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Mind Mania- Math

Features:

HINTBUTTON:
Press the Hint button
during game play if you are
having trouble answering a
question.

.~ RESETBUTTON:
~~ Toreset the product, use a
pen or similar pointed item
to press in the small button
located on the back.

MODE BUTTON:
Press the Mode button to
access the Main Menu.

ENTERBUTTON:
Select a game mode, or
alevel.

DIRECTIONALARROWS:
Use these multi-purpose
controls to scroll through
menu choices, move the

cursor and maneuver the
snake around the screen.

Selecting a Game Mode

1. To begin, press the Enter button to see a list of games, and then follow on-screen instructions.

2. Each game has 3 levels (Beginner, Intermediate and Advanced) that are linked to equations taught in
grades 1-2, 3-4, and 5-6.

3. Press the Mode button at any time to return to the main menu.

More or Less: More or Less shows you two values and challenges you to determine if the first value is
greater than, less than, or equal to the second value.

1. Use the up and down arrows to scroll through the three choices, and press the Enter button to select.

2. Try to answer as many questions as possible in 120 seconds.

3. Solve the problem correctly the first time for full points. A second try is worth half the points.

Hints: Stumped? Just press the Hint button. The first hint will show one variable as a whole number. The
second hint will show both variables as whole numbers.

Equation Snake: Equation Snake challenges you to answer an equation given, by using the thumb pad to

guide the snake around the screen and eat the numbersand symbols in the correct order.
1. Choose your level and then see a problem.

2. You get 3 lives and 60 seconds to guide the snake to eat the correct answer.

3. Each problem is worth 100 points and each incorrect number or symbol eaten deducts points.
4. You lose a life when the snake touches a wall, hits an obstacle or doubles back on itself.

Hints: Stumped? Just press the Hint button. Level 1: First hint displays problem. Second hint displays the
answer. Level 2&3: First hint displays problem. Second hint displays the next necessary number to find.
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th Invaders: Math Invaders challenges you to shoot down the correct falling answer without getting hit by the
ing numbers.

An equation is displayed on the screen.

Maneuver your spaceship rightand left along the bottom of the screen using the right and left arrows.

When you see the numbers of the correct answer, shoot them down in the correct order, by pressing the Enter
button to fire a laser.

If the correct answer is hit, you Il earn points, and see the next problem.

If the incorrect answer is hit, you Il lose points. If a falling number hits your ship, you Il lose a life.

ts: Stumped? Just press the Hint button. Level 1: First hint displays problem. Second hint displays the answer.
el 2&3: First hint displays problem. Second hint displays the next necessary number to find.

Practice Tables: Practice Tables let you choose a number and a function (addition, subtraction, multiplication or

divi
1
2.
3.

4.

Set
1
2.
3.

7.

8.
Sett

sion) and practice number tables by answering the problems displayed on the screen.

A problem from the selected table is displayed on screen.

Three answer choices will flash, one at a time. Press Enter to select an answer.

If you answered correctly, you Il see the next problem in the table. If you answered incorrectly, you will get
another chance to answer the problem.

Solve the problem correctly the first time for full points. A second try is worth half the points.

ting the Clock:

Select options from the Main Menu.

Press the Enter button when Set Clock is selected.

To set the hour, use the up and down arrows to scroll through the hour choices until the hour you want is on the
screen. Press the Enter button (or press right on the thumb pad) to select.

Note: am and pm will automatically change.

. To set the minute, use the up and down arrows to scroll through the minute choices until the minute you want is

on the screen. Press the Enter button (or press right on the thumb pad) to select.

. To set the day of the week, use the up and down arrows to scroll through the day of the week choices. Press the

Enter button to select.

. To set the month, use the up and down arrows to scroll through the month choices. P ress the Enter button to

select.

To set the day of the month, use the up and down arrows to scroll through the day choices.
Press the Enter button to select.

The time is now set. Press the Mode button to access the Main Menu.

ting the Alarm:

The product can be set to emit an alarm tone at whatever time you would like. A small alarm clock symbol will be
displayed on the clock screen to indicate an alarm has been set.
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To set the hour, use the up and down arrows to scroll through the hour choices until the hour you want is on the
screen. Press the Enter button to select. Note: am and pm will automatically change.

To set the minute, use the up and down arrows to scroll through the minute choices until the minute you want is
on the screen. Press the Enter button (or press right on the thumb pad) to select.

After the minute has been set, you will have a choice to turn the alarm on or off. Use the right and left arrows to
highlight on or off and press the Enter button to select.

Contrast: If the screen is too dark or too light, you can adjust the contrast to make the screen more visible.
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From the Options menu, select Contrast and press the Enter button to select.
Use the right and left arrows to darken or lighten the contrast. P ress the Enter button to select the desired
contrast.



