
YOU SHOULD CAREFULLY READ THE FOLLOWING
END USER LICENSE AGREEMENT BEFORE INSTALLING THIS SOFTWARE PROGRAM.

This software program, any printed materials, any on-line or electronic documentation, and any and all copies and derivative works of such
software program and materials (the “Program”) are the copyrighted work of Davidson & Associates, Inc. All use of the Program is governed by
the terms of the End User License Agreement which is provided below (“License”). The Program is solely for use by end users according to the
terms of the License Agreement. Any use, reproduction or redistribution of the Program not in accordance with the terms of the License Agreement
is expressly prohibited.

END USER LICENSE AGREEMENT
1. Limited Use License. Davidson & Associates, Inc., (“Davidson”) hereby grants, and by installing the Program you thereby accept, a limited,

nonexclusive license and right to install and use one (1) copy of the Program for your use on either a home or portable computer.
2. Ownership. All title, ownership rights and intellectual property rights in and to the Program and any and all copies thereof (including but not

limited to any titles, computer code, themes, objects, characters, character names, stories, text, dialog, catch phrases, locations, concepts,
artwork, animations, sounds, musical compositions, audiovisual effects, methods of operation, moral rights, any related documentation, and
“applets” incorporated into the Program) are owned by Davidson or its licensors. The Program is protected by the copyright laws of the United
States, international copyright treaties and conventions, and other laws. All rights are reserved. The Program may contain certain licensed
materials, and Davidson’s licensors may act to protect their rights in the event of any violation of this Agreement.

3. Responsibilities of End User.
A. Subject to the Limited Use License as set forth above, you may not, in whole or in part, copy, photocopy, reproduce, translate, reverse

engineer, derive source code from, modify, disassemble, decompile, or create derivative works based on the Program, or remove any
proprietary notices or labels on the Program without the prior consent, in writing, of Davidson.

B. The Program is licensed to you as a single product. Its component parts may not be separated for use on more than one computer.
C. You are entitled to use the Program for your own use, but you are not entitled to:

(i) sell, grant a security interest in or transfer reproductions of the Program to other parties in any way, nor to rent, lease or license the
Program to others without the prior written consent of Davidson;

(ii) exploit the Program or any of its parts for any commercial purpose including, but not limited to, use at a cyber café, computer gaming
center or any other location-based site (Davidson may offer a separate Site License Agreement to permit you to make the Program
available for commercial use; contact Davidson for details); and

(iii) host or provide matchmaking services for the Program or emulate or redirect the communication protocols used by Davidson in the
network feature of the Program, through protocol emulation, tunneling, modifying or adding components to the Program, use of a utility
program, or any other techniques now known or hereafter developed, for any purpose including, but not limited to, network play over
the Internet, network play utilizing commercial or noncommercial gaming networks, or as part of content aggregation networks without
the prior written consent of Davidson.

4. Program Transfer. You may permanently transfer all of your rights under this License, provided the recipient agrees to the terms of this License
and you agree to remove the Program from your home or portable computer.

5. Termination. This License is effective until terminated. You may terminate the License at any time by destroying the Program. Davidson may, at
its discretion, terminate this License in the event that you fail to comply with the terms and conditions contained herein. In such event, you must
immediately destroy the Program.

6. Export Controls. The Program may not be re-exported, downloaded or otherwise exported into (or to a national or resident of) any country to
which the U.S. has embargoed goods, or to anyone on the U.S. Treasury Department’s list of Specially Designated Nationals or the U.S.
Commerce Department’s Table of Denial Orders. By installing the Program, you are agreeing to the foregoing and you are representing and
warranting that you are not located in, under the control of, or a national or resident of any such country or on any such list.



© Copyright 2000 Davidson & Associates, Inc. All rights reserved. Math Blaster is a registered trademark of Davidson &
Associates, Inc. Windows is a registered trademark of Microsoft Corporation. Macintosh is a registered trademark of Apple
Computer, Inc. PowerPC is a trademark of International Business Machines Corporation.

7. Limited Warranty. DAVIDSON EXPRESSLY DISCLAIMS ANY WARRANTY FOR THE PROGRAM AND MANUAL(S). THE PROGRAM AND MANUAL(S)
ARE PROVIDED “AS IS” WITHOUT WARRANTY OF ANY KIND, EITHER EXPRESS OR IMPLIED, INCLUDING, WITHOUT LIMITATION, THE IMPLIED
WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, OR NONINFRINGEMENT. DAVIDSON FURTHER DISCLAIMS ALL
WARRANTIES WITH REGARD TO YEAR 2000 COMPLIANCE OF THE SOFTWARE. SPECIFICALLY, DAVIDSON MAKES NO WARRANTIES THAT
THE PERFORMANCE OR FUNCTIONALITY OF THE PROGRAM WILL NOT BE AFFECTED BY DATES PRIOR TO, DURING OR AFTER THE YEAR
2000, OR THAT THE PROGRAM WILL BE CAPABLE OF CORRECTLY PROCESSING, PROVIDING, AND/OR RECEIVING DATE INFORMATION
WITHIN AND BETWEEN CENTURIES, INCLUDING THE PROPER EXCHANGE OF DATE INFORMATION BETWEEN PRODUCTS OR APPLICA-
TIONS. ANY WARRANTY AGAINST INFRINGEMENT THAT MAY BE PROVIDED IN SECTION 2-312(3) OF THE UNIFORM COMMERCIAL
CODE AND/OR IN ANY OTHER COMPARABLE STATE STATUTE IS EXPRESSLY DISCLAIMED. The entire risk arising out of use or performance of
the Program remains with the You; however, Davidson warrants the Master Disk(s), on which the Program is furnished, to be free from defects
in materials and workmanship, under normal use, for a period of ninety (90) days from the date of delivery. Davidson’s sole liability in the
event of a defective disk shall be to give You a replacement disk. Some states do not allow the exclusion or limitation of incidental or
consequential damages, or allow limitations on how long an implied warranty lasts, so the above limitations may not apply.

8. Limitation of Liability. NEITHER DAVIDSON, ITS PARENT, SUBSIDIARIES, AFFILIATES OR LICENSORS SHALL BE LIABLE IN ANY WAY FOR LOSS
OR DAMAGE OF ANY KIND RESULTING FROM THE USE OF THE PROGRAM, INCLUDING, BUT NOT LIMITED TO, LOSS OF GOODWILL,
WORK STOPPAGE, COMPUTER FAILURE OR MALFUNCTION, OR ANY AND ALL OTHER COMMERCIAL DAMAGES OR LOSSES. Some states
do not allow the exclusion or limitation of incidental or consequential damages, or allow limitations on how long an implied warranty lasts,
so the above limitations may not apply to you.

9. Equitable Remedies. You hereby agree that Davidson would be irreparably damaged if the terms of this License were not specifically
enforced, and therefore you agree that Davidson shall be entitled, without bond, other security, or proof of damages, to appropriate
equitable remedies with respect to breaches of this License, in addition to such other remedies as Davidson may otherwise have available
to it under applicable laws. In the event any litigation is brought by either party in connection with this License Agreement, the prevailing
party in such litigation shall be entitled to recover from the other party all the costs, attorneys’ fees and other expenses incurred by such
prevailing party in the litigation.

10. Limitations on License. Nothing in this License Agreement shall preclude you from making or authorizing the making of another copy or
adaptation of the Program provided, however, that (1) such new copy or adaptation is created as an essential step in your utlization of the
Program in accordance with the terms of this License Agreement and for NO OTHER PURPOSE; or (2) such new copy or adaptation is for
archival purposes ONLY and all archival copies are destroyed in the event of your Transfer of the Program, the Termination of this Agreement
or other circumstances under which your continued use of the Program ceases to be rightful.

11. Miscellaneous. This License shall be deemed to have been made and executed in the State of California, and any dispute arising hereunder
shall be resolved in accordance with the law of the State of California. This License may be amended, altered or modified only by an
instrument in writing specifying such amendment, alteration or modification executed by both parties. In the event that any provision of this
License shall be held by a court or other tribunal of competent jurisdiction to be unenforceable, such provision will be enforced to the maximum
extent permissible and the remaining portions of this License shall remain in full force and effect. This License constitutes and contains the entire
agreement between the parties with respect to the subject matter hereof and supersedes any prior oral or written agreements. This License is
the complete and exclusive statement of the agreement between the parties hereto, and this License supersedes any prior or contemporaneous
agreement, either oral or written, and any other communications between the parties hereto.



Math skills are disappearing! You’ve got
to outsmart the archvillain Dr. Dabble and
his Electrochemical Math Magnet. Collect
fuses and power gems as you make your
way through his treacherous and mysteri-
ous mansion and restore math to the world.

®Welcome to Math Blaster
Pre-Algebra



Playing the GamePlaying the GamePlaying the GamePlaying the GamePlaying the Game
Sign InSign InSign InSign InSign In
Click New Player and enter your name on the keyboard. You can scroll
down the list of names with the arrows on the right, then click on your
name to highlight it. Click OK.
Choose Mystery Mode or Explore Mode.
   Mystery Mode: You are on a mission to dismantle Dr. Dabble’s

Electrochemical Math Magnet. Mystery Mode begins on skill level
one and grows more challenging as you play.

   Explore Mode: You can practice certain activities at a specific level
or play the activities you particularly enjoy. Select a level at sign-in.
Later in the game you will be able to change levels.

Press OK, and the game begins.
To exit the program at any time, press ALT–F4 or ESC (in Windows) or
ç–Q (Macintosh).

Moving Around the MansionMoving Around the MansionMoving Around the MansionMoving Around the MansionMoving Around the Mansion
When you are in Dr. Dabble’s mansion, move your mouse and watch
your cursor. When your cursor turns into a wide arrow , you can click
and move to another room. Double-click to automatically go through a
doorway or into an activity.



When your cursor turns into a hand , you have access to an activity.
When your cursor turns into a curved arrow , you can exit any of the
activities. To exit an activity, click the upper left corner of your screen.

RavRavRavRavRaveeeeesssss PDA PDA PDA PDA PDA
In the bottom left corner of your screen is an icon for Rave’s PDA
(Personal Digital Assistant).

• The Map will help you get around Dabble’s mansion and transport
you quickly to one of the three floors. A red X on the map indicates
your current room. Click any other room in the map, and Rave will
automatically go there. However, not all rooms are available on all
levels! (For complete access to all rooms, play Explore Mode level 3.)

• The Records button in the PDA shows the number of attempts and
successes  for each activity. You can page down to different activities
using the green arrows on the right side of the PDA.

• The Score button, visible in Mystery Mode, lets you see your inven-
tory items and check your total game points.

• The Level button, visible in Explore Mode, lets you change the level
of difficulty during free play.

’



• The A to Z Glossary button is useful when
you come across word problems that require
formulas. The glossary also contains defini-
tions of terms and symbols.

• The Characters button shows you the
residents of Bizarroville, the subjects of the
word problems.

• If the Sound is too soft or too loud, change it
in the PDA.

• Close the PDA by clicking Off.

The CalculatorThe CalculatorThe CalculatorThe CalculatorThe Calculator
A calculator is available in certain activities. Click the
calculator icon if you need help. In Windows, you can
also access the calculator outside of the game. In Win-
dows 95, in the Start menu, go to Programs, Davidson,

and Math Blaster Pre-Algebra. In Windows 3.1.X, open the Program
Group where Math Blaster Pre-Algebra was installed and double-click on
the calculator icon.



Activities on the First Floor:Activities on the First Floor:Activities on the First Floor:Activities on the First Floor:Activities on the First Floor:
As you move through the mansion you’ll come
across strange inventions that will unlock secret
passageways and forbidden rooms. Remember,
you can change rooms quickly using the map in
your PDA.

Word ProblemsWord ProblemsWord ProblemsWord ProblemsWord Problems
In some rooms of the mansion, you can click either a blue Power Gem or
a video camera to trigger Dabble’s Security System. The Doctor will
capture you and challenge you to a
word problem. You can access to
your calculator and your PDA.

Select the correct answer and click
the Done button. If you are correct,
you’ll earn a Power Gem. Three
Power Gems will unlock the secret
passageway to Dr. Dabble’s lab.

If you have trouble with the problem, Dabble will transport you to the
graveyard, where you can learn the step-by-step approach to solving
word problems.



1) The Ghoul Table1) The Ghoul Table1) The Ghoul Table1) The Ghoul Table1) The Ghoul Table
Read the statements on the chalkboard. The first tells how
many balls you need to put in the rack. There are five sizes
of racks; each holds a different number of balls. The next
three statements tell what color the balls in the rack should
be and what kind of number should be on the balls. Click
a billiard ball and drag and drop it into the rack.

To paint a ball, click a colored chalk
cube; your cursor will turn into a
paintbrush. Click the ball you wish to
paint. To change the color, click a
different chalk cube, then click the
ball again. Click anywhere on the
screen to return to your cursor.

You’ll get clues about each statement
when you’ve filled the rack. If one statement has been satisfied, a yellow
check mark will appear next to it. If you are correct, all three check marks
will appear and the vulture will slide a bead over on the “rounds won”
indicator.

Win three rounds to earn an electrical fuse. You’ll need it later.



2) Ordered Scares2) Ordered Scares2) Ordered Scares2) Ordered Scares2) Ordered Scares
Put red corners in Rave’s path so he
will move around the traps and to
the food.

To place a red corner on the grid,
click on numbers to enter coordi-
nates, then click a red corner button.
When Rave hits the red corner, he
will change direction.

The Bomb button will erase any red corners at an entered coordinate.
Click on the Hint button to display the entered coordinate on the grid.

If you hit too many traps, Rave will faint from hunger. When Rave has
eaten enough food, you’ll earn a fuse for your inventory.

3) The Number Guesser3) The Number Guesser3) The Number Guesser3) The Number Guesser3) The Number Guesser
The Number Guesser can guess any number you are thinking of between
–50 and 50. You can also try to guess her secret number. If you success-
fully match wits with her three times, she will give you a fuse for your
inventory. If you meet the challenge to use a variety of math operations,
you can earn bonus points.



The MachinThe MachinThe MachinThe MachinThe Machineeeeesssss Turn Turn Turn Turn Turn
Type an integer between –50 and 50 on your keyboard; click Submit.
The machine will ask you up to 10 True/False questions about your
secret number. If you answer True, a
T appears by the question. If you
answer False, an F appears and the
question turns red.

As you answer, numbers that could be
correct will stay lit, and numbers that
are not possible answers will be dim.
When only one number is left and is
selected, the machine will check it
against the number you entered at the beginning of the game. If the
numbers match, you win the round. If they do not match, the machine will
show you which statements are inconsistent with the selected number.

Your TurnYour TurnYour TurnYour TurnYour Turn
When the machine challenges you to guess her secret
number, select Yes or No. To ask a question (limit –10),
click a blue function, then click a number on the Number
Guesser. When your question is complete, click Submit.

’



As the machine answers, numbers that could be correct stay lit. When
you think you know the correct number, click the Equals button, and then
the number. Click Submit to make your guess. If your guess matches the
machine’s number on three out of five rounds, you win a fuse!

4) The Radio Mystery Hour4) The Radio Mystery Hour4) The Radio Mystery Hour4) The Radio Mystery Hour4) The Radio Mystery Hour
Fill your squares with numbers to get
the highest equation. Click the spider
to spin for a number. The number you
spin will “stick” to your cursor.

Click a square with a white circle on
it. Your number now appears in all
squares of that color. If you change
your mind, click the square again
and place the number on another
square. For help, click the Hint button. When you’re ready, click OK.

Now Dr. Dabble will take his turn. He’ll spin and choose a square.

If you spin a “switch,” you must then switch the numbers inside any two
sets of squares (your own or Dr. Dabble’s). But look out! He can spin
“switches,” too.



When all the squares contain numbers, you enter the Face Off round. In
the Face Off round, you may try to increase your score by rearranging
your math signs. Watch your total change as you move the signs—a
maximum of five times. When you’re happy with your score, click OK.
Now Dr. Dabble will try to top your score by moving his operation signs.
If you win three out of five rounds, you win the game and another fuse!

Activities on the Second Floor:Activities on the Second Floor:Activities on the Second Floor:Activities on the Second Floor:Activities on the Second Floor:
To go to the second floor, click on the stairway from
the Foyer or use the map in Rave’s PDA.

5) Vanity Insanity5) Vanity Insanity5) Vanity Insanity5) Vanity Insanity5) Vanity Insanity
Starting with the bottom left bulb, figure out the number sequence on the
light bulbs. Click a flashing bulb to stop
it from flashing and display a number.

Click Eau de Hint to see a formula for
the pattern. If one number is incorrect,
the whole sequence is incorrect. When
the sequence is correct, the bulbs will
light up and you’ll win the round. Win
three rounds to get another fuse.



6) The Dungeon of Doom6) The Dungeon of Doom6) The Dungeon of Doom6) The Dungeon of Doom6) The Dungeon of Doom
Stack three numbered barrels onto
one of two platforms so their num-
bers add up to the number on the
platform. Move only one barrel at a
time; barrels must be stacked with
the larger numbers on the bottom.

Click the Reset button to return the
barrels to the starting position.

Click Done when your barrels add up to the target number. Correctly
stacked barrels will be squashed and turned into food for one of
Dabble’s robotic creatures. A green light and four new barrels will
appear. Barrels not stacked correctly will be lifted off the platforms. One
light will turn red and four more barrels will appear for you to move and
stack. You’ll get five chances to feed the robot. Win three rounds, and
earn a fuse for your inventory.

Activities on the Third Floor:Activities on the Third Floor:Activities on the Third Floor:Activities on the Third Floor:Activities on the Third Floor:
To go to the third floor, click on the stairway from the
Corridor or use the map in Rave’s PDA.



7) Pattern Power7) Pattern Power7) Pattern Power7) Pattern Power7) Pattern Power
Look from left to right, and figure out
the visual pattern for each row of fuses.
Only one fuse will fit in each empty
spot in the fuse box. Click and drag
the fuses to the correct spot in the fuse
box. Click the Done lever when your
fuses are in place. If a row of fuses is
correct, the wire connecting the fuses
will turn yellow.

If a row has an incorrect fuse, the wire will stay red, and you’ll have to
replace the wrong fuse with the correct one. If you get all of the correct
fuses in before time runs out, the power will come on in one of the dark
rooms downstairs, and the secret passage to Dr. Dabble’s lab will open!

8) The Bridge8) The Bridge8) The Bridge8) The Bridge8) The Bridge
If you’ve earned all your fuses and collected all three power gems, a
secret passageway on the third floor will open. This leads to one final
challenge from Dr. Dabble. Monsters try to knock you off the bridge and
keep you from getting across. You have only one weapon to fight them—
Goo!



Move Rave back and forth using the left
and right arrows on your keyboard. Make
Rave jump up and duck down with the up
and down arrows.

Don’t hit any monsters! They can stun you
for a moment, but if they hit you four times,
you’ll fall off the bridge, and end up back
in the library.

Throw goo to stun the monsters with the
control key. Hit a “stunned” monster with more goo to turn him into a
coin. Move the cursor over a coin to pick it up for extra points.

Parent TipsParent TipsParent TipsParent TipsParent Tips
The Parent Tips feature provides hints that will help children improve their
math skills using on- and off-computer activities.

Windows® – From the Windows screen, choose the Parent Tips icon in
the Math Blaster Pre-Algebra folder within the Davidson group.

Macintosh® – Double-click the Parent Tips Setup on the Math Blaster Pre-
Algebra CD. Then, double-click the Parent Tips icon on the CD.


