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Introduction

CVERVIEW

If your children have used the THREE R MATH programs
(APX-20133 and APX-20203) in their classrooms, they can now
use the same system at home, THREE R MATH HOME SYSTEM
was designed for students who want advanced basic math drill,
remedial drill, or grade level drill,

This easy-to-use program offers all the same lively (but
educationally sound) drills and analyses of the classroom system
for the home. Not only do children have as much time as they
want to practice, but they also get a chance to work
cooperatively with their parents. The manual offers
suggestions on ways parents can involve themselves in their
children’s educational development using THREE R MATH HOME
SYSTEM,

Parents select one of 101 skill levels of addition, subtraction,
multiplication, and division, and incorporate it into a five-letter
password specifying the speed, number of problems per
assignment, and total time allowed, The child has only to type
his name and the password, and the drills begin, The program
congratulates and encourages him as he works, and then
summarizes his results, It's easy to print a complete analysis of
his progress along with extra problems.

Worksheets—-with or without answers--can be printed on any of
the 101 levels to supplement the drills on the screen,

REQUIRED ACCESSORIES

ATARI BASIC Language Cartridge
40K RAM
ATARI 210 Disk Drive

OPTIOMAL ACCESSORIES

ATARI 823 S0-column Printer or equivalent printer, Epson
printer, or NECB0ZZA printer



CONTACTING THE AUTHOR

Users wishing to contact the author about THREE R MATH HOME
SYSTEM may write to him at!

2823 Alta St.
F.Q. Box 391
lLos Olivos, CA 93441

or telephone him at}

B05/688-8270



Getting started
LOADING THREE R MATH HOME SYSTEM INTO COMPUTER MEMORY

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

2, Have your computer turned OFF,
2+ When the BUSY light goes out, open the disk drive door and
insert the THREE R MATH HOME SYSTEM diskette with the label

in the lower right-hand corner nearest to you. Close the door,

4, Turn on your computer and your TV set, The program will load
into computer memory and start automatically,

THE FIRST DISPLAY SCREEN
While the program is loading into computer memary, the message
"PLEASE WAIT" appears on the screen. When the program has

finished loading, you see the following screen!

3R MATH SYSTEM
HOME VERSIONM

R KKK K K KKK K K
X FRESS X
X CSTARTI X
X TO BEGIN X

KK WK SO K SN N K S K K K
CSELECTI1 for Fractice Worksheets
By Dan Rohr Copyright (219823

Fiqure 1 First display scoreen



Sample session

To see just how easy THREE R MATH HOME SYSTEM is to use,
follow the steps in this sample seszion. Begin with the "Getting
started" section of this manual, above,

1. When the first screen (Figure 1, above) appears, press the
START key. You see the following screent

WHAT T8 YOUR NAME?

Type Your rname, Frecs CRETURNI

Fiagure 2 HName display

Type your name (up to ten letters, spaces, and the period) and
press the RETURN key., Use letters, spaces, and the period, To
correct a mistake, press the DELETE BACK S key.

2, When you've typed your name, press the RETURN key to see
the following screen:

(Your name), WHAT IS
YOUR FASSHORD?

Fress [DELETE] to correct a mistake
Figure 2 Fessword display
For this sample session, type this passward!
E 1 BEDC

The password instructs the program to give a certain kind of
problem, a set number of problems, and a certain time limit, In
this case, you’ve selected two-digit numbers subtracted from
two-digit numbers without regrouping (in other words, nao
numbers will be "carried" from one column to the next), You’ll
have five problems, each appearing on the screen for a maximum

of ten seconds, with a total of five minutes to work the complete
set of problems.



If you make a mistake entering the code, press the DELETE
BACK S key. After you type the fifth character, the following
instruction appears at the bottom of the screen!

FRESS [STARTI IF CORRECT

Correct any errors by pressing the DELETE BACK S key and
typing in the correct information,

3. Press the START key. You have a short wait while the program
prepares your assignment, The following message appears!

GET READY!
GET SET.
HERE YOU GO!

4, The problem display now appears, as follows:

L1777 777007707077 077 7077777777777 7777
FIE7PL 7777007777777 7777777

*¥1 7/ /7 10
7/ 46 7/
70777 =21 a4
VLS A /17777
/7777 ? /7777
f£1777 /7777

L1177 77 7777070777777 77727777777777
FRESS CESCI TO END.

Figure 4 Froblen dicplay

The #1 in the upper left of the screen shows that this is the
first problem in the assignment. The 10 in the upper right shows
the number of seconds remaining to solve the problem. Type the
number of the answer to replace the "7". For Figure 4, type S
first and then 2, Once you type a number, you can’t go back to
change it,

If your answer is correct, sounds congratulate you. Expanding
rectangles appear on the screen, alternating with encouraging
messages. You see the problem and its solution. Press any key
for your next problem.

Se If your first answer is incorrect, the Ffollowing display
appears:



STUDY THIS FROBLEM

46

~21

Frecs aANY HKEY to repeat problen
Figure 9 ITncorrect first amnswer display

Your incorrect answer doesn’t appear on the screen (so that you
don’t associate the incorrect answer with the problem). Since the
countdown timer doesn’t appear, you can take your time to
recalculate the answer, When you’re ready, press any key. The
problem display (Figure 4) reappears. If you type a correct
answer, the same display you’d see if you'd answered correctly
the first time appears.

If your second answer is incorrect, the following display
appears:

THIS IS THE
CORRECT ANSHER

46

-21

Fress ANY KEY for mext problem
Figure 6 Second incorrect answer display

When you press a key, the problem display (Figure 4) appears
with a different problem.

& If the time runs out, you see the following screen



THE TIME IS uUp
46

=21

TRY AGAIN
Fress ANY KEY to repeat problem
Figure 7 First time up display

If you let the time run out the second time, you see the following
display:

YOUR TIME IS UF

4é
=21

25

STUDY THIS
Fress ANY HKEY for mnext problem

Figure 8 Second time wup diesplay

When you press any key, the problem display (Figure 4) appears
with a different problem,

7. For this sample session, complete all the problems. Answer
some correctly and some incorrectly, and let the time run out for
others, so that you can see all the program’s responses, When
you’ve finished, or when five minutes has passed, the problems
stop. You receive a message from Smedley, and instructions to
press any key for your final summary.



2+ The following is an example of a final summary}

SUMMARY
COF'(F:ECT.§.'»»..a..3 ( 60;:)
HF::(:]N[-.;oooooooooooool ( 20:‘:)
HUT DGNE¢000000¢001 ( 20%)

TOTAL PROB. v 5

SCORE
3642

FRIMTOUT Y/NM
Figure 2 Summary display

?y Press N and then the RETURN key to see the first display
screen (Figure 1),



Using the main program
ENTERING YOUR NAME

When you see the first display screen (Figure 1), press the
START key to use the main program. The iname display screen
(Figure 2) appears. Type your name, up to ten characters (letters,
spaces, and periods) If you make a mistake, use the DELETE
BACK S key to erase it, When the name appears on the screen
the way you want it, press the RETURN key.

PASSWORD COLES

Note, If you see that your name is misspelled, you may
return to the previous screen by pressing the ESC key.

Your next choice is a password made up of five letters and
numbers. This instructs the program how many problems to give
you, and what kind of problems you’re going to solve (101
different types of addition, subtraction, multiplication and
division problems), It also sets the amount of time for each one
and for the total problem set,

Parents prepare the passwords, based on the codes described in
detail in Appendix A of this manual, Following is a brief
description of the five letters and numbers of the password?



FART

1-2

]

DESCRIFTION

Reauires a letter followed by a number
Specifies type and difficulty of problen
Example? El means subtraction of a
2-digit number from another
2-digit number without regrouping

Requires a letter
Specifies the mumber of problems
to be worked.,.
Ranges from 5-48 (or not set at z11)
Example! D means 15 problems

Requires a letter

Specifies how long the problems
remain on the screen

Razrnges from 2-40 seconds (or mot
set at all)

Example! F means 20 seconds

Requires a3 letter

Specifies the rumher of minutes
to work om the problem set

Ranges from 3-20 minutes

Example! C mezns 5 minutes,

The following key shows the values for the third, fourth, and
fifth parts of the password, Check the Appendix for the first

two parts.

3 4 5

Humber of Speed per Total
problemns protvlem time

A - not set A - not set A - not set
B -5 B - 2 seconds B - 3 minutes
cC - 10 cC -5 c -5

D - 19 D - 10 D -7

E - 20 E - 19 E - 10

F - 30 F - 20 F - 12

G - 40 G - 30 G - 19

H - 48 H - 60 H - 40

The password display (Figure 2) appears after you've entered

-10-



your name. Type the five-letter password, If you make a
mistake, press the DELETE BACK S key to correct it.

As soon as you type the fifth character, the program requests
confirmation as follows!

FRESS L[STARTI IF CORRECT

If there are errors, press the DELETE BACK S key to start over,
When the password is correct, press the START key.

You have a moment’s wait while the program prepares the
password assignment, The following message appears on the
screent

GET READY!
GET SET.
HERE YOU GO!

SOLVING THE PROBLEMS

The problem display appears on the screen (see Figure 4), The
number at the upper left tells which problem you’re warking on.
For example, #2 means the second problem in the series. In the
uvpper right, the number of seconds remaining to solve each
problem counts down while you wark, The count starts over each
time a new problem appears,

To answer, type a number in place of the question mark in the
display, Once you type an answer, you can’t go back to change it.

If your answer is correct, sounds encourage you, and expanding
rectangles and encouraging messages appear on the screen until
you press any two keys for the next problem.

If you're wrong, a display like Figure S appears, showing you the
problem without the answer. You never see your wrong answer,
S0 you won't associate it with the problem. You can study as
long as you like, since the countdown timer is turned off., When
you're ready to try again, press any key.

If your second answer is right, the same congratulatory
messages flash as if you’d answered it correctly the first time.
If your second try is not correct, a display like Figure & appears,
You see the correct answer, and you can study it as long as you
like before pressing any key to move to the next problem.

-11-



If your time runs out, you see a screen like Figure 7, showing the
problem without the answer. You can study it as long as you like
before pressing any key to try again., If time runs out again, a
display like Figure 2 appears with the answer, You can study the
problem as long as you wish. If your second answer is correct,
you see a congratulatory display just as if you’d answered
correctly the first time.

SUMMARY

After you answer all the problems requested in your password,
or your total time runs out, or you press the ESC key, a letter
from Smedley appears on the screen, Follow Smedley’s
instructions to press any key to see your summary.

The summary looks like Figure %, It shows how many you
answered correctly and incorrectly, and how many you weren’t
able to answer in the given time, It calculates these figures in
percentages, and gives a score,

The score is based on adding points for correct answers,
subtracting points for incorrect answers, and then multiplying
this total by a percentage time factor, If the score is below 200,
it appears as 200, The maximum score is just below 10,000, If
you compare scores between children or between sessions, make
sure the fourth letter of the password (speed per praoblem) is the
same. Otherwise it’s like comparing apples and oranges.

PRINTOUTS

The summary (Figure 9) asks if you want a printout. This means
a detailed analysis of the results of your child’s work, It may
seem overwhelming at first because there’s so much information.
Just select what you can use, and ignore the rest,

You can use the printout for several purposes, For example, you
can diagnose your child’s specific problem areas. The printout
offers ten extra problems at the bottom of the page. Waork them
with your child to give him more practice in his special problem
area, in a more traditional way.

Make sure your printer (and your interface module if you're using

one) is ony and your paper is lined up at the top of a new page.
Type Y to see the following screen:

-12-



FRINTER CODES
Aeerreees +ATART OR CENTRONICS
EO'OOOOOQOEF‘SON
Neoserovaoe +NECBOZ224
Revooose s sRETURN TO SUMMARY
WHICH LETTER?
Figure 10 Printer code
If you change your mind and decide not to request a printout,
type R« The summary (Figure 9) reappears.
To order a printout, type the letter that corresponds to your
printer. You have a short wait while the message "ONE MOMENT
PLEASE" appears on the screen. Then the program displays the
words "[Mamel’S PRINTOUT IS BEING FPRINTED" as the printing

begins. It takes one or two minutes,

When the program finishes printing, it displays this message!

FRINTOUT FIMISHED

Mes s e e MAIN FROGRAM

Avoes s ANOTHER FRIMNTOUT

Evees o END

WHICH LETTER?
Figqure 11 Frirmtout complete display

Press M to see the first display screen (Figure 1). To starta
printout of the same information again, press A, If you press E,

the READY prompt appears,

The following is an example of a printout from this option.

-13-



RN NN MR MO I S TG B 30 3 MG N NSNS SW 5383 3K 0SSO 9 3 S
Here are the problems you Just worked.,
I hape 4ou enjoyed doing them.

960 791 B4l 631 731 87 560 44t 997 59t
-82% -120 431 -10% -41t -41% -43% -12¢ -g4: -44:

140 670 41t 531 320 46 133 241 15 15

H x 0 X 34 X0 X 51 H

H H H H H X0 H H H

' $1(T=5) HT=2)¢ H(T=5) H(T=2)¢ H
(T=2):(T=1):(T=1):(T=3)3(T=4):(T=1):(T=5):(T=1):(T=1):(T=2)
¥ o= WRONG ANSWER T=Time

Frogran! EICCD..Problem Set! 10,.Speed! 5..5et Time! 7 min.
Score! 3220.. Froblem Time! 0 min, 35 sec...Total time! 2 min,

CORRECTS 1ST TIME! 2)D TIME: WROMG ¢ NOT DONE ¢ FROE. WORKED
B (BOZ)Y 6C607) 32 (207) + 1 (10%) &1 (10%) ¢ weidxx

(&t the botton of the printout is the question
“CAN YOU WORK THESE?®" followed by ten extra
problems from the ssme problem code,)

Figure 12 Sample prinmtout

- -14-



After Steve’s name, the program prints a friendly message, The

next line shows the five problems he worked and their correct
answers.,

The line below the answers contains columns with space for four
notations, The top one is blank if Steve answered the problem
correctly on the first try, If there’s a number in the top row
preceded by an asterisk (#), that means Steve made a mistake, If
the number in the top row following the asterisk is a zero, he ran
out of time before he could answer, If any other number appears,
it shows the incorrect answer Steve gave,

The second row is only filled in if Steve gave a second answer
and if it too was incorrect (or if he ran aut of time for that one
too).

The third and fourth rows show the times he took to give his
answers, (T stands for time.) If he answered the problem
correctly, there’s only one time given on the printout.

In Figure 12, the first column shows that Steve answered the
first problem correctly (34-22=14), It took him two seconds, The
third column shows that time ran out the first time he tried to
subtract 42 from 24, The second time he tried, he gave the
correct answer, and it only took one second., Look at column five
(73-41=32)y The first time, Steve took two seconds to give the
incorrect answer of 24} the second time, he took four seconds,
but still gave an incorrect answer (33).

Next on the printout is a line showing the password Steve used
(E1CCD), and what it means.

The line below that shows Steve’s score and the times he took to
solve the problems. The score ranges from a minimum of 300 to a
possible maximum of just under 10,000, Steve’s score is 3250,
based on adding points for a percentage of the correct answers,
subtracting points for a percentage of the incorrect answers, and
then multiplying this by a percentage time factor, Don‘t compare
scores between children or between sessions unless the fourth
letter of each password is the same. The fourth letter applies to
speed per problem, and this is a variable the program uses in
calculating scores,

The problem time (25 seconds for Steve) is the total number of

seconds he spent looking at the problem display (Figure 4), It's
the sum of all the T’s listed on the printout, The total time (2

-15_



minutes for Steve) is the amount of time he spent on the whole
session. The timer started after Steve entered the password,
and ended when Smedley’s letter appeared.

Below the score is a summary of the numbers of problems solved
correctly on the first and second tries, and the numbers of
problems missed and not done in time. The percentages of all the
numbers of problems appear in parentheses,

At the bottom of the printout under the question, "CAN YOU

WORK THESE?" are ten extra problems., They’re all from the
same level as the ones Steve worked the first time.

- -16-



Using the practice worksheet
program

CHOOSING THE FRACTICE WORKSHEET PROGRAM

Use this part of the program to print worksheets on any of the
101 skill levels. You can print worksheets with no answers
given, or with half the answers (to give children enough hints
that they’re encouraged to figure out answers), or answer keys,

When the first display screen (Figure 1) appears, press the
SELECT key to reach the practice worksheet program. The
following screen appears!

AR KA KKK KK K K KKK K K KKK OO KK

X THREE R MATH X
X FRACTICE x
X WORKSHEETS X

IAC KA KK K K S KKK K SN S S K K K

Fress [START] to continue.,
CSELECTI to return to MAIN FROGRAM

Copyright (c)>1983 by Dam Rohr
Figqure 13 HWorksheets title screen
If you press the SELECT key, you return to the first display

screen (Figure 1), Press the START key to produce worksheets,

PROBLEM CODES

First, decide which of the 101 THREE R MATH skill levels you
want the worksheets to cover. Choose as many as 15 problem
codes from Appendix A of this manual., A problem code consists
of a letter followed by a number. The following screen asks you
to make your choice!

-17-



FROBLEM CODE?

Refer to progrem documentation for
the problem codes of the 101 options.

Tupe code znd press [RETURNI
Figure 14 First problem code displass

Type a problem code and press the RETURN key. The program
requests the next code, and explains what to do

NEXT CODES
z

Up to 13 codes can be entered
Tupe code and press [RETURNID
If a8ll are entered - PFress [STARTI]
Figure 13 Second problem code display

When you’ve entered all the codes you want, press the START
key.

-’]8-



TYPE AND NUMBER OF WORKSHEETS

Next decide how many of each worksheet to print, You can
request as many as %9 copies of each worksheet, but large
numbers probably aren’t practical considering the speed of most
printers., There are three types of worksheets.

Worksheets without answers

As soon as you press the START key, you see the following
screens

HOW MANY
STUDENT WORKSHEETS
(NO AMNSWERS GIVEH)
NUMEER? 7
ENTER MNUMBER AND FRESS CRETURNI
Figure 146 MWorksheets - no answers
This option provides 34 randomly generated problems (30 for
division) for the problem code you requested. No answers appear
on the worksheets. Type the number of worksheets you want (up
to 99) and press the RETURN key, If you don‘t want any of this
type of worksheet, just press the RETURN key,

Worksheets with half answers

After you press the RETURN key, the screen changes color, and
the following display appears!

HOW MANY
STUDENT WORKSHEETS
(HALF ANSWERS)
MUMBER: 7
EMTER MUMEBER AND PRESS CRETURNI
Figure 17 MWorksheets - half answers

These worksheets are just like the previous ones, but every
other answer appears on the page, Some children like this

because half their work is already done. This format also helps
encourage children to compare the problems they’re working on

-19-



with similar ones.

Type the number of this type of worksheet you want, and press
the RETURN key, If you don’t want any of this kind, just press
the RETURN key,

Answer keys

As soon as you press the RETURN key, the following display
appearst

HOW MANY

AMBHER KEYS

NUMEER?S: 7
ENTER MNUMBER AND FRESS CRETURNI
Figure 18 Worksheelts - answer keus

aAnswer keys look like the other kinds of worksheets, except that
all the answers appear, You can use these to check the accuracy
of the problems your child has worked,
Type the number of answer keys you’d like and press the
RETURN key. If you don‘t want any answer keys, just press the
RETURN key,

Next you have a chance to modify the number of worksheets
you’ve requested. The following screen appears:

WORKGHEETS REQUESTED

1. Studert Horksheet (Mo answers)...l
2. Student Horksheet (Half answers).l
3+ Answer K(‘.";_-jooooQo‘Qooo»»oooooooec'U

TO REVISE - TYFE WORHSHEET MNUMBER
TO CONTINUE - FRESS L[STARTI

Figure 19 Worksheets type and number
confirmation

Suppose you press 2. The answer keys screen (Figure 19)
reappears. Type the number you prefer and press the RETURN
key, You see Figure 17 again with the new number. When the
screen shows the numbers you want, press the START key,

-20-



PREPARING THE PRINTER

Now it’s time to make sure your printer (and your interface
module, if youre using one) is on, Line up the paper and turn the
printer to the ONLINE moda.

DIFFEREMNT SETS

Now decide how many different sets of worksheets you want for
each code you've requested. Each set has the same number of
each type of worksheet, but the problems for each cset are
different, If your child is having difficulty with one level, he can
work a different set of problems for practice (rather than doing
the same set aver again),

When you've pressed the START key, the following screen
displays!

YOU HAVE REQUESTED THE FOLLOWING
WORKSHEET CODESS

I LDYEL | 20 I3 | 4> [ |
| 62 I 7 | 8> I 2 1109 |
111) 112) 1132) 114) [1%5) |

How many DIFFEREMNT sets of each
do 4you want?
NUMBER OF SETS?
Figure 20 Worksheets - rumber of sets

Type the number of different problem sets you want far each
problem code and press the RETURN key,
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PRINTING THE WORKSHEETS

You have a short wait while the program prepares the
worksheets you requested, During this time, the messages
"PLEASE WAIT" and "GETTING ORGANIZED" appear alternately
on the screen. When the printing begins, you see the following
message:

FRINTER COMTROL

CESCIT TOo STOR
CSTARTI TQ START

If you want to stop the printer during this process, press the
ESC key. To resume, press the START key. When the program
finishes printing, the practice worksheets title screen (Figure
13) reappears,
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Avuthor’'s mnote

Congratulations! You’ve purchased a math drill program that
provides computer-assisted practice for your child from
preschool to junior high, This kind of home program is something
new, Once you’'ve mastered the techniques of working with your
children, and taking part in their educational progress, new and
exciting avenues in your relationship open up.

The THREE R MATH SYSTEM and THREE R MATH CLASSROOM
KIT have been used in schools throughout the United States.
THREE R MATH HOME SYSTEM contains the same basic math
program, but not the extensive record keeping feature. This is
why this one-diskette program is so easy to use.

The program is designed for parents and children to use
together, An investment of just five minutes two or three times
a week can improve vyour child’s math computational skills
dramatically.

Your involvement and generous encouragement in SHORT work
sessions will motivate your child to work even harder. The
design of the program may reduce the long hours of forcing a
child to plow through pages of math homework., The homework

won’t change, but the speed at which your child attacks it should
increase,

Have fun learning to enjoy working with your child at one of the
most important challenges he faces--his formal educational
development.,
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Adwvice to parents

PARENT INVOLVEMENT

Now that you’ve mastered the THREE R MATH HOME SYSTEM,
the biggest step is learning how to use it with your children.
This program doesn’t have a game format, but there are many
game type programs available through APX that you can use in
conjunction with THREE R MATH HOME SYSTEM. Because of the
sequentially designed levels of this program, you can use it
throughout your child’s elementary school years, You can
pinpoint a specific ability level,

One word of caution! DON'T assume this program is a complete
math series by itself. Its goal is to improve your child’s
computational skills, but complete math development includes
math application, and mathematical reasoning.

The program is designed for parents to use with children. In this
day and age, many children and their parents are too busy to do
things together. THREE R MATH HOME SYSTEM can be a start.

There’s no getting around learning the basic math computational
skills, Some learning can be sugar-coated, but much has to be
done in the old-fashioned way! hard wark. THREE R MATH
HOME SYSTEM puts a little sugar coating on what is frequently
very hard work for many children,

Any excitement a child has for this program will quickly die if
he’s left on his own. The prospect for success rests entirely on
parents’ involvement with their children. This program,
designed by math teachers, has been tested extensively, so you
don’t have to be a math expert to work on it with your children,
What you do need to do is help them with a consistent practice
schedule, and all the love and encouragement they need to keep
motivated and working,

Maybe you’re beginning to suspect that this is going to take
hours of your time each week to be effective. The opposite is
true, As little as two five-minute sessions per week can pay
surprising dividends.

HOW MUCH AND HOW LONG

There are many ways to use THREE R MATH HOME SYSTEM, but
the following is easy to use and effective. Start with two
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five-minute sessions a week, using a password based on the
following!

--AGC

The two blanks are for the problem code for your child’s level,
The third letter, A, sets the program for the child to do as many
problems as possible. The fourth letter, G, sets the countdown
timer to 30 seconds. (You can change this according to your
child’s competitiveness.) The fifth letter, C, sets the total time
for just three minutes,

Your child’s goal is to complete as many problems as possible in
three minutes, Take a positive and encouraging attitude; your
child will probably want you around as he’s doing his problems.
Don’t correct any error your child makes, or criticize what he’s
doing. The program’s prompts tell him when he has given an
incorrect answer, and this is enough. You can increase your
strength as an ally by giving your child encouragement,

While your child is doing his three-minute sprint, give him your
undivided attention. Eliminate (or at least minimize)
distractions like newspapers and radios. When the three minutes
are up, request a printout of your child’s work. Praise his wark
generously. If he has had some difficulty, do a few of the extra
problems at the bottom of the printout with him.

Some parents make bar graphs of the number of problems their
children can do. This provides a definite goal to strive for at the
next session. Be careful not to put too much pressure on your
child and frustrate him,

WHICH LEVEL

The easiest way to find out what kind of problems your child is
working on is to ask him to bring his math book home, He may be
working on a geometry or measurement section, but you can turn
back a few pages to see what type of problems he has been doing.
Compare them with the detailed descriptions of the 101 different
problem levels in Appendix A of this manual,

To start, drop back several levels from where you think your
child is. It’s important that your child get most of his problems
correct so that he can feel pride in his work, Because of the
sequential design of the problem levels, it‘s easy to progress to
the difficult levels in small steps, It’s important for your child
to get about 85% or more of his answers correct each time,
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There’s nothing wrong with staying at a certain level far several
weeks if it’s necessary. Remember that your child should feel
that he’s succeeding: You can introduce variety by switching
frequently, for example, from addition to subtraction. Some
children like to drop back to an easy level to show you they can
get a lot of correct answers, Encourage this, espedally if your
child has been having a difficult time at another level,

It’s important to keep track of the different problem levels your
child has worked and the number of problems he’s completed. A
child’s progress is usually faster if he has a definite goal,

THREE R MATH HOME SYSTEM is designed for more than just
remedial work. Because of the variety of levels, children in
accelerated programs can also use it, You can also use the
program to practice with your hand-held calculator. Generate the
problems, figure them out, and enter your answers as quickly as
yau can. The program checks for accuracy.

There’s nothing wrong with letting your child choose his own
levels The more he becomes involved with the program, the
greater the benefit will be,

USING THE PRACTICE WORKSHEETS

Use the practice worksheets in much the same way as the main
program. The most popular type of worksheet is the one with
half the answers given. This extra help (from Smedley) offers
some encouragement,

Even though the program can generate thousands of problems,
it’s best not to require your child to do too many. Some children
use the worksheets to practice so they can get more right during
their three-minute sprint,
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PARENTS’ SUMMARY

One key to success is giving abundant praise. Most of us don‘t
mind doing a job if we know that someone is watching and giving
us a lot of encouragement while we’re doing it

Taking time to work with your child regularly is good motivation.
The program provides the expertise in teaching math, but only
you can provide the love, encouragement, and attention he needs
to succeed,
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3 3 4 ¥ * 2 PASLWORD CODE FEY % * X x x X

1 - 2 o 4 S
FROGRAM CODES NUMBER OQF SFEED PER TOTAL TIME
FROBLEMS PROERLEM
First two A-Not set A-Not set A-Not set
spaces
B- S B- 2 Sec. B- Z Min.
»
C- 10 : C- S c- S
See D- 1S D- 10 D- 7
Appendix A
E- 20 E- 15 E- 10
F- 30 F=- 20 F- 12
G- 40 G- 30 G- 1S
H- 48 H=- 60 H- 20
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ADDITION

FPROKLEM FASSWORD CODE— MINTI K EY

PROGRAM DESCRIPTION

Al.ceeesesseaaAdd twa 1| digit numbers (numbers from 1-5)
AliceessecesesAdd two 1 digit numbers (sums less than 10Q)
AZe.coecccee...Add two | digit numbers (all sums greater than 10)
Adccceessseas.Add two 1 digit numbers (any sum)

AS.ceececesecAdd a

N

and 1| digit number (no regrouping)

AbGccecncasasaAdd a

N

and 1 digit number (all regrouping)

A7ceecccessa.Add a

[N

and 1 digit number (mixed)
BleceeesseseeaAdd two 2 digit numbers (no regrouping)
BleiceceseceassAdd two 2 digit numbers (all regrouping)
B3ceasssssea.Add two | or 2 digit numbers (mixed)
BAd.ccecesseeaAdd two 2 digit numbers (mixed)
BSeeseeeess.Add two 3 digit numbers (no regrouping)
BbOeseseossassaAdd two 3 digit numbers (all regrouping{
B7ccececscseecsAdd two I digit numbers (mixed)

ClececeencsacRdd two

[ 8]

or 3 digit numbers (mixed)
C2eecoessesesAdd three 1 digit numbers (mixed)
C3cecececocecee-Add three 1,2, or I digit numbers (mixed)
Cd.eeeesseessAdd three 1| or 2 digit numbers (mixed)

CSececcasescs.Add three 2 or 3 digit numbers (mixed)
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SUBRTRACTION

FROELEM FASSWORD CODE— MINTI HEY

FROGRAM DESCRIPTION

Dl.cce....Subtract a 1 digit from a 1 digit number
D2........5ubtract a 1 digit from a 2 digit no. (no regrouping)
D3..e.+...Subtract a 1 digit from a 2 digit number (regrouping)
D4........Subtract 7, 8, or 9 from a 2 digit number (mixed)

DS........Subtract a 1 digit from a

(3]

digit number (mi»xed)

Eleeeeees.Subtract a

[ 3]
4]

digit from a digit no. (no regrouping)

E2iceceee.Subtract a

N

digit from a 2 digit number(regroupings

Elceeecec..Subtract a

r
N

digit from a digit number (mixed)

E4........Subtract a 2 digit from a 3 digit no. (no regrouping)
ES..ec.s..Subtract a 2 digit from a 3 digit number (regrouping)
EbiceceeeSubtract a 2 digit from a 3 digit number (mixed)

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

F2..ceccc..Subtract a

A

digit number(régrouping)

(2]

digit from a

F3eceeeeoesSubtract a digit from a 3 digit number (mixed)

“U u

F4........5ubtract a digit from a 4 digit number (regrouping)

FSeeeeee..Subtract a

(2]

digit from a 4 digit number (mixed)
Fbé..o.....Subtract a 4 digit from a 4 digit number (regrouping)

F7ceaeeee.Subtract a 4 digit from a 4 digit number (mixed)
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MULTIFL1CATION

FROEBLEM PASSWOKD CODE—

PROGRAM DESCRIPTIN

Gl.....
G2.....
G3eeeo®
G4.....
GS.. g- e
(1 YRR
Hl.....
H2.....
H3.....
H4.....
HS.....
Itl.....
I12.....
IS.....
I4.....
IS.....
l16.....
Jloeaen
J2.....
J3eeeen
Ja.....
JS.e...
Jbeeean
Kleeooo
K2ivenw
K3eeano
K4.....
KSieaeo

««Multiplication
«eMultiplication
«.Multiplication
«.Multiplication
«eMultiplication
«.Multiplication
-eMultiplication
«sMultiplication
«.Multiplication
«.Multiplication
eeMultiplication
eeMultiplication
««Multiplication
«sMultiplication
««Multiplication
«eMultiplication
seMultiplication
«eMultiply
«eMultiply
««Multiply
«eMultiply
«sMultiply
«eMultiply
«esMultiply
«eMultiply
«eMultiply
ssMultiply
seMultiply

digit
digit
digit
digit
digit
digit
digit
digit
digit
digit
digit

Table
Table
Table
Table
Table
Table
Table
Table
Table
Table
Table
Tables
Tables
Tables
Tables
Tables
Tables

Ll-......Hultiply
L2.......Hultiply
L3.ceeaiMultiply
L4.......Hu1tiply
L5.......Hultiply

LR O O T T T T I YRR TR YR
PEBUUUUWUNNUWWUNNN

digit
digit
digit
digit
digit

VDN &GN

-
aammmmmmmmmwwmmmmwuvobnn

URMNUURNNNNDN - - - )

- -31-
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MINI

number
number
number
number
number
number
Nnumber
number
number
number,
number
number
number
number
number
number

KEY

2-5)
(4-9)
(any)
(2-9)
(4-9)
(any)
(10-19)
(any)
(10,20,...)
(11-19)
(any)
(101-199)
tany)
(11-19)
(any)
(any)



DIVISION

FROELEM PASSWORD CODE— MIN I

PROGRAM

Mloeoaene
L e I
M3ceeaaos
Mi.......
MS..eeen.
Mbeceano.
Nleeoaoao
N2ieieonnn
N3ceeoaes
Nd.dewune
NS.ceeens
Pl...oeo.
P2...een.
P3cceeene
Pdicceo..
PSeceannn
Pbocaacan
o S
Qleccaeens
[0 1= S
@3.ccaees
B4.cunnan
0Sececoae
Bbccacens
Rliceoaes
R2.......
R3eeenons
R8.caaeas
RSevesans
Rbccaoens
R7ccacenan

[} Ko e]
.

[ 3]

NOCNOTDBDRNNDINIOCDN=~=QQDONDUDUN
]
NN

DESCRIPTION

Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided
Divided

into
into
into
1into
into
into
into
into
into
into

into.

into
into
into
into
into
into
1into
into
into
into
1nto
into
into
into
into
1into
into
into
into
into
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- 24

- Z6

- 48

- 60

72

- B4

- 96

108

10 - 120

11 - 132

12 - 144

8 - 48

12 - 72

12 - 108

18 - 144

8 - 108

12 - 144

8 - 144

100 - S00
100 - So0
100 - 500
100 - SO0
100 - S00
100 - 500
100 - 999
100 - 999
100 - 999
1000 - 9999
1000 - 9999
1000 - 9999
1000 - 9999

VDONOCU DN
!

K EY



A D D I T I O N

CODE PROBLEM SAMFLE

Al H Add two 1 digit numbers : 1 S
H (Numbers from 1 to %) H + 1 + S
1] .
. 1]

T T

A2 H Add two 1 digit numbers H Q9
H (Sums less than 1Q) H + 1 + 0
H ' ——— J——
H '

A3 H Add two 1 digit numbers H S b4
H (All sums greater than 10) | + 6 + 9
H | —— ——
H H

A 4 i Add two 1 digit numbers H 2 8
H (Any sum) H + 3 + &
H H — -
H )

A S ! Add a 2 digit and 1 digit H 11 98
H number (No regrouping) H + 1 + 1
! H -— -—-
H H

A 6 ! Add a 2 digit and 1 digit H 11 9
! number (All regrouping) ! + 9 + 9
H H St —-—
H }

A7 ! Add a 2 digit and | digit ! 23 &7
! number (Mixed) ! + S + 8
t H — —
H H
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A D D I Ll I O N

CODE PROBLEM SAMPLE
B 1 ! Add two 2 digit numbers ' i1 88
H (No regrouping) H +11 +11
H H - -
" e e e o e - _— -
B 2 ! Add two 2 digit numbers H 19 99
H (All regrouping) H +11 +99
H ! —— ——
' '
. *
B3 ! Add two 1 or 2 digit H 15 99
! numbers (Mixed) H + 3 ’ +87
1 H ——— ——
; :
B 4 ! Add two 2 digit numbers H 12 98
: (Mixed) H +13 +86
[} 1 ——— ———
' '
H H
B S ! Add two 3 digit numbers \ 111 . 798
H (No regrouping) H +111 +201
t ' - —-—-
t H
B 6 t Add two 3 digit numbers ' 111 99
H (All regrouping) H +109 +999
i ! —— ———
! H
B 7 Add two 3 digit numbers 123 999
(Mixed) +105 +888
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A D D I T I O N

CODE PROBLEM SAMPLE
c1 ! Add two 2 or I digit H 111 888
! numbers (Mixed) H + 11 +888
H H ——— —-——

-

c 2 i Add three 1 digit numbers ! 2 9
t (Mixed) H 1 9
! . H + 3 + 9
cC3 { Add three 1,2,o0r 3 digit ' 15 &99
! numbers (Mixed) : 3 ' 487
) i +211 +4678
C 4 H Add three 1 or 2 digit H 2 98
! numbers (Mixed) H 13 86
H : + 1 + 99
CS ! Add three 2 or I digit ! 11 " 98
) ! numbers (Mixed) H 11 201
\ H + 11 +989
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S U B T R Aa C I O N

CODE FRORBRLEM SAMFLE

D1 ! Subtract a | diait number H 2 9
' from a 1 digit number H -1 - 9

D 2 i Subtract a { digit number H 11 9
i from a 2 digit number : -1 - 6
H (No regrouping) H - ——

D3 ! Subtract a 1 digit number ! 15 98
i from a 2 digit number H - 6 -9
H (Regrouping) H —— ——

D 4 H Subtract 7, 8, or 9 from H 17 98
H a 2 digit number ! -7 -9
: (Mixed) H - -
H :

DS Subtract a 1 digit number 11 I8

from a 2 digit number -1 -9

(Mixed)

- -36-



S U B T R a C T I O N

CQODE PROELEM SAMPLE

E 1 i Subtract a 2 digit number H 11 99
! from a 2 digit number H - 10 - 2
? (No regrouping) H —_—— -
. 1]
. )

E 2 | Subtract a 2 digit number ! 21 88
! from a 2 digit number H - 19 - 39
H (Regrouping) H — ——
1] 1]
» 3}

E3 ! Subtract a 2 digit number | S 2
! from a 2 digit number H - 12 - 59
: (Mixed) H —-—— -—
! H

E 4 ! Subtract a 2 digit number H 132 9S8
! from a 3 digit number H - 11 - 44
t (No regrouping) H —— ———
1] [
1] .

E S ! Subtract a 2 digit number H 121 - 998
! from a 3 digit number | - 12 - 79
! (Regrouping) H - ——
! H

E &6 Subtract a 2 digit number 211 899

from a 3 digit number - 19 - 49

(Mixed)
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S U B T R @ C T I O N

(Mixed)

CODE FROBLEM SAMPLE

F 1 H Subtract a 3 digit number H 111 99
! from a 3 digit number ' - 100 - 645
H (No regrouping) H ———— ——

) H

- - e ————————— e -

F 2 ! Subtract a 3 digit number H 22 988
H from a 3 digit number ) - 119 - 699
H (Regrouping) H ————— —_——

1, .

1] .
F 3 ! Subtract a 3 digit number | 318 882
! from a 3 digit number ! - 112 T = 659
H (Mixed) H ——— ———-

H '
F 4 | Subtract a 3 digit number H 1132 8958
H from a 4 digit number H - 109 - 967

4 (Regrouping) H

H H
F S i Subtract a 3 digit number ! 2121 . 7998
i from a 4 digit number H - 111 - &79

H (Mixed) !

H H
F & ! Subtract a 4 digit number | 211 5897
! from a 4 digit number { -1219 -1998
' (Regrouping) P mmmm— e

H t
F 7 Subtract a 4 digit number H 1123 9867
fraom a 4 digit number H -1010 -6989

t
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MUL TIFI_I CATION

CODE PROBLEM SAMPLE

G 1 i 2’9 multiplication table H 1 12
' H x 2 x 2

T L - ——————— e

6 2 t 3’s multiplication table 1 12
! H » 3 x 3
t ! —-— -—
! !

68 3 ! 4'sg multiplication table 1 12
H ! x 4 % 4
H !

G 4 H S’s multiplication table 1 2
H H *x S % S
H H - -
H H

6 S H &’s multiplication table 1 , 12
! ! X & x &
! : —-— —-—
! !

G &6 { 7’s multiplication table ! 1 12
t | % 7 x 7
! ' —— -
t !
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MULTIFL ICATION

COoDE PROBLEM SAMPLE

x
o]
~
@

H ?’s multiplication table H 1 12
| . ' x 9 » 9
{ H — -
H H

H3 H 10’s multiplication table ! 10 12
{ H n 1 %10
! H - -—
$ !

H 4 H 11’s multiplication table 11 12
H H » 1 %11
t H — -
! H

H S 12’s multiplication table 12 N 12

x
[N
~
[N
3
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MULTIFLICATION

CODE PROBLEM SAMPLE
11 i 2’s, 3’s, or 4’s H 1 12
i multiplication tables ! » 2 % 4
H H
-
12 H 4’°s, S’s, or &’s ' 1 12
H multiplication tables H X 4 ®x &
H H -—- —-———
t !
I3 H &’s, 7's, or 8’s H 1 2
t multiplication tables H x & x 8
: ] -— -—
H )
1 4 H 7’s, B8°s, or 9’s H 1 12
H multiplication tables H X 7 % 9
H H —_—— —-—
15 H 7's through 12’s H 1 " 12
' multiplication tables H ®x 7 ®12
t H
1 4 2’s through 12’'s 12
multiplication tables 2

X
LS e
x
N
J
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MULTIFLICATION

CODE PROBLEM SAMFLE
J 1 i Multiply a 2 digit number ' 11 LA
i by a 1l digit number (2 - S)! » 2 x S
H H —-—— -
J 2 { Multiply a 2 digit number ! 11 99
} by a 1 digit number (4 - 9); X 4 %x 9
H . H —-—— -
H H
J 3 t Multiply a 2 digit number H 11 P9
! by a 1 digit number (Any) H x 2 % 9
{ : —— -
H H
J 4 ! Multiply a 3 digit number { 123 989
! by a 1 digit number (2 - S)| x 2 x S
! H — —
! H
Jd S ! Multiply a 3 digit number H 101 789
I by a 1 digit number (4 - 9)} x 4 x 9
1 H ———— ——
! H
J 6 Multiply a 3 digit number 111 898
by a 1 digit number (Any) X 2 n 9
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MULTIFLICATION

CODE PROBLEM SAMFLE
K1 ! Multiply a 2 digit number H 11 99
! by a 2 digit number H x 10 % 19
1 (10 - 19) H ——— ——
H H
K 2 ! Multiply a 2 digit number | 11 99
! by a 2 digit number H x 11 x 99
! (Any) H ——— ———
1] ]
K3 ! Multiply a 3 digit number: H 121 898
{ by a 2 digit number H % 10 X 90
! (10,20,30, oc..) H ——— —
! '
K 4 { Multiply a 3 digit number H 12X 989
! by a 2 digit number ! ® 11 x 19
! (11 - 19) H —— ———
H H
K S Multiply a 3 digit number 101 889
by a 2 digit number %x 10 % 99

- oo oo on

(Any)

-43-



MULTIFLICATION

CODE PROBLEM SAMPLE
L1 ! Multiply a 3 digit number H 111 99
! by a 3 digit number ! ®x 101 % 199
t (101 - 199) P mmm—— e
' H
L2 i Multiply a 3 digit number ! 123 898
i by a 3 digit number H x 111 %999
H (Any) P mm—— ——
H H
L3 ! Multiply a 4 digit number | 2121 5898
! by a 2 digit number ! x 11 x 19
t (11 - 19) b memm—— e
L 4 t Multiply a 4 digit number H 1123 8989
! by a 2 digit number ! » 11 X 99
H (ANY) P memem—— e
' !
LS Multiply a 4 digit number 1010 7889
by a 3 digit number x 110 » 699

(Any)
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D I VvV I S O N
CODE PROBLEM SAMPLE
M1 : s givision tabie : —————— 2-/5:_ “;';;;:“"
M2 : 3's division table - : 3 /37 3 /36
M3 | 4°s division table h ! ‘—; ’a” ;-:;éz—-_
] :
H 4 : S’s division table : s /5 5 /60
MS : &’s division table B : 6 16 & 172”7
Hé6 | 7°s3 division table N : 7 /7 7 /84
! :
N1 | 8°'s division table : 8 /8 .8 /96
: :
N2 : 9°s division table : 9 /9 9 /108"
N3 : 10’s division table : 10 /10 10 /120
N 4 : 11°s division table_—— ! 11 /11 11 /335——-
!
NS | 12°s division table a ] ——_:; /127 12 /133 -
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D I v I (= I O N

CODE PROBLEM SAMPLE
P 1 ! 2-4 divided into 8-48 : 2 /8 4 /38
P2 | 4-6 divided into 12-72 4 /12 6 172°

P3S | 6-9 divided into 12-108 ! 6 /127 9 /108~
! :
P4 | 9-12 divided into 18-144 - | 9 s18° 12 /144 |
t : : —
PS : 2-9 divided intc 8-108 ! 2 /8 9 )165_
P& : 6-12 divided into 12-144 : 6 /127 12 /IZZ'-'—
P 7 : 2-12 divided into 8-144 ] 2 /8 12 /144
!
Qi : 2-4 divided into 100-;00 : 2 /100 4 ,/500
Q2 : 4-6 divided in;o 100-;00 ] - 4 /100 & /Z$§'~--
]
Q3 : 6-9 divided into 100-500 ! __-e /108 9 /495
!
Q4 : 9-12 divided into 100—;09 : -;-:T6§' 12 74592 °
Qs : 2-9 di::;;d int;—:;;:soo 1 —;—;;56' 9 /395
!
@6 | 6-12 divided into 100-500 | 6 /IGé'—_12 /%55'
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D I Vv I S I O N

CODE  PROBLEN SAMPLE

R1 ! 2-9 - divided into 100-999 : 2_/;%6" 9 /999
;

R 2 : 11-15 divided into 100-999 | 11—;EI6' 15 /990"

R3 : 20-40 divided into :oo—q;v bo20 /;66‘ 40 /960

R 4 : 2-9 divided into 1000-9999 : 2 /1000 9 /3555-f_

R'S : 11-15 divided into 1000-9999 { 11 /1100 15 )3656

!

R 6 | 20-50 divided into 1000-9999 | 20 /1000 S0 /9950
1 !

R 7 ! 50-99 divided into 1000:9999 i S0 /1000 99 /9999
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Ap‘/ ATARI Program Exchange
P.O. Box 3705

L )

N santa Clara, CA 95085

We're interested in your experiences with
APX programs and documentation, both fa-
varable 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.

Three R Math Home System (208)

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!

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

3. What do you especially fike 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 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

STAMP

Apy ATARI Program Exchange
P.O. Box 3705

@

N santa Clara, CA 95055

{seal here]



