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First Byte 

LICENSE AND USE AQREEMENT 

MathTalk Software 

READ ALL OF THE TERMS AND CONDmONS OF THIS AGREEMENT PRIOR TO 
INITIAL USE OF THE PROGRAM. USE OF THE PROGRAM DISK INDICATES 
YOUR ACCEPTANCE OF THESE TERMS AND CONDITIONS. If you do not agree 
to these terms and conditions, return the unused disk packet and the other components of 
this product to the place of purchase and your money will be refunded. No refunds will 
be given for products that have been used or have missing components. 

PARTIES: This Agreement is entered into by and between First Byte ("FB"), a California 
corporation, and the individual (the "Customer") who receives the enclosed software (the 
"Software") and uses the program disk. 

LICENSE: Subject to the terms and conditions set forth in this Agreement, FB hereby 
grants to Customer, and Customer accepts from FB, a non-exclusive and non-transferrable 
license (the "License") to use the Software. 

TITLE TO SOFTWARE AND CONFIDENTIALITY: Tbe Software and all programs 
developed hereunder and all copies thereof are proprietary to FB and title thereto remains 
in FB. All applicable rights to patents, copyrights, trademarks, and trade secrets in the 
Software, including any rights which FB may have in the trademarks "First Byte" and 
"MathTalk", are owned by and shall remain in FB. Without FB's prior written permis
sion, Customer may not copy or otherwise reproduce, sell, transfer, publish, disclose, 
display, or otherwise make available the Software or copies thereof to others. Customer 
agrees to secure and protect the Software in a manner consistent with the maintenance of 
FB's rights therein and to take appropriate action to satisfy its obligations hereunder. All 
copies of the Software made by Customer, whether authorized or unauthorized, shall be 
the property of FB. Violation of any provision of this paragraph shall be the basis for 
immediate termination of this Agreement without further action by FB. 

USE AND RESTRICTIONS: This Agreement authorizes Customer to use the Software 
only on a stand-alone computer system owned by Customer. Customer may physically 
transfer the program from one computer system owned by Customer to another computer 
system owned by Customer provided that the Software is used only on one computer 
system at a time and that the Software is not transferred from one computer system to 
another over a network. Customer shall neither modify nor translate the Software or 
related documentation without the prior written consent of FB. 

LIMITED WARRANTY: THE LICENSED SOFI'W ARE IS PROVIDED "AS IS" 
WITHOUT WARRANTY OF ANY KIND, EITHER EXPRESSED OR IMPLIED, 
INCLUDING BUT NOT LIMITED TO THE IMPLIED WARRANTIES OF 
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MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. THE 
ENTIRE RISK AS TO THE QUALITY AND PERFORMANCE OF THE LICENSED 
SOFTWARE IS WITH CUSTOMER. FB does not warrant that the functions contained 
in this program will meet Customer's requirements or that the operation of this program 
will be uninterrupted or error free. However, FB warrants the disk on which this program 
is furnished to be free from defects under normal use for a period of ninety (90) days from 
the date of initial purchase. 

LIMITATIONS OF REMEDIES: FB's entire liability and Customer's exclusive remedy 
shall be the replacement of any disk not meeting the limited warranty set forth above, 
which disk is returned at Customer's expense to FB or an authorized FB dealer with a 
copy of Customer's paid invoice. FB, in its sole discretion, will recopy or replace the 
defective disk with the same version of the Software, and return same to Customer at FB's 
expense. 

In no event will FB be liable for any damages, including any direct, indirect, incidental, or 
consequential damages arising out of the use or performance of the Software even if FB or 
an authorized dealer of FB has been advised of the possibility of such damages. Customer 
agrees that FB's liability arising out of contract, negligence, strict liability, and tort or 
warranty shall not exceed any amounts paid by Customer for the Software. 

TERM AND TERMINATION: This License is effective until terminated. Customer may 
terminate this License either by destroying the Software, any related documentation and all 
copies thereof, or by written notice of termination to FB. FB may terminate this License 
at any time by written notice if the Customer fails to comply with any of the terms of this 
Agreement. Within thirty (30) days after notice of termination is given by either FB or 
Customer, the Customer shall furnish a statement to FB certifying that, to the best of the 
Customer's knowledge, the original and all copies of the Software, in whole or part and in 
any fonn, have been returned to FB or destroyed. Termination pursuant to this paragraph 
shall not relieve Customer of its confidentiality obligations with respect to the Software. 

MISCELLANEOUS: FB shall have the right to collect from Customer its reasonable 
expenses incurred in enforcing this Agreement, including attorneys' fees and costs. 

This Agreement and pe1formance hereunder shall be governed by and construed in 
accordance with the laws of the State of California. 

Written inquiries concerning this Agreement may be directed to First Byte, Attention: 
President at 2845 Temple Avenue, Long Beach, CA 90806. 
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USER'S GUIDE 

WELCOME TO MATHTALK/ 

Have you ever wished for your own private tutor w.ho 
could help you with your math assignments any time 
you asked? Congratulations! You have just had a 
dream come true. MathTalk brings you Professor 
Matt A. Matics, a very smart, 1aUsing computer friend 
who can help you complete your math assignments. 
He won't do the work for you, but will show you how 
to do it yourself. With his expert help you will quickly 
and easily learn how to do many different kinds of 
Addition, Subtraction, Multiplication, and Division 
problems. He's there when you need his help, he 
never gets tired, and he's been taught not to yell. 
Sound good? Here's how to get started! 
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GETTING STARTED 

1. If this is the first time you have used MathTalk, 
select First Time User on the Introduction screen. 
You will be asked to enter your name to start a 
Score File. 

2. Enter your QW.Q math problems and make a Math 
Page in Math Book. You can make Addition 
Pages, Subtraction Pages, Multiplication Pages, 
or Division Pages. 

4. Print out your Math Page. 

5. Get help from Professor Matt A. Matics in Solve It 
as you are working out each problem. Put your 
answers on the printed page. 

6. Prepare for the math quiz at school by making 
a Math Page of practice or test problems. Use 
Scoreboard to see how well you know how to do 
these problems. If you need help, you can select 
the Professor's Chalkboard or Incredible 
Talking Calculator. 

7. To become a whiz in the basic math facts for 
Addition, Subtraction, Multiplication, or Division, 
enter the Game Room and play Table Talk or 
Mystery Number. 
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USING THE MAIN MENU 

MathTalk is full of choices you can make. The Main 
Menu presents many different selections that will 
assist you in tackling math problems and learning 
math facts. A picture is included in each box to help 
you remember what choice you are making and let 
you open a Picture Box Menu. 

THE@MENU 

Select the@Menu and you will be able to change 
speech volume. In addition, if you choose to turn the 
speech Off, Professor Matt A. Matics will not speak 
most of the instructions that appear on the screen. 
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MATH BOOK MENU 

The Math Book Menu helps you make Math Pages. 
You can make an Addition, Subtraction, Multiplication, 
or Division Page. Each Page can have as many as 24 
problems. 

NEW opens an empty Math Page where you can 
enter your problems. MathTalkwill not accept 
fractions or decimal problems. If you enter a number 
that is too large, Professor Matt A. Matics will tell you 
to try another number. 

OPEN lets you select a Math Page that you have 
already made that is stored on your disk. Once a 
Math Page is Open, you can select a problem and 
change it if necessary. 

CLOSE puts away the Math Page that is on the 
screen. 

SAVE stores the Math Page that is on the screen and 
keeps it in your Math Book. 

PRINT lets you make a paper copy of your Math Page 
if you have a printer. 
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THE WHIZ MENU 

Become a Math Whiz! Open a Math Page and let 
Professor Matt A. Matlcs help you solve each 
problem. His spoken instructions, pictures, and 
demonstrations will help you through any difficulties. 
Test yourself and see how well you have mastered 
each Math Page. 

SOLVE IT: You will see each problem on the Math 
Page you select. If you have difficulty solving any 
problem, Professor Matt A. Matics will help you 
understand what went wrong. With his help you'll be 
able to find the answer to each problem and learn 
from your mistakes. As you answer each problem 
correctly, put the answer on your printed paper copy. 
If this page was assigned at school, it's ready to give 
to your teacher. 

SCOREBOARD: If you have to study for a math 
quiz at school, or if you want to see how well you 
understand your work, use Scoreboard to take a 
practice test. Select a Math Page and let Professor 
Matt A. Matics give you the problems to solve. At the 
end of the quiz, you will receive a score which can be 
saved to help you keep track of your progress. To 
correct the problems you answered incorrectly, use 
either the Professor's Chalkboard or Incredible 
Talking Calculator. 
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THE GAME ROOM MENU 

Enter the Game Room and test your skill with 
Addition, Subtraction, Multiplication, and Division 
facts. If you choose, play against the clock and 
conquer each problem quickly and easily. 

TABLE TALK: In this game you will find four math 
tables to tackle, Addition, Subtraction, Multiplication, 
and Division. Choose a table and solve problems to 
fill in the table's squares. How long will it take you to 
finish a table? How many tries? Your scores will be 
saved so you can see how much you improve. 

MYSTERY NUMBER: It's easy to solve a problem 
when all the numbers are there to see. It's harder 
to find a solution when numbers are missing. Play 
Mystery Number and find the missing numbers to 
solve the problem. Choose the type of problems 
you want and guess how much time it will take you. 
When the game is over, you'll see your score. Your 
scores will be saved so you can see how much 
you've improved. 
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THE SCORES MENU 

The Scores Menu allows you to set up a Score File 
that will save your scores from Scoreboard, Table 
Talk, and Mystery Number. You can start a Score 
File by selecting New. View lets you open a Score 
File and look at your scores. Use Open to tell the 
Professor which Score File should be active. This is 
where he will save the scores until you Open another 
Score File. 

QUff 

Use the Quit Selection to leave Math Talk. Make sure 
you save new Math Pages before quitting. 
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PARENTS AND HELPERS 

INTRODUCTION 

Congratulations! You now have a private math tutor, 
Professor Matt A. Matlcs in your home to help your 
children complete their math assignments, receive 
individualized help in Addition, Subtraction, 
Multiplication, and Division skills, and prepare for 
math tests at school. MathTalk is an exciting 
addition to First Byte's® Talking Notebook™ 
Serles. 

The use of high quality software-only-speech and 
graphics allows MathTalk to provide your child with 
an illustrated tutorial for each math problem entered. 
This js the first time math software has been able 
to gjve the learner this degree of indiyidualized 
assistance. 

Each child can work independently, progressing at 
their own rate, making their own decisions. Through 
the tutorials, test simulations, and games the learner 
builds a solid base of understanding of math facts 
and basic operations while having fun with the 
Professor. The math confidence they will acquire will 
transfer to improved performance in the classroom. 
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MATHTALKFEATURES 

With lllathTalk your child will be able to ... 

1. Enter their math problems from school and print 
out a paper copy to turn in for a homework 
assignment. 

2. Receive individualized help if they have difficulty 
solving a problem. 

3. Practice the basic math facts in Addition, 
Subtraction, Multiplication, and Division to 
acquire mastery. 

4. Check their work using a computer simulated 
calculator. 

5. Practice completing math problems in a simulated 
test situation. 
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LEARNING OBJECTIVES 

By using MathTalk your child will be able to ... 

1. Master the basic math facts of Addition, 
Subtraction, Multiplication, and Division. 

2. Develop thinking strategies for math problems 
and operations that they are having difficulty 
mastering. 

3. Use a calculator to perform math functions both 
on and off the computer. 

4. Complete basic math facts tables. 

5. Supply the missing number in a basic math fact 
problem. 
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HELPING YOUR CHILD GET STARTED 

The following sequence of MathTalk activities is 
suggested. 

1. If this is the first time your child has used MathTalk 
select First nme User on the Introduction screen. 
In order to set up a Score File to chart progress, 
your child will be asked to enter a name. Scores 
will be saved from Table Talk, Mystery Number, 
and Scoreboard. 

2. Enter a Math Page of problems using New in the 
Math Book Menu. If the problems are to be turned 
in at school, print out the problems when the Math 
Page is finished. 

3. Use Solve It in the Whiz Menu to work through 
each problem until your child answers the prob
lem correctly. If a paper copy is to be turned in at 
school, your child can write the answers on the 
paper copy of the Math Page as each problem is 
solved. 
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4. Use Scoreboard in the Whiz Menu to solve the 
Math Page problems in a test simulation. Your 
child can correct the problems that are incorrect 
with the help of the Incredible Talking Calculator 
or Professor's Chalkboard. 

5. Encourage your child to become a master of 
Addition, Subtraction, Multiplication, and Division 
facts by playing Table Talk or Mystery Number in 
the Game Room. 
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EDUCATIONAL CONSIDERATIONS 

The purpose of MathTalk is to help a child master the 
building blocks, the major arithmetic operations, and 
facts. In addition, it will help develop strategies 
for handling problems that are difficult to solve, 
and provide preparation for tests of mastery that 
occur in the school setting. 

Without a conceptual understanding, as well as 
speed and accuracy in the basic tacts, a child will 
have difficulty applying mathematical operations in 
practical applications. These Addition, Subtraction, 
Multiplication, and Division tacts are building blocks 
that serve as an important foundation for the devel
opment of more complex math skills. Likewise, this 
conceptual foundation should be laid to ensure that 
tools like calculators are used with understanding 
and skill. 

It is important that as a helper you provide extra 
activities that reinforce and build on your child's 
grasp of these basic facts. The following suggestions 
will provide problem solving situations that will lead 
to an increased understanding and higher level 
thinking skills. 
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EXTRA ACTIVITIES 

• It is important in the learning process for a child to 
manipulate physical objects as well as symbolic 
objects like numbers. Introduce physical learning 
tools such as blocks, an abacus, and other counting 
toys. Count objects and make groups that can be 
added or subtracted. 

• Get a number of similar objects together, like bottle 
caps, and encourage your child to group them and 
make number combinations. Have her write down 
a number sentence that fits the groupings she has 
made. For example, if she makes a group of 4 and a 
group of 6, the number sentence could be 4 + 6 = 10. 
Part of the creative process is creating order out of 
disorder. 

• Challenge your child to see how many ways he can 
express one problem. Example 6 + 7 = 13 could also 
be expressed as ... (3+3)+(3+4) = 13 or 
(2+2+2)+(3+2+2) = 13. 
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• Make up word problems about objects, events, or 
people around the house that illustrate the use of a 
basic math fact. For example, "You had 15 marbles 
in your marble bag in your drawer. You took them out 
on the patio and played a marble game until your dog 
Jasper ran through your game and scattered marbles 
everywhere. When you picked up the marbles and 
counted them again you had 8 marbles. How many 
do you have left to find?" 

• Expand on the Mystery Number Game and open up 
additional learning possibilities by hiding the identity 
of more numbers. For example,?+?= 18 or 5? 5 = 
25 or ?x2+5·1 :8. 

• Playing card games or board games with dice that 
require quick computations provide skill building, 
entertaining practice. 

• Provide a calculator for your child to use. It is impor
tant to stress that these machines don't take the place 
of understanding how to work with numbers, but 
they can be a great tool for quick computation and 
checking problems. 
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• Here are two more calculator games to try with more 
than one player. 

Chase: Using two calculators, which player can 
solve a certain number of problems the fastest 
without error. 

Hit the Target Set a number as the desired or 
"target" total. Who can complete a series of number 
calculations that will reach the target number first? 

• Encourage your child to think of shortcuts to solving 
math problems. Sometimes children absorb the 
mechanical operations so thoroughly that they 
become blind to better, quicker strategies. For 
example, if you asked 9 + 8 = ? they might say ... 

"Nine and one makes 10, and 10 plus seven is 17." 
"Eight and eight, I know is 16, and one more is 17." 
"Eight and iO are 18, and 18 take away one is 17." 
"Eight and two are 10 and seven more makes 17." 
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• Encourage your child to be an estimator. Estimation 
skills are important in quick problem solving and can 
be very helpful in finding common sense solutions to 
problems. After assuring your child that you are not 
looking for the exact answer, pose some problems 
that build on their math skills but stretch their abilities. 
For example, if they have mastered adding two single 
digit numbers together ask them to tell you about how 
many days they will go to school this month if they go 
4 days this week, 2 days next week, 4 days the third 
week, and 5 days the last week. 

• Estimation skills are especially important with the 
increased use of calculators. It's easy to press the 
wrong button but assume because the calculator 
completed the problem, the answer must be correct. 
Estimating skills will give your child a reasonable 
idea of what the answer should be. Present a 
problem like ... 305 - 129 = ? Ask your child to 
estimate what the answer should be before solving it 
on the calculator. A useful strategy for estimating the 
answer would be to change the 305 to 300 and the 
129 to 100. Then it is quickly a process of subtracting 
100 from 300. 
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• Counting games that-give children experience in 
counting by 2's, 3's, S's, and 1 O's etc. will help them 
in problem solving and estimating answers. 

• I'm thinking of a number game ... these are always 
fun. It's a number between 1 and 20. It has two digits 
and the digits add up to five. If you subtract the ten's 
digit from the one's digit, the answer is 3. The mys
tery number is 14. Have your child think up mystery 
number problems for friends and family to solve. 

• Take your child to the grocery store and have them 
pretend they are in charge of buying snacks for a 
camping trip. Set a budget and let them produce a 
grocery list with prices that stay within the budget. 
This game could be played by using advertisements 
in the newspaper. 

• Encourage your child to play "store" using empty 
cans and boxes, setting prices, totaling customer 
purchases, and making change. 
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ADDITION BASIC FACTS 

0+0=0 i + 0 = 1 2+0=2 3+0=3 
0 + 1=1 1+1=2 2+1=3 3+1=4 
0+2=2 1+2=3 2+2=4 3+2=5 
0+3=3 1+3=4 2+3=5 3+3=6 
0+4=4 i+4=5 2+4=6 3+4=7 
0+5=5 1+5=6 2+5=7 3+5=8 
0+6=6 1+6=7 2+6=8 3+6=9 
0+7=7 1+7=8 2+7=9 3+7=10 
0+8=8 1+8=9 2 + 8 = 10 3+8=11 
0+9=9 1+9=10 2+9=11 3 + 9 = 12 

4+0=4 5+0=5 6+0=6 7+0=7 
4+1=5 5+1=6 6+1=7 7+1=8 
4+2=6 5+2=7 6+2=8 7+2=9 
4+3=7 5+3=8 6+3=9 7+3=10 
4+4=8 5+4=9 6 + 4 = 10 7+4=11 
4+5=9 5+5=10 6+5=11 7 + 5 = 12 
4+6=10 5+6=11 6 + 6 = 12 7 + 6 = 13 
4+7=11 5+7=12 6 + 7 = 13 7 + 7 = 14 
4 + 8 = 12 5 + 8 = 13 6 + 8 = 14 7 + 8 = 15 
4 + 9 = 13 5 + 9 = 14 6 + 9 = 15 7 + 9 = 16 

8+0=8 9+0=9 
8+1=9 9 + 1 = 10 
8+2=10 9+2=11 

~ 
8+3=11 9 + 3 = 12 
8 + 4 = 12 9 + 4 = 13 
8 + 5 = 13 9 + 5 = 14 
8 + 6"' 14 9 + 6 = 15 
8 + 7 = 15 9 + 7 = 16 
8+8=16 9 + 8 = 17 
8 + 9 = 17 9+9=18 
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SUBTRACTION BASIC FACTS 

4-0 =4 
4-1=3 
4-2 = 2 
4- 3 = 1 
4-4 = 0 

8-0 = 8 
8-1=7 
8-2 = 6 
8-3 = 5 
8-4 = 4 
8-5 = 3 
8-6 = 2 
8- 7 = 1 
8-8 = 0 

1-0=J 
1 -1 = 0 

5-0 = 5 
5-1=4 
5- 2 = 3 
5-3 = 2 
5- 4 = 1 
5-5 = 0 

9-0 = 9 
9-1=8 
9-2 = 7 
9-3 = 6 
9-4 = 5 
9-5 = 4 
9-6 = 3 
9-7 = 2 
9- 8 = 1 
9- 9 = 0 

2-0 = 2 
2 -1 = 1 
2-2= 0 

6-0 = 6 
6-1=5 
6-2 = 4 
6-3 = 3 
6-4 = 2 
6- 5 = 1 
6-6 = 0 

[ 

3-0 = 3 
3 -1=2 
3 - 2 = 1 
3-3 = 0 

7-0 = 7 
7 -1=6 
7- 2 = 5 
7-3 = 4 
7-4 = 3 
7-5 = 2 
7- 6 = 1 
7-7 = 0 
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MULTIPLICATION BASIC FACTS 

1x1=1 2X1=2 3Xi=3 4X1=4 
1X2=2 2X2=4 3X2=6 4X2=8 
1X3=3 2X3=6 3X3=9 4 x 3 = 12 
1X4=4 2X4=8 3 x 4 = 12 4 x 4 = 16 
1X5=5 2 x 5 = 10 3 x 5 = 15 4 x 5 = 20 
1X6=6 2 x 6 = 12 3 x 6 = i8 4 x 6 = 24 
1X7=7 2 x 7 = 14 3 x 7 = 21 4X7=28 
1X8=8 2 x 8 = 16 3 x 8 = 24 4 x 8 = 32 
1X9=9 2 x 9 = 18 3 x 9 = 27 4 x 9 = 36 
1x10 = 10 2X10=20 3 X iO = 30 4X10=40 

5X1=5 6X1=6 7X1=7 8X1=8 
5X2=10 6 X2 = 12 7 x 2 = 14 8 x 2 = 16 
5 x 3 = 15 6X3= 18 7 x 3 = 21 8 x 3 = 24 
5X4=20 6 X4 = 24 7 x 4 = 28 8 x 4 = 32 
5X5=25 6X5=30 7 x 5 = 35 8 x 5 = 40 
5 x 6 = 30 6X6=36 7 x 6 = 42 8X6=48 
5 x 7 = 35 6X7=42 7 x 7 = 49 8X7=56 
5X8=40 6X8=48 7X8=56 8X8=64 
5X9=45 6X9=54 7X9=63 8 x 9 = 72 
5X10=50 6x10 = 60 7 x 10 = 70 8X10=80 

9X1=9 10X1 =10 

~ 
9X2=18 10 x 2 = 20 
9 x 3 = 27 10 x 3 = 30 
9X4=36 10X4=40 
9 x 5 = 45 10X5=50 
9X6=54 10 x 6 = 60 
9X7=63 10 x 7 = 70 
9 x 8 = 72 10 x 8 = 80 
9 x 9 = 81 10X9=90 
9X10=90 10 x 10 = 100 
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DIVISION BASIC FACTS 

1 : 1 = 1 2: 2=1 3: 3 = 1 4: 4 = 1 
2: 1=2 4: 2= 2 6: 3 = 2 8: 4 = 2 
3: 1=3 6: 2=3 9: 3 = 3 12: 4 = 3 
4: 1=4 8: 2=4 12: 3 = 4 16: 4 = 4 
5: 1=5 10:2=5 15: 3 = 5 20:4=5 
6: 1=6 12: 2 = 6 18:3=6 24: 4 = 6 
7: 1=7 14: 2 = 7 21 : 3 = 7 28: 4 = 7 
8: 1=8 16:2=8 24: 3 = 8 32: 4 = 8 
9: 1=9 18: 2 = 9 27: 3 = 9 36: 4 = 9 
10:1=10 20: 2 = 10 30: 3 = 10 40:4=10 

5: 5 = 1 6: 6 = 1 7: 7 = 1 8: 8 = 1 
10:5=2 12: 6 = 2 14: 7 = 2 16:8=2 
15: 5 = 3 18: 6 = 3 21 : 7 = 3 24: 8 = 3 
20:5=4 24: 6 = 4 28:7=4 32: 8 = 4 
25: 5 = 5 30:6=5 35: 7 = 5 40:8=5 
30: 5 = 6 36:6=6 42: 7 = 6 48:8=6 
35:5=7 42: 6 = 7 49: 7 = 7 56: 8 = 7 
40: 5 = 8 48:6=8 56:7=8 64:8=8 
45: 5 = 9 54:6=9 63:7=9 72: 8 = 9 
50:5=10 60: 6 = 10 70: 7 = 10 80:8=10 

9: 9 = 1 10 : 10 = 1 
18: 9 = 2 20:10=2 
27: 9 = 3 30: 10 = 3 

' 36: 9 = 4 40:10=4 
45:9=5 50:10=5 
54:9=6 60:10=6 
63:9=7 70: 10 = 7 
72: 9 = 8 80:10=8 
81 : 9 = 9 90: 10 = 9 
90: 9 = 10 100: 10 = 10 
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