATARI BASIC language cartridge into the left
slot of your computer.

2. Turn the disk drive on. Wait for the RUSY lightfto go off.

S« Insert the ATARI 810 Master Diskette or any diskette with
DOS II on it into the disk drive. Close the door.

4, Turn the computer console on. DOS will load into the
computer memory.

S. When the READY prompt appears, type DOS and press [RETURNIJ].
After a few seconds the DOS Menu will appear aon the screen.

6. Type I for the FORMAT option and press [RETURNI.

7 When the prompt message WHICH DRIVE TO FORMAT appears,
remove the Master Diskette from the disk drive and insert a

BLANEK diskette. Close the door, type 1 (one) and press
[RETURNI]. '

8. When the prompt message TYPE Y TO FORMAT DISK 1 appears,
type Y and press [RETURNI. The EBUSY light will come on and the
system will format the diskette.

2. When the prompt message SELECT ITEM OR RETURN FOR MENU
appears, the formatting is complete, and you can continue with
the second part of this operation. :

MAEING A DUPLICATE DISKETTE

10. TYPE J AND FRESS [RETURN] for the DUFLICATE A DISEK option.

11.When the DUP DISK-SOURCE,DEST DRIVES? appears, type 1,1
(one,one) and press [RETURMI].

12A. If you do not have the MEMORY SAVE option on vyour

diskette, the following will appear: INSERT SOURCE DISkK, TYPE
RETURNM.

1Z2B. If vyou have the MEMORY SAVE option, the following will
appear: INSERT SOURCE DISkK, TYPE RETURN, TYPE "Y" IF OK TO USE
FROGRAM AREA: CAUTION:A "Y" INVALIDATES MEM. SAV.

173, Insert vour source diskette {the APFX STUDENT DATA
DISKETTE) and type [RETURNI ¢ or "Y" and [RETURNJ ).



DUFL ICATING STUDERNT DaAatTos DISHETTE
CCONT - 2 :

14. When the prompt INSERT DESTINATION DISk, TYPE RETURM
appears and the BUSY light on the disk drive goes off, insert
the destination diskette (the diskette on which you want to
make the copy) and press [RETURNI.

15. Steps 13 and 14 will be repeated several times until the
diskette is completely duplicated.

16. When the prompt SELECT ITEM OR RETURN FOR MENU appears, you
have completed your duplication process.

17. STORE THE APX MASTER STUDENT DATA DISKETTE IN A SAFE PLACE
S0 THAT IT CAN BE DUFPLICATED AGAIN IF NECESSARY.



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 shall be free from defects in material or workmanship for a
period of thirty (30) days from the date of purchase. |f you discover such a defect within the 30-day
period, call APX for areturn authorization number, and then return the product to APX along with
proof of purchase date. 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 problem indicated in
writing and insure it for value, as Atari assumes no liability for loss or damage incurred during
shipment.

This warranty shall not apply if the APX product has been damaged by accident, unreasonable
use, use with any non-ATAR! products, unauthorized service, or by other causes unrelated to
defective materials or workmanship.

Any applicable implied warranties, including warranties of merchantability and fitness for a
particular purpose, are also limited to thirty (30) days from the date of purchase. Consequential or
incidental damages resulting 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 legal rights and you may also have other rights which vary from state to state. Some states
do notallow limitations on how long an implied warranty lasts, and/or do not allow the exclusion of
incidental or consequential damages, so 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 people not employed by Atari. The programs we select for APX offer something of value
that we want to make available to ATARI Home Computer owners. In order to economically offer
these programs to the widest number of people, APX Computer Programs are not rigorously
tested by Atari and are sold on an “as is” basis without warranty of any kind. Any statements
concerning the capabilities or utility of APX Computer Programs are not to 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 respect to any claim, loss, liability, or damage caused or alieged to be caused
directly or indirectly by APX Computer Programs. This disclaimer includes, but is not limited to,
any interruption of services, loss of business or anticipatory profits, and/or incidental or
consequential damages resulting from the purchase, use, or operation of APX Computer
Programs.

Some states do not allow the limitation or exclusion of implied warranties or of incidental or
consequential damages, so the above limitations or exclusions concerning APX Computer
Programs may not apply to you.

For the complete list of current
APX programs, ask your ATARI retailer
for the APX Product Catalog
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PROGRAM
EXCHANGE
PO. Box 3705

Santa Clara, CA 95055

Review Form

We're interested in your experiences with APX programs instructions are meeting your needs. You are our best
and documentation, both favorable and unfavorabie. source for suggesting improvements! Please help us by
Many of our authors are eager to improve their programs taking a moment to fill in this review sheet. Fold the sheet
it they know what you want. And. of course. we want to in thirds and seal it so that the address on the bottom of

know about any bugs that slipped by us, so that the the back becomes the envelope front. Thank you for
author can fix them. We also want to know whether our helping us!

1. Name and APX number of program.

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. Onascaleof1to 10. 1 being “poor” and 10 being “excellent”. please rate the following aspects of this program:

Easy to use

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

Self-instructive

Useful (non-game programs)

Imaginative graphics and sound



7. Describe any technical errors you found in the user instructions (please give 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 “excellent”, how would you rate the user

instructions and why?

11. Other comments about the program or user instructions:

From

ATARI Program Exchange
P.O. Box 3705
Santa Clara. CA 95055

Iseal herej

STAMP




