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WELCOME TO ELECTRONIC
FLASHCARD MAKER!

Colecos ELECTRONIC FLASHCARD MAKER takes traditional flashcards a giarit step
forward! Designed exclusively for the ADAM™ Family Computer Systern, this new
program provides a simple, yet sophisticated method for making, changing, and using
fliasheards right on your computer screen.

ELECTRONIC FLASHCARD MAKER lets you print the cards you make. Print just the A
Sides, just the B Sides, or the entire deck. If you're not safisfied with what you ses, you
can reorder the deck, add or delete individual cards—even renumber them by
pressing a single key

And that's not all Like no ather program of its kind, ELECTRONIC FLASHCARD MAKER
provides special charactars and accents for typing foreign language text. in addition
to exponents. subscripts. mathematical symbols—even musical notes.

When it's time to play, press Smart Keys to go through the cards manually or ask
ADAM™ 1o show them automatically. Ether way. you can save the cards you can't
answer in a separate deck of misses. Come bock fo them later, or ask ADAM™ to keep
showing the misses until you get tham right

Have some fun with ELECTRONIC ALASHCARD MAKER. And see if you don't start thinking
about flashcards in a whole new way!



HERE'S THE SET-UP

POWER SWITCH INSERT DIGITAL DATA PACK COMPUTER RESET BUTTON

DO NOT REMOVE DATA PACK WHILE THE DRIVE IS OPERATING!
DO NOT TURN POWER ON OR OFF WHEN A DATA PACK IS IN THE DRIVE!

Befora you can use ELECTROMNIC ALASHCARD MAKER, you have 1o transfer a copy of
e program from its pemnanent location on the digital data pack to ADAM™S5
marmary This is calied loading the program. Once the orogram is loaded info marmory,
yOu can remove the digital data pock and the program will stay in meamaorny until you
tum the power off Even if you insert a blank or FLASH FACTS digital data pack, then
stora or refrieve flashcard decks, ADAM™ keeps the program gelng. You do nol have
to loag ELECTRONIC FLASHCARD MAKER agoin unless you prass the Computer Resat
Button or furn the power oft To load ELECTRONIC FLASHCARD MAKER, follow these
simple steps:

1. Tum ADAM™ on by prassing the power swifch located at the bock of your printer.

2. Tumn your television of monitor on.

1. Insert the progrom data pack for ELECTROMNIC FLASHCARD MAKER info one of the
drves

4. Prass the Computar Resat Bution. Affer g few saconds the Tite Screen for ELEC-
TROMIC ALASHCARD MAKER appears on your TV or monitor, When the program finishes

lsading, the card on the Title Screan flips and thiee Smart-Key Label: appear. This is
tha Hoshoord Entry Screen

Using Your Controls

If you'ra familiar with the SmartfWRITER™ word processing system, you know how easy it
is to use the ADAM™ Keyboord and Hand Controlker, ELECTROMNIC FLASHCARD MAKER
requires the some confrals. For the most part, you'll use them exactly as you do for
word processing. Therme are o few exceptions. however, 50 mad the following section
carefully,
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1. Keyboard

Chamacter Keys: Use these keys to enter flashcand text just as you would use standard
typewriter keys.

smart Keys: As In SmoarfWRITER™ word processing, the Smart Keys on the top of your
keyboard comespond fo the labels that appear ot the bottom of your screen. Smart
Kays opamate in threa ways:

1. In some casas, the labels tell you what function ADAN™ will perform right affer you
press the comasponding key. For example, whan you press Smart Key | (FUP CARD) in
Manual Piay, the card on your screen flips over immediately

2. In other cases, pressing a Smart Key sets up a particular condition. For example,
when making or editing cards. pressing Smart Key Il (SIDE B), sets the cursor on Side B
The label then changes to read. SIDE A. Press the key again and ADAM™ sets the
cursor on Side A. Smart-Key Labels that change back and forth this way ame known as
toggles. They help you move back and forth between selected conditions

3. Anally, pressing one Smart Key can make a new array of Smart-Key Label: appear
on your screen. Somefimes. the new labels allow you 10 set addltional conditions. For
example, when you press Smart Key W1 (USE CARDS), the new labels allow you o
salect Timed or Manual Play, fo have your cards shown randomily or in order, orf 1o
save your missas or recycle them into the main deck. At other times, the new labels
guide you through the activity you want to perform. For example, when you press
Smart Key IV (MAKE CARDS), the next sat of labels helps you make a deck of
flashcarnds.



Don't worry if you haar a buzz when you press one of the Smart Keys. There’s a good
reason for that ADAN™ is telling you that you con't carry out the function you had in
mind. For example, if you press Smart Key V' (EDIT CARDS) when there are no cards in
ADAM™s mamory for you fo change the key buzzes. At the same time, a special
message usually appears, felling you how fo scive the problem,

NO DECK IN ADAM
MAKE OR GET DECK
FROM ¥YOUR OWN OR

FLASH FACTS

DATA PACKS:
Press STORE/GET

.
MAKE USE
CARDS | CARDS | CARDS

Command Keys: With the exceplion of INSERT, all of ADAM™s Command Keys function
in ELECTROMNIC FLASHCARD MAKER.

STORE/GET: Allows you to store flashcards on a digital data pack or 1o retleve cards
you've already stored or that are on a FLASH FACTS data pack.



CLEAR: Allows you to clear g single cord from your screen, 1o clear a complete deck
from ADAM™s memory, or 1o clear the entire wotkspace, including any cards you may
have ieft in Deck 2 from the Order Cands sequence: (See "Recrdering A Deck” on
page 13 of the Handy Reference Guide)

Remember: Clearing ADAM™ workspace will not clear decks you've already stored
on a digital data pack. However, if you clear a deck you haven't stoned, that deck will
be pemanently lost,

PRINT: Allows you o print all or selected portions of a deck of flashcards.

MOVE/COPY. Allows you o renumber cards within a deck.

DELETE: Allows you to delete a deck of flashcards from the digital data pock.

Wild Card: Press this key when you need exponents, subscripts, or diacritical marks for
foreign language flashcards. (See page 10 of the Handy Reference Guide)

Confrol Key: This key. combined with selected character keys, gives special symbols for
mathematical equations. musical notes, and so on. For additional information, refer 1o
the list on poge 10 of the Handy Reference Guide.

Backspace Key: This key does not function in ELECTRONIC ALASHCARD MAKER

Tab Key: This key doas not tunction as it would on a typewrlter keyboard., In ELEC-
TRONIC ALASHCARD MAKER, the Tab key functions as o spoce bar.

Space Bar: Just as in SmartWRITER™ word processing,. the Space Bar moves the cursor
to the right and erasas every character in Its path, If you just want fo move the cursor
without erasing anything you've typed, use your Contrel Stick or the amow keys,

Cursor Control Keys, Sometimes you'll want 10 move the curser quickly over flashcard
fext without destroying what you've already typed., The four amow keys in the botiom
right comer of your keyboard move the cursor up, down, left or right through a body

of et TheHomeKaudehmﬁcummufrhamanqucmhrlnqsma CUrsor
back to the first character position of the card you are typing on. Together. these five
keys are known as the Cursor Cortrol Keys,

2. Hand Controller

Want to sit back and relax while you test yourself on the flashcands you've made? Pick
up your Hand Controller ond fake it away! Here's how fo use the Cantroller for quick
and easy quizzing:

Conirol Stick: Use the Control Stick fo move the cursor quickly through a body of text
Just as you would use the arow keys described above.

Keypad Butions: Buttons 4-46 correspond to the Smart-Key Labels (-v0) at the bottom
of your screen. Use these buttons instead of the Smart Keys on your ADAM™ keyboard
fo carry out specific functions and commands throughout the progran,
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Keypad Overlay: A special Keypoad Overay is included in this software package. Refer
to it when using the Keypad Buttons on your Hand Controller,

Note: Keypad Buttons 7. 8, 2 0, %, and # do not function in ELECTRONIC RLASHCARD
MAKER.

Side Butfons: When making, editing, or using o deck of flashcards, you can use the
Right and Left Side Buttons instead of the appropriate Smart Keys fo move forward or
backward through the cument deck. To make the next card in the deck appear on
your screen, press the Right Side Button. To make the previous card appear, press the
Laft Side Button. To quickly flip forward or backward through the deck, press and hold
in the Left or Right Side Button,

CAUTION

Your digital data packs are sensitive. Keep them away from
magnets, your ADAM™ printer, TV set telephone or any other
electrical device. Protect them from dust, water and extreme
temperatures.




HANDY REFERENCE GUIDE

Loading the Program

1. Tum ADAM™ on by pressing the power swlh:h located at the back of your printer.

2. Tum your felevision or manitor on,

3. ::mw the program daota pack for ELECTRONIC ALASHCARD MAKER into one of the
Ve,

4, Prass the Computer Resat Button, Music plays. After a few saconds the Tite Screan

3'?:' ELECTRONIC ALASHCARD MAKER appears, followed by the Fiashcand Enfry
MEE,

MAKING AND EDITING FLASHCARDS

Making Electronic Fashcards

. Press Smart Key IV (MAKE CARCS) from the Flashcard Entry Screen

Type In a narme for the deck, up to 10 characters long.

If the new name is shorter than NEW DECK, use the Space Bar 1o erase the
remaining characterns.

Prass Smart Key I (NEW CARD).

Type in the text you want to appear on Side A.

Press Smart Key Il (SIDE B).

Type in the text you want o oppear on Side B

Press Smart Key Il (NEW CARD)

Continue making flashcards, as describad above,

When you're finished, press Smart Key VI (DONE).

Reviewing A Deck

Whan making, edlting, or using flashcards, press Smart Key M (PREVIOUS CARD) to
move backward through the deck. Each time you press this key, the card on your
screen will be replacad by the one that praceeds it in the dack, until you reach the
first cand.

Note: When using flashcards in the Manual Play mode, or when reondering a deck,
ADAM™ lets you move backward only five cands. Then you return 1o the card you were
on befoe prassing PREVIOUS CARD

Press Smart Key V (NEXT CARD) to move forward through the deck. Eoch time you
press this key the card on your screen will be replaced by the one that follows it in the
deck, until you reach the last card. If you try to go beyond the last card by pressing
Srrart Key V. ADAM™ buzzes.

You can also use the Left and Right Side Buttons on your Hand Confroller to move
forward and bockward through the deck. (See Side Buttons , poge B )

SomNoOs LN
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Comecting Erors
1. Use the arrow keys to posilion the cursor below the first character of the word or
senfence that needs fo be comected.
2. Retype the word or sentence correctly, starting at the point of emor,
3. Press the Spoce Bar to emase any remaining charmacters.
)



Using Accent Marks for Forelgn Language Text

1. Use the amow keys 10 position the cursor below the letter you want 10 accent.

2. Prass the WILD CARD Command Key.

3. Select the accent mark you need by pressing the appropriate Smart Key:

MNote: ADAN™ will not let you occent consonants by pressing Smort Keys, To create an
n with a lllde, press WILD CARD followed by n. To create a ¢ with a cedilla, press WILD
CARD followed by ¢

Creating Exponents

4. Press the WILD CARD Command Key.

2. Hold the Shift Key down.

3. Type whatever number you want to appeaar as an exponent,

Creating Subscripts
4. Press the WILD CARD Command Key.
2. Press whatever number you want to appear as a subscript

Using Special Characters

ADAM™ lats you creale a variety of special chamciers. All you have 1o do is ask for
tham! To fall ADAN™ which character you want, press the Contral Key on your Keyboard,
folliowed by the approoriate Chamacier Key Use the chart, below, for reference.

CONTROL KEY + CHARACTER KEY = SPECIAL CHARACTER

B0 v o

COHME SR TS
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Stopping a Command or Function

Press the ESCAPE Command Key, located in the upper left-hand comer of oL
keyboard, anytime you want to stop a command or function. The command in
progress stops and ADAM™ retums you to the Flashcard Erry Screan. However, you
rmay not use ESCAPE 1o stop a STORE/GET command.

Storing Electronic Flashcards

You can store flashcards on the ELECTRONIC FLASHCARD MAKER program data

pack, However, this may cause unnecassary wear and tear over a period of time

50 wa do not recommend it

1. Remove the program data pack from the drive.

2. Insert a blank digital data pack into one of the drives.

3. Press the STORE/GET Command Key.

4. Press Smart Key V (STORE DECK).

5. Select a drive by pressing the appropriate Smart Key. If yvou have only one
drive, press Smart Key Il (DRIVE &),

Note: If ADAM™ gives you the message. "CANNOT ACCESS THIS DECK." it may

mean that thare is no digital data pack in the drive. Even if the name of tha dack

you wanted 1o store appears on the Deck Directory, the deck itself will not be

stored unless the tape in the drive spins. To solve such a problem. you have to ra-

name the deck and begin the STORE/GET procedure again. If ADAM™ tells you,

“PLEASE INSERT TAPE OR DISK," and there already is a digital data pack in thae

drive, check 10 be sure the door on the tape drive is properly shut. When the door

Is shut, press ESCAPE and try the STORE/GET procedure again.

Renaming a Deck Before Storing

Anytime you try 1o store o deck under a name that already exlsts, ADAM™ tells you to
choose anothar name. To do that. follow these steps:

1. Press ESCAPE,

2, Prass Smart Key V (EDIT CARDS).

3. ype in the new name.

4, Press Smart Key VI (DONE),

5. Press the STORE/GET Command Key and follow the procedure described above.

Clearing the Cument Deck

When you tell ADAM™ to store a deck of flashcards, only a copy of the dack is storad
on the digital data pack. The actual deck remains in ADAM™s workspoce until you
clear it out If you don't dear it before making new flashcands, ADAM™ will add your
new cards 1o the dack that's still in the workspace. To clear the curent dack, follow
these sieps:

1, Press the CLEAR Command Key:

2. Press Smart Key IV (CLEAR DECK).

3. When the new Smart-Key Labels appear, press Smart Key V| (FINAL CLEAR)

11



Clearing a Single Card

T cleor both sides of the card showing on your screen:
1, Prass the CLEAR Command Key

2. Press Smart Key Il (CLEAR CARD)

3, Press Smart Key Wi (AINAL CLEAR),

Clearing the Workspace

Semetfimes clearing o card or an entine deck still wor't be encugh to clear the entire
workspace. If you have pulled cards from the main deck fo make a second deck or if
you've created a Deck of Misses, you must clear those cards in addition to the cument
deck. To do so. follow these steps:

1. Press the CLEAR Command Key

2. Press Smart Key V (CLEAR WORKSPACE).

3. Press Smart Key W (FINAL CLEAR)

Dalating a Deck

When you delete a deck of flashcards, it is erosed from the digital data pack and can

ro longer be recalled To delete a deck, follow this procedure. But first, bé suré you

want to delete ifl

1. Make sure the digital data pack confaning the flashcands you want 1o delete is in
tne oppropriate dive.

. Prass the STORE/GET Command Key

. Prass Smart Key V1 (GET DECK).

. Select a drive by pressing the appropriate Smart Key

. When the Deck Directory appears, use the armow keys to position your pointer
beside the name of the deck to be deleted.

. Prass the DELETE Command Key

. Press Srart Key VI (FINAL DELETE).

e L. h B Lo B3

etting Aashcards From Storage

. Insert tha digital data pack containing the desired deck into one of the drives.
Praxss the STORE/GET Command Key
Prass Smart Key W (GET DECK)L
Salect a drive by pressing tha appropriata Smart Key

. When the Deck Directory oppears, use the armow keys 1o position the cursor next fo
the name of the deck you want

. Press Smart Key VI (GET CARDS)

o= h B Lo kD =
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Printing Electronic FAashcards

ADAN™ lets you print a single card, the enfire deck, just the A-Sides or just the B-Sides.

1, Be sure theme is o sheeat of paper in the prinfer,

2. Press the PRINT Command Kay.

3. Tell ADAM™ how much you want 1o print by pressing the appropriate Smart Key:
Smart Key Il prints only what is cumently showing on your screen, However, ADAN™
will not print the Cover Card, if the Cover Card is showing on your screen, ADAM™
will print the first cord in the deck,

Smart Key Il prints Side A of every flashoard In the deck.
Smart Key IV prints Side B of every flashcard in the deck
Smart Key V prints both sides of every flashcard in the deck.

4. ADAM™ stops printing when [t's time to start o new page. When that happens.
insert a fresh sheet of paper and press Srmar_t Key V1 (CONTINUE PRINTING).

Note: Whean ADAM™ starts printing. Smart Key VI changes 1o read, STOP PRINT. This key

is a toggle If you press the key, ADAM™ stops printing and the label changes to read,

PRINT? Press the key again and ADAM™ resumes printing.

Reordering A Deck

1. Prass Smart Key IV (MAKE CARDS) or V (EDIT CARDS) from the Flashcard Entry
Screan.

2. Press Smart Key | (ORDER CARDS). Two decks appear on your screen. Deck 1 is the
main dack. Deck 2 1s a holding area for the cands you warnt 1o recrder,

3. Press Smart Key V (NEXT CARD) to move through the deck urtil you reach the card
you want 1o move 1o a different place in the deck, For now, suppose you wanted
to put cord #3 between cards 8 and ¢

4, ;_rmﬁmrfml{i’uummm remove card #3 from Deck 1 it will appear In Dack

. Press Smart Key V' (NEXT CARD) fo move thraugh the maln deck untll you reach
cand #3

6. Press Smart Key I INSERT CARD). Card #3, which was showing in Deck 2, now
bacomes the card showing in Deck 1 and will be between cards 8 ond § as you
intended.

7. Repeat this procedure for any other cards you want to rearder.

B. Press Smart Key VI (DOME).

Special Tips on Reordering Cards

Tip #: Last In, Arst Out

Anytime you pull consecutive cands out of Dack 1 they appear in reverse order in

Deck 2. For example, If you pulled cands 5, &, 7 and 8 out of Dack 1 card 8 would end

up as the first card in Deck 2. As you asked for each cand affer it youd find cards 7. 6.

and $—in that order.

However, Inseding cards from Deck 2 back Into Deck 1 reverses this order so that the

cards resurne thair criginal order. Thus. if you'd pulled cards 5, &, 7 and 8 and put

them in Deck 2 so that thay were now in reverse order (8, 7. 6. 5). and you then

inserfed them back into Dack 1, one by one, 50 cand #9 was showing in Deck 4, the

new order of the cards inDeck 1 would baasit was oniginally: 12, 3 4. 547689 10
13



Tip #2: When Order Counts

In recrgenng. thera is one situation that looks confusing, but is really quite simple. Let's

say you've pulled cards 5 and & from Deck 1 and you want 1o insart them batwean

cards 40 and H in Deck 1 But this time. you want card #4 to come before card 25 To
do that, you have 1o fool ADAM™ Hena's how:

1. Prass smart Key V (NEXT CARD) until card #41 is showing in Dack 1

2. Press Smart Kay || (INSERT CARD) twica Cards 5 and & ame now batween cards 10
and ‘M However, cord #5 is showing and s followed by card #&. (The order is 10, 5,
8 M)

3. Now pull card 6 from Deck 1 and put it aside in Deck 2.

4. With card #5 showing, insert card #6& from Deck 2 info Deck 1 Card #é will be
showing That may seem odd, but the new order of tha cands in Dack 1 will be as
you intended: 10. 4. & M

Tip #3: Insadting the Last Card

If you want to insert a card from Deck 2 so It ends up being the last card in Deck 4,

vou have fo fool ADAM™ again. Insert tha card 2o it 13 the sacond-to-last camd in Deck

A then pull out the last card and set it aside in Deck 2. Now the card you wantad to

be last is last—and you can insert the card from Deck 2 aryploce you want o

Swilching Decks

When reordering cards, all functions ame performed on the main deck (Deck 1. If you

want o edif individual cards in Deck 2 or simply go through them one by one, you

rrilst “switch decks” first Here's how:

1. if you have not done 50 already, press Smart Key | (ORDER CARDS).

2. Press Smart Key Il (DECK OPTIONS).

3. When the new Smart-Key Labels appear, press Smart Key 1| (SWITCH DECKS), Tha
arrow that was pointing at Deck 1 now points at Deck 2 (provided you have cards
in Dack 2). Now you can move backwand of forward through the deck,

4. When you're finished, press Smart Kay Il to switch the decks back again.

Cleanng Deck 2

When reardering a deck you can delkete all of the cards vou've set aside InDeck 2. To
do so when two decks ane showing on your screen, follow these steps:

1. Prass Smart Key Il (DECK OPTIONS).

2. Press Smart Key | (PULL CARDS) to get the cords you want 1o delata Info Dack 2

3. Press Smart Key | (CLEAR DECK 2% The caids you've set aside disoppear.

4. Prass Smart Key VI (DONE).

Inserhng a Deck
To insert the cards frorm Deck 2 back info the main deck when both decks ae
showing on your screern:
1. Press Smart Key Il (DECK OPTIOMS).
2. Press Smart Key Il {INSERT DECK). Deck 2 will be inserfed on top of whatever card is
showing in Deck 4
3. Prass Smart Key W1 (DENE)
4. Prass tha MOVE/COPY Command Key o renumber the deck.
14



Renumbering A Deck

The fiashcands you moke are automatically numbened in sequenhial order. Howewver,
anytime you add new cards, delete existing cards, or change the order of carnds
within a deck, you'll have fo fell ADAM™ o renumber the deck. To do that simply press
the MOVE/COPY Command Key. In an instant, your deck will be numbensd
saqueantially.

Note: Sometimes ADAM™s autormatic numbering con couse problems. Toke this
example: You'ra in tha process of making a deck of 10 cards. You've completed &
cards. Bafore you start 10 make card #7, you decide to go bock to card #4 and
comect a spelling ermor. You comect the error, then press Smart Key || (NEW CARD) so
you can make cord #7. What happens? The card is numbered 7. all right—out it
appears between cards 4 ond 8! You should have prassed NEXT CARD fo get bock 1o
card #4 before asking ADAM™ for a new card.

Fortunately, this is an easy problem o fix. Type the text as you want it 1o oppear on
card #7, then leave it batween cards 4 and 5 Now go bock fo the last card in the
deck (#6), press NEW CARD and continue making flashcaords. When the deck is
complete, press the MOVE/CORY Command Key and et ADAM™ renumber the deck,
in order,

USING FLASHCARDS

G-thng Ready to Play
. Make a new deack of flashoards or insart the digital data pack containing the deck
you want 1o use

2. Press Smart Key VI (USE CARDS). ADAM™ automatically sedects the following

® Manual Play
® Random
® Recycled Missas

. To change ADAM™3 automatic selections, use the steps that follow.

4, Prass Smart Key Il (TMED PLAY) if you want your cands shown automatically. f you
do not press this key, ADAM™ will select Manual Play.

5. If you chose Timed Play. press the aporopriate Smart Keys, then use the amow keys
to tell ADAM™ how long you want the front and back of each card 1o remain on
your screen, Then press Smart Key VI (DOME)

6. Press Smart Key Il N ORDER) If vou want to see your cands in the arder they werne in
when you pressed USE CARDS. If you do not press this key, the cards will De shown
in randam arder.

7. Prass Smart Key |V (SAVE MISSES) if you want your misses set aside and reshown
later in a special deck of misses. If you do not prass this key, any cards vou mark as
missas will ba racyclad into tha main dack.

(]
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Timed Play

If you selectad Timead Play, follow these steps:

. Prass Smart Key V' (PLAY)

When the new Smari-Key Labels appeaar, prass Smart Key IV (START). Side A of the

first card appears on your schean.

Type in your answer and watch it appear in the answer window: (Of course, you

can say the answer out loud or fo yoursalf)

When the card flips, check your answer against the answer on sida B

. If you're not satisfied with your answer, press Smart Kay I {MARK MISS). A yellow

square appears over the card number.

. Centinue answering questions and marking cards you want 1o be asked again,

. If you selected RECYCLE MISSES, ADAM™ reshows the cards you've marked as
misses. Mark them again if you're still not satisfied with your answers. ADAM™ will
show tharm urtil you get themn rightt

8. If you selected SAVE MISSES, see "Using the Deck of Misses.” below,

Q. When you've arswemed the last card, ADAM™ gives your “score’—the number of

conds you marked as risses and the percentage you answered comectly.

A Word About TIming: In genenal, the difficulty and length of your guestions should
getarmine how long each flashcard side remains on the screen The longer and more
difficult the questions, the mare time youll need 1o type in the answer. But, if you plan
to answer gquestions only omally of in your head, you don't need 1o allow much time at
all

w N
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Manual Play

If you selected Manual Piay, follow these steps:
. Prass Smart Key V (PLAY) and walt for the new Srnart-Key Labels to appear.
. Press Smart Key W (NEXT CARD) to bring the first cand fo your screen.
Type In the answer you think Is comect or say the answer out loud or 10 yourself,
Press Smart Key | (FUP CARD) to check your answer against the answer on Side B.
It you're not satisfied with your answer, press Smart Key Il (MARK MISS). A vellow
square appears aver the number on the card,
. It you are satisfied with your answer, prass Smart Key W (NEXT CARD).
. Continue answearing questions and marking arny cards you want fo be asked again,
. If you selected RECYCLE MISSES, ADAM™ will put the cards you marked back into
the main deck, Prass NEXT CARD to see aoach miss again. Continue marking any
card you don't answer safisfactorily
9. If you selecied SAVE MISSES, see “Using the Deck of Misses.” below,
10. When you reach the last card, ADANM™ tells you how many cords you marked as
missas and the parcenfoge yvou answered conmactly

EPNO AN

Using the Deck of Misses

It you salectad SAVE MISSES in Timed or Manual Play, any card you mark as a miss will

be set aside in o separate deck of misses. To fall ADAM™ you want o use the Deck of

Miiszes, follow the procedurs below.

1. When your round of play is over, ADAM™ gives your scomre and selects DECK OF
MISSES for you, 16




2. It you want to cancel ADAM™S automatic selection, prass Smart Key |, which now
mads, WHOLE DECK, Whean you press PLAY, ADAM™ will show the whole deck,
including your rmisses from the kast round of plgy.

3. Press Smart Key V (PLAY) 10 begin using the Deck of Misses, You may now use fhis
deck as you would any other deck of flashcards

Editing the Deck of Misses

To edit o deck of misses when you are in Manual Play,
1. Press Smart Kesy 1| (TIMEL.

2. Press Smart Key VI (DONE).

3, Press Smart Key W (PLAY),

4, Press Smart Key Vv (EDIT CARDS).

To edlt o deck of misses when you are in Timed Play:.
1. Prass Smart Key | (MANUAL.

2. Prass Smart Koy | (TIMED),

3. Press Smart Key V1 (DONE).

4. Prass Smart Key WV (PLAY).

5. Press Smart Key V (EDIT CARDS).

Printing the Deck of Misses

To print o deck of misses when it is showing on your screen:

. Press Smart Kewy || (TIMED).

. Preess Srart Key W (DONE).

. Press Srmart Key WV (PLAY),

. Press Smart Key vV (EDIT CARDS).

. Press the PRINT Command Key.

. Follow the procedure described in “Printing Electronic Flasheards,” on page 13

o n B G b)) =

Storing the Deck of Misses

To store a déck of misses when it is showing on your sereen:

. Prass Smart Key || (TIMEC),

Presss Smart Key VI (DONE).

Press Srart Key VW (PLAY)

Prerss Srnart Key W (EDIT CARDS).

Press the STORE/GET Command Key

Follow the procedure described In “Storing Electronic Rashcards,” on page 11

Othbs k=

Hipping the Deck

Durirg Timed or Manual Play. you'll sometimes want 10 see the B Sides of your cands
belore you see the A Sides. To tell ADAM™ to change the side of the card that's shown
first during phay, press Smart Key Il (FLIP DECK}. if you had been seeing the A Sides first,
yvou will now see the B Sides first and vice -versa
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AND THAT'S NOT ALL, FOLKS!

ELECTRONIC FLASHCARD MAKER is a simple program for making flashcards on your
computer screen. But its also a mini dota-base, a filing system, a game-maker, and
more. Check the list that follows for some ordinary and not-so-ordinary suggestions on
putting ELECTROMNIC FLASHCARD MAKER to wiork for you.,

Ruent Focts

Planning a trip abroad? Use flashcards 1o memorze foreign words and phrases. Type
the English word or phrase on Side A and the foreign transkation on Side B. Store the
deck when you've finished and use it at your leisure fo bone up on commonly used
terms. Or arrange fiashcards in dialog form and fake fums reading and responding to
questions with a fiend.

Geat in the Actl

The next tima you land a port in your school or community theatre production, use
flashcards to memorize your lines. Type your cue on Side A and the appropriate lines
on Side B. Becouse each side holds only 120 characters, you may have fo use consec-
utive cards for particulory long passages.

Speech! S5peechl

Use flashcards to memorize major points in a speech or an oral report Outline impor-
tant peints on consacutive cards, then go through the deck until you've got them
down pat You can even print out the cards and use them for nofes If necessary:

A Mathod to Your "Mathness”

Rashcards are perfect for helping you memorize mathematical formulas and chemical
equations. Type the formula or equation on one side and the oblect or substance o
which it refers on the ofher. Then use the Timed Play feature 1o create o speed drlll
You can fry by yourself or with q friend, Becouse some formulas take a whils to type,
you might want to write your answers on a sheet of paper.

Can You Match This?

Big test coming up? Use flashcards 1o reinforce the facts you're responsible for knowing,
Type questions on the A Sides and answers on the B Sides. When you've finished,
scramble the dack using reorder. then print out the A Sides. Now scramible the deck
again and print out the B Sides. Use the two prinfed coples to create a matching
game that will put your knowledge to the test

Rex Your Thinking Skills

Once you think you've mastered a particular skill, ELECTRONIC FLASHCARD MAKER can
help you check it. For example, give your grammar skills @ workout by typing unpunc-
tuated senfences on the A Sides and the comectly punctuated sentences on the B

18




Sides. During play. type the senfence again. this time with punctuation. Then, flip the
card and compare your puncluated sentence with the one on the B Side of the card
Limit eoch card to ane sentence. Or, make up mathematical word problems that
require baslc math skills in order to solve them. Put the problemn on one side and the
answer, along with the equation used fo solve the problem, on the other,

Test Preparation

Use flashcards o create quiz or test questions in ditferent fomats such as muticls
choice, fill-in-the-blank, or frue and false. If you'e studying for standardized achieve-
ment tests or the college boarnds, you might want to use commercially availatie study
guides o develop your queastions.

Let's Get Organized

Need some halp in getting crganized? ELECTRONIC FLASHCARD MAKER | also o
simple sequential data base you can use fo catolog record albums, books, stamp
collections, and so on. Or use flashcads to file recipes. addressas, Imponant phana
numbers—eaven job contacts.

It Takes Two

Try using ELECTRONIC FLASHCARD MAKER to create your own two-player learning or
entertainment games. Following are just a few ideas o get you starfed.

Trivia Game: Type rivia questions on the A Sides and the cormesponding answers on
the B Sides, or use Coleco’s LASH FACTS: TRIVIA digital data pack, When the game
begins, the first player to press o designated key on the keyboard gets ta answer
the question out loud. If the answer is comect, the player scores one point If the
answer |5 Incomact, the player forfeits o tum,

Gluiz Shows: Make your own gome based on the popular felevision quiz show:,
Jeopardy. Create several small decks of flashcards and give each deck a specific
category name Exarmples include Movies of the 30s and a80s, Famous Baseball
Stars, Classical Music, and so on. Within each deck, type answears on the A Sides
and coresponding questions on the B Sides. For example, in tha Mavies categary,
one answar might be “ludy Garand” An appropriate question would e, "Wha
starrad in The Wizard of Oz7 During the game, players fake tums selacting catego-
ries and forming suitable guestions for the answers that appear. Score five poirts for
every appropriate guastion. The first player o eam a designated number of polints
wins.
Secret Agent. Use flashcards to create a code game that reinforces math skills. Stan
by making up a code sheet on a piece of paper The letters 4 through Z shoulg
carraspond 1o the numbers 1 through 28 To make a message that reads, H-E-L-L-O
make up five math problems with the answers 8, 5 12, 12, ang 15—in that order
Tyvpe math problems on one side of each cord and the decoded message on the
othar. During the garme, players mus! answer the problems and refer o the code
sheet fo decode aach message The first player o say the decoded meassoge out
loud gets fo flip the caord, If the spoken message maiches the one on the card, the
player scones a point. If it does not match, the player forfeits g fum
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PLAYING WITH A FULL DECK

As you experiment with this program, you'll find that you can use electronic flashcards
in a vanety of ways. That's because differant leaming tasks requine different ap-
proocheas—and also bacouse what works well for you one day, may not work the nexd,
On the next few pages. then, we'l talk about some comman leaming fasks and wil
suggest approaches that will help you use ELECTRONIC FLASHCARD MAKER to its full
advantage. Refer fo the Handy Reference Guide. beginning on page 9 of this
handbook for mone detailed Information on the special playing featuras we'll discuss,
You might want to try some of these approaches with the sample deck (called
SAMPLER) that's included on the program data pack. It will show you how electonic
fiashcards look on the screen and will give you a chance fo practice using your
controls, To bring the sample deck o your screen, make sure the ELECTROMNIC FLASH-
CARD MAKER data pack Is in one of the drives, then follow the procedure described in
"Gatting Fashcards From Storage” on page 12 of the Handy Reference Guide.

Approach #1 The Simple Scan

Sometimes it's a good idea to bagin a study sassion by quickly scanning the material
youte about to learn, To do that, simply go through your deck of flashcards. looking
at the question sides only. This will provide a good overview of the types of facts
you're responsible for knowing and will help get you in the mood for further study.

Approach #2: Memorization

When memorzing facts for the first time, you may find it helpful fo use your flashcards
in the Manual Play mode, (S5ee page 14 of the Hondy Reference Guide). Go through
the deck siowly, read the questions and answears caefully, and take as much fime as
you need to memornize each answer. When you're fairly comfortable with the material,
go through the deck again But before you start. tell ADAM™ o recycle your misses info
the main deck. As you go through the cards. mark the ones you dor't answer satis-
hc‘rndm:;rconﬂnua playing and marking misses until you're able to answer all the cards
cor ‘

Approach #3: Focus on Trouble Spols

Bver find that some facts are o snap to leam, while othars require a lot mone study?
The next time you're using ELECTRONIC FLASHCARD MAKER to study for a test, tell
ADAM™ fo save your misses in a separate deck, (See "Using the Deck of Misses™ on
page 16 of the Handy Reference Guide) Then, affer you've gone through all the
quastions once, you can concantrate on  deck containing only those questions you
warent able o answer.
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Approach #4: Answers Frst

For some leaming tasks the best approach is, well, backwards. Consider this example
You're studying for @ fomign language exam. You've made a dack of cards wilh
English words on the A-Sides and thelr Spanish translations on the B-Sides, After o few
raunds of play, you find you have no trouble fransiating the words comectly Now you
want fo see if you con tronslate the same words from Spanish fo English, Just tell
ADAM™ 1o flip the deck. (See "Ripping the Deck” on page 17 of the Handy Reference
Gulda) This way, you'll sea the answer sides (Spanish wonds) bafore the question sides
wshrdmmﬂ Use this approach anytime you want 1o see if you know a sublject
inside a

Approach #5 Scramble 'em Up

No doubt you've baeen in this situation before: You've memorized facts in a particular
orcler and you think you know them cold, But on the day of the big fest, your teacher
asks the questions in a different order entinely—and you find you don’t know the
answers half as well as you thought you did. That's becouse you've memorized the
erder of your answers without really leaming the material To avold this sort of problem.
iry reorderng each deck of cards just before you finish studying. (See "Recrdering
Cards” on page 13 of the Handy Reference Guide) if you can still answer every
question comectly, you've probably got the materal down pat

Approach #& Quick Review

To quickly review material you think you already know, sekect Timad Play and have
ADAM™ show the questions and answers as quickhy or as siowly Qs youd like (Seea
“Timed Play” on page 16 of the Handy Reference Guide) This approach works well for
lost-minute review just before an exam.
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COMMAND-KEY TREE

(cont.)
COMMAND
KEYS (cont.)
CLEAR || st s | cae fouan | cancn
CLIAR CARD
ARE YOU SURET
CLEAR WK-SPACE
ARE YOU SURE?
L
PRINT?
| ] ] " v
PRINT | Scus | Jone | ot | peer | omuer
i
DELETE DELETE DECK: ARE YOU SURE? l'l:.ll.l
. ELETE
24
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20-DAY LIMITED WARRANTY

Celeco warrants fo the criginal consumer purchaser in the United States of Amerlca that
this digital data pock will be free of defects in material or workmanship for 80 days from the
date of purchase under normal in-house use.

Caoleco’s sole ond exclusive liability for defects in material and workmanship shall be
limited to repair or replacement at an authorized Coleco Service Station. This waranty
does not obligute Colaco fo bear the cost of transportation charges in connection with the
repair or replocemant of defective parts,

This warranty is invalid If the damage or defect is coused by accident, act of Gog, consumer
abuse. unauthorized alteration or repair, vandalism. or misuse.

Any implied wamanties arising out of the sale of the digital data packs Including the
implied warranties of merchantability and fitness for a particular purpose are limited to
the above 90 day period. Celeco shall In no event be liable for incidental, consequantial,
confingent or any other damagaes.

This warranty gives you specific legal ights. and you may have othar rights which vary fram
State to State. Some states do not allow tha axclusion or limitation of incidental or conse-
quential damages or [iImiations on how lang an implied warranty lasts, so the above
limitations or exclusions may not apply to you,

SERVICE POLICY

Please read your Manual carefully bafore using the product. If your digital data pack fails
o operate properly, please refer 1o the trouble-shooting checklist in the Owner's Manual for
your particular video systermn. If you cannct cormect the malfunction after consulting the
trouble-shooting checklist, please call Customer Service on Colaca’s 10ll-free service
hotline: 1-800-842-1225 natiorwide. This service is in operation from B:00 a.m. to 40:00 p.m.
Eastemn Standard Time, Manday through Friday

If Customer Service advises you to return your digital data pock, please return it pastage
prepoid and Insured, with your name, address, proof of the date of purchasa, and a brief
description of the problem to the Service Station you have been directed o return it to by
tha toll-free service information. If your digital data pack is found to be faciory cefective
during the first 90 days. it will bé repaired or replaced at no cost to you. If the digital data
pack is found fo have bean consumear damaged or abused and therefore not covered by
the warranty, then you will be advised, in advance, of repair costs

It your digital data pack requires service after explration of the 20 day Lirmited Warranty
period, please call Coleco’s toll-free service hotline for Instructions on how to proceed:
1-800-842-1225 nationwide,

IMPORTANT: SAVE YOUR RECEIPTS SHOWING DATE OF PURCHASE.
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