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Math facts... b a%ii‘gf.'blﬁﬁks to the much
largei‘w;&rlﬂﬂfﬁthernahcs 1t takes practice
io hmldﬂas‘rhmemﬂrynf basic math facts
that wau&gevﬂ}rday Practice, practice,
sractice, That is exactly what Mega Math is l
designed to do. With games that range from |
lowskejﬂtq'-jfr_aﬁiif,.iﬁa_tching any mood or
personality, it makes the practice of math
£acts fun, encouraging players 1o think faster
and practice longer.

CONFIGUR

3
AND G A MEGA MATH

But the computer can do much more than ME CoNT
play video games. Mega Math is designed to ROLS

use the full potential of a computer's ability

4
GE
to remember, analyze information, create TTING STARTED

reports, and even talk to the player. To bring | & 6
these human characteristics to life, we creat- | DAS LIQuIDATOR:
ed Dr. Krista, our intelligent talking teacher CHALLEMGE R'S

who records each player’s progress, guides
them with suggestions, and develops custom

8
ORFF
sets of equations to help individual players STRATEGY

with their problem areas. Her advice, 10 |
encouragement, and friendly guidance keep | ;'H. D. Viayg:
kids focused on the most important tasks. .' ND MASHER N o ®

For the parent or teacher who wants to focus ODESsA's :_..i

on a very special group of facts, Mega Math ST FACTS
allows you to change data. You can build
your own set of facts or alter the order of the
cets we have created. So, explore the options.
Mega Math was created for both you and the

s ® kids; enjoy.

iz B _. 19
e - - TECHNICA| SUPPORT

14
K
NOWLEDGE cenTRa

18
GAME CREDITS




 Computer whiz-kid, Sally Snodgrass &=
 the world’s hottest Megs Mat, Player She's |
50 crazy over the game, she ever wrote
" 'St}m_e_'ihs_ﬁu'tﬁ:éns.;tdz's;ﬁow you how to
load 'i‘iiii:';-ﬁi":t_i_-;j}'mi’r E'_'a::i:i_itt__t_}:r_t;ﬂhf—:r! Check it ous

~ ToCo PY Mega Math To A Hard Drive:

1) Insert Mega Math Disk #1 into floppy drive

2} Dep End_ll‘lg Gnthe{gnﬁgﬂra tion of your
-‘ﬁ@ppy-:driv'e'(é);}-typg A: or B: Then, hit the

ENIERkew 0 -

3) Type INSTALL [ENTER].

4) Choose the hard drive on which you wang

~ to install !ihe:gah}éﬁ (usually C:).
5) Follow the on-screen instructions,




CONFIGURING MEGA MATH

Once you've got Mega Math installed, Sally knows voﬁ 1 want ;3
'S ¥
hear the W’llg tunes and sound effects, too. So, here’s what she say
should do to get the ‘sound card” fired up and wailing:

1) Go to the SIERRA\MEGAMATH directory on your hard drive.

he ENTER key.
2) Type INSTALL, then hit t
3; Silﬁ:ct Change Sounds/Music from the imenu.

4) Follow the instructions on the screen.

I—Iere s aﬂ you gotta do:

; 1} El‘tfer l:ite SIERRAKMEGAM&TH directury on ynu:r har;i drwe
: 2} fh-"j?e MEG&MATH (Then, hit the ENTER key) .

e e,

B S |
W Welcome tg
Knowledge centrq),
I'm Doctor Kristq,
and | have some
elp you l-n!h rﬁuth '

| CONTROL PANEL: CLICK- SEE CREDITS: To find out about

L S\J(J on thell?fmte runtr;::lﬂlﬂ the silly fleshpods who helped
1€ upper left corner of Dr Quarky and Quaysoo make Mega

J Krista's window will bring up Math everything it is today.
the control panel.

RETURN TO PLAYING
THE GAME:

| CHANGE THE VOLUME:
| Of music and sound




Your first time in Mega Math, Dr. Krista will
ask you to sign in and will display the sign-in area.
: Use the keyboard to enter your name, then press
""""" P the enter key. The program will use the capitaliza-
tion and spelling you enter for your name on all
reports and certificates, so enter the information the
way you would like to see it on your personal print
outs. If you make a mistake or want to change the

information, you can do it at Knowledge Central.

Next, Dr. Krista will ask you what school you
Wt sehoot g0 t!.’l and what grade you are in. Enter the infqr—
Yougotgr mation using the keyboard and press enter. This
information is only used on print outs.

' L]

 who ate ar®
G




WHicH AREA DO YOU WANT TO €0 TO?

From this menu Dr. Kri i me. 1 hre
: . Krista will take you to a f '
S ) ny of the five areas in the game. The top
. das 5%;_. Smae; ;ﬂil}efre the player can practice. Odessa’s Fast Facts is the test a s ahrE
player p of facts and advances to the next set. Knowledge Central i tll;ea e
is the game main-
o

tenance area where

a player or teacher can

: ! change m ' 1
Cibea s ge much of the information about a player or

Das Liquidator’s Challenge

Dr. Vious’ Mind Masher

Orff Strategy

(Odessa’s Fast Facts

Knowledge Central

STARTING ANOTHER GAME jresss

remember the last person who was playing the game. She L
will ask “Is this your name?” and display the current player
name on the menti. If it is your name, -::hckm the yes icon.

1f 1t is m;t mur name, click on the no icon. T}us msures that
Dr. Krista is updating 1 records to your current file. Playing

the game a second time with a dlffetrent name or with some-
one else’s name could corrupt lmportant mformatlﬁmthat 15

m!lected W’h]}ﬁ playmg Megd Mafh

very easy for you to return to the game exactly where yﬂu
lft off. First she will remmd you which type ¢ of facts you are
stu{i?mg{' Next she will tell you where you were Pl‘a ying thr;:

last time you quit. Then she will ask you if *,rau want to go ﬁ
there. Enter yes and you are back | in the game right where
vou left off Enter no and you can c:hnosa to gc} tu any ::&f i:he -37'-

fwe arﬂas ﬁl‘l Megﬂ Math

When a player returns to Mega Math, Dr. Krista will

suh-imnhnu with

Goasy  Go2=4 ‘-1*‘-"1'=7' :

If 1t 15 j,rﬂur name, and you -:ho{:rse yes, Krla‘fa Wll!. nake 1’t




DAS LIQUIDATOR'S CHALLENGE

In this game, the boisterous Iyam Neverwrong and alien
boy warrior Lihksa Haveet Myway challenge the player to 2
frantic high energy game of fast thinking. Lihksa controls
robot animals, each one with a possible answer on its back.
Your goal is to smash the animal with the correct answer. The
animals are only on the screen for a few seconds before they
skitter off; so be quick. Iyam winds up little
mechanical mice that chase you like a heat-seeking
missiles. If you move quickly they won't catch vou
but stand in one place too long ... BLAM! Quarky or
Quaysoo smash the robot animals with a hammer
If you hit the wrong animal or run out of time, 2
hammer is taken away. You have four extra.
wBash the right animal and it blows into little bits
® The vacuum sucks the extra parts off the play
field and into the vacuum cylinder. Bash enough
_ of the right animals and you can overload the vac-
uum, blowing it up and winning the game.

EQUATION AREA EXTRA
HAMMERS
LIHKSA
HAVEET
MYWAY
; IYAM
| NEVERWRONC
THE :
AAER W, © Qw4 THELITTLE
% - 5 I MICE
—~ THE
R IR CURSOR
THE VACUUM /
CYLINDER THE LIQUIDATOR ROBOT ANSWER

VACUUM ANIMALS

6



THE LITTLE MICE

These Pesky little mice are here
just to keep things interesting.

During a Play they will see your
Quarky or Quaysoo cursoyr and
blow it up! This will cogt you |
time 50 be carefy], Keep on the |
move and they shoyl

Id cause yoy
No problem, but¢ it you stay in gne

Spot, BLAM, they|] getcha,

EXTRA HAM MERS

You start the §ame with one hammer in i
your hand and four extras d isplayed on [
the screen, Each time you miss the cor-

rect answer, you lose 4 hammer. Don't
lose them all or the game’s over.,

THE TIMER 1
uMm vimer starts WTHJ[ the
R VACU The e et

ill suck equation is disP S
7 sful answer the van}umi‘f:’;g ::nt'e tgp of the:gj:k e c?f
| After each Sticﬂﬂﬁbtﬁ-ﬂf the bashed aﬂll?};i t:his thing around th o has e
ilp the ]_EftD\FE_I Fa;m cylinder. 43 )'-'{m_h amE! : - ’[f +
| them in Te ;E:c;e and you've won the g
up, it will ex Sl ;

THE LIQUIDATO

pins i

v Hme
anﬁﬁ 'EII' :
{ose one hammer

ROBOT ANSWER ANIMALS

These robotic bugs are for
ful to bash the bug with th
other bugs are invineible.

bashing. But be care-
€ Correct answer: the [




- ORFF STRATEGY

Orff Strategy is a classic strategy board
game. The object is to occupy more
squares on the board than your opponent

STARTING THE GAME

A Start the game by clicking on a game piece
to move. Once you have chosen a piece,
you need to stay with that color until the
next game. Then select a square you
would like to move to. Any
square that you can move to will
change to a gray color and an equa-
tion will appear in the top left of the
computer screen. Use the 10-key pad to produce the correct
answer and your piece will move. Enter a wrong answer and
you lose your turn. Take all the time you want; there’s no limiz

THE ORFF'S PLANET GAME PIECE

QUARKY : T et il
; |
THE ORFF'S SCORE QUARKY'S FLAME
ORFF'S GAME PIECE

8



 The player begins the

. To boginamove the player
Sk chi e Han - _.-...:;ﬁ-._:-_. ., EESTSE . e ykingﬂn .
_ game with two flame  selects a piece by chickiny e e piece will capture
W{hm ; itwith the cursor. Theselect-  opponent Ple‘fe'“ﬂl $e
SRR S e hntplece A ceprunediplece
amem DeOilte, . BT vontoicce will turn into the player's
have two planet ~can choose a different plec  siece and can be used the
L e ~ pnit. Only one piece can DC Tmmmas R BRI
a0 icteie(:tgd’im};eﬁmﬁ . pecoonticboad |
SELECTING 4 squ | CLONING JUMPING
Once a Piece has be If you move only one square If a piece is moved two
selected o Mmove ;rﬂuLn from the original location, squares, it jumps to that
: e C: .
select which ape. o the piece clones and you square, leaving a blank
: rea fo move P y it > ¢
that piece to. Click on an now occupy an extra square where it jumped
CMPLy square. It will tupp, N square. Cloning is recom- from.

81y and an equation ¢ mended over jumping,
Nected to that :

be displayed
tion arey.

Moving a piece adjacent to any

on-

SqQuare wil]

1 the equa-

You can only

mm-f:E One or two Squarés
N any directign,

THE SCORE

The score is the total number of pieces owned by each player:
The game ends when one player no longer has any pieces or
when the board squares are completely full.

9




Dr. D. Vious’
Mind Masher

In his dark mysterious castle Dr. D. Vious has
created a machine to mess with your mincl,
The D. Vious Mind Masher drops a shape-chang,
ing object which you can control. Your objective s
ta move the object over the top of the number youl
believe is the correct answer to the equation at the
top of the machine. If the answer is correct, the num
ber will catch the falling shape and your partner will
punch it into a big balloon. If the answer is incovrect i

. ® will fall to the bottomn of the machine. Collect enough correct
@ answers in the balloon and explode it, along with Dr. D. Vious, (o
& win the game. But there’s more. Choose to play again and Dr. D. will rebuilil
- ® his machine bigger and faster than before. Can vou beat it more than once?
@
e THE EQUATION AREA
B _ Vi
THE
FALLING
OBJECT
QUAYSOO

® DR.D. VIOUS
CLICK ON A NUMBER TO ANSWER THE BALLOON ®

10 2
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THE FALLING OBJECT

Ijlh{‘{]b'\q ;
ject begins to f
T S 10 fall a9
Il' : : Il L onis displayed. Aibrizj;ba‘ls ke
51t changeg shapes, Move ﬂrkﬁ
love this

I}hf{_.ct ,lbnvt
: > the block v
; W
Mmose

S J'"gmmm{;maﬁame;: .
e tilﬁ}jeg.iﬂﬂiug,_qf:ﬂ;g
o gameﬂr D. Vious
~ builds 'paﬁs';pmq.the :
~ machine. After the
machine_i's? _sf:t up, y{mx =
| ._-pﬁﬂner,':ﬂlﬂﬂtky o
Qﬂhjﬁ;bu;-ﬁaﬁ §”-1_et’-1::--gg -
" and the game begins:

P—
H
= |
St
=
T
33
';_"'.:
o
]
4

_ AN ANSWER
There are four a-nswe.r
‘areas on the bottom of the \
play field. Each answer area has
one answer displayed in it. Asthe \
equation is displayed on the top of the
play field, vou select one of the answers by
clicking. iﬂ.-:ifhé: answer area. Before fe
. Object has fallen to the bottom of the
\\_Play field, you may change your
mind by selecting a ditterent
answer area, Only one
_ answer area canbe
~ chosenat 4
. atime

balloon py,

the ay
(131 .ﬂg glﬂ to

ve. The
more COrrect

answers, the bigger
the ballopn gets
u.ntﬂ it bursts:end—
mg the game and
Infuri ting
Dr. D, Vious,




ODESSA'S FAST FACTS

The object of Odessa’s Fast Facts is to produce the answer to
equations as quickly as possible. This is the area where players
prove their mastery of a set of facts, earn certificates, and
advance to the next set.

Mot Tee pia 3 Ha1
this T

6 THE GAME
er enters this area,
ouand get you all set up to

the set 15 and how HLHRCE,AD\_{; = ;

complete it. T]‘lEl:‘L a 1
the spi‘:reen will signal you

TR,
N
s

ncorr

-
e
o
b
.
.

2




THE CLOCK
The clock apped
play begins. 1
how long you

rs on the gereen before
there to let you know
at the set.

t's
have to be

=

& o5 e a4 9o g

PRINTING puT
As 500m as you have
vou have Eﬂmf}da
D, Krista 1 i

MOVING ON

After you have passed a set of facts, Dr.
Krista will display the next type of equa-
tion and ask if you would like to chal-
lenge the new set. If you say yes, you
return to Qdessa’s to test your speed and
memory with the new set of facts. In this
| ® | way you can quickly advance through
facts you know well and find the level
where your flash memory of facts is chal-

E‘I‘tged.
dim il -

13 | °s,

ca le 1s still 4 vailable
e from thé‘lliﬁmf{é

”Ill”{'_ll.". area. -S Kr? . 0 {

.J"1. Wa rd,‘_-], :

=

L



Knowledge Central knows everything
about anything. Here a player, parent
or teacher can change information, look
up results, print out reports, tests, and
awards, or even change the fact sets themselves.

eo0e0e

SELECTING
@ A NEW CHANGING PLAYER
®, PARTNER INFORMATION

PRINT DR. KRISTA *e
INFORMATION ®

AREA » e TEACHER'S AREA

14 ..--I--....I.
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about @y

that were m
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TEACHER’S AREA

The Teacher’s Area allows
the fact sets of Mega Math to
be altered. Users can choose
¥ 4 different current set for the
|| game, build their own set, or
£ change the order the sets are
! presented to players.

CHOOSE A SET
Choosing a set will force the pro- § |
sram to skip directly to the get you
choose and use it for al] practice and test
areas. Select the Teacher’s Area in
Kngwledge Central. Select the Choose 3
Set icon from the meny. Highlight the set
you want to become the current set and
|_Press enter or click on the Done button.

uWn sef
from Zero
Teacher's Ared
Cen‘h‘ﬂL Select
button from the
Area ment.

BUILD A SET ‘
You can build
with any pnumbers
tq fifteen. Select the
in Knowledge
the Build a Set
Teacher's

370111'

CHANGE THE ORDER OF SETS |8
T'his area allows a teacher or parent to change 8

the order that Dr. Krista advances players through our
ks of facts. Although there are two windows, there is
actually only one list with the order that Dr. Krista uses.
Use the top window to select the fact set you want to
mave. Use the up or down arrow keys to bring the set
you want to move into view, then highlight it by clicking |H G :
on it with the mouse. Use the bottom window to select where you want the highlighted set to
be inserted. When you're ready, click on the Move button and the computer will make your
change. 1 you want to return to our original order, click on the Default button.




o TESLIRGELIER o

F i

IF YOU LIKE MEGA MATH, YOU SHOULD TRY TURBO SCIENCE!

Look out! You're surrounded by science!! It's in your skateboard. It’sin your lunch. It's in
that gooey stuff that collects on your Nintari powerpad... And it’s in Turbo Science.

Quarky and Quaysoo, along with their crazy cast of characters, show you why planes fly,
light bulbs glow, magnets attract, and wrecking balls bash as you compete in a laser-fast
science race. Along the way, you'll discover facts about chemistry, machines,

thermal energy, and more of that important science stuff that’s EVERYWHERE, ,

Let Quarky and Quaysoo expand and challenge vour scientific brain power with 1
TURBO SCIENCE. Check it out! !

18



TECHNICAL SUPPORT- All Systems

lechnical assistance is only a telephone call away. Call {209) 683-
HOED in the U.S. or (44) 734-303 171 in the 1).K. Tor convenient,
person-to-person service. If you prefer, you may request assistance
by Fax (209) 683-3633 in the U.S. or (44) 734-303 201 in the U.K.
ar by mail. If you choose te write or fax us with your request, please
give us detailed information on both your computer system and the
nature of your problem. In addition, please include your address
and telephone number should we need further information.

Send to:

U.S. EUROPE-U.K.

Sierra On-Line Sierra On-Line Limited

P.0. Box 800 Attention: Techmical Support
Coarsegold, CA Unit 2, Technology Centre
93514-0800 Station Road

Attention; Theale, Berkshire

Technical Support RG7 4AA United Kingdom
Swerra Technical Support is also available through:

*Sierra BBS: U.5. (209) 683-4463 or UK. (44) 734.304 227
CompuServe-GAMAPUB, Section 11 (Technical Support 1D -
16004,2143)

Prodigy (Technical Support 1D - WBWW55A )
America OnLine
GEnie

*Answers Lo our most Siequently asked questions are available
through our Sierra BBS (U.5. only). At the main menu, select option
%" lor Technical Help and then select “T" for Top 10 Technical
1s50es,

Slerra On-Line's Automated Technical Support
Representative

Slerra On-Ling, in our commitment to provide the best Customer
Service in the industry, offers a 24 howr automated Technical
Support Line. “Robo Tech”, our automated Technical Support
Representative, has answers to our most frequently asked technical
questions and is available by calling our Technical Support Line at
(209) 683-8989 and pressing 2 on your touch tone telephone (a
touch tone lelephone s required for automated support). If your
specilic issue is not addressed, an option to speak to a Technical
Support Representative will be available during our normal business
hours Monday through Friday 8:15 a.m. to 4:45 p.m. Pacific Time.
In the U.K., although there is no automated voice response system,
at this time, technical answers to many gquesiions are available on
the Bulletin Board, {44) 734-3042 27. Or you may speak to a
Technical Support Representative at (44) 734-303 171 Monday
through Friday, 9 a.m. - 5 p.m.

Customer Services

The best customer service in the industry... “You don't just buy
our games, you buy the support of the whole company.”
Sierra On-Line is dedicated to helping our customers with
each and every question or problem. Whether it's memory
shortages, software compatibility, or any other issue that has
to do with our products, Sierra will go to any length to solve,
repair and guasantee your satisfaction.
Customer Support: DRirect your inquiries to the
Customer Service Department for issues pertaining to
returned merchandise, back orders, defective merchandise,
company policy and general game information. Call 1(800)
SIERRAS or 1(800) 743-7725 Monday through Friday 8:15-
4:45 Pacific time,
Technical Support: Direct your inquiries to the Technical
Support Department if your question is regarding hardware
and software compatibility that are specific to Sierra games
(i.e., sound card configuration and memory management). If
you choose to write or fax (209) 683-3633 in the U.S. or (44)
734-303 207 in the U.K.) us with your request, please give us
detailed information on both your computer system and the
nature of your preblem. In addition, please include your
address and telephone number should we need further infor-
mation.

Orders: Order games or hardware directly from Sierra On-

Line, redeem coupons, use special discounts, or get a list of saft-
ware dealers in your area where you can purchase Sietra games,

19




WRITE IN TO SIERRA OM-LINE
To ensure prompt and efficient service, direct your requests
to the appropriate department below;

CUSTOMER SERVICE
SIERRA OR-LIMNE
Customer Support
P.O. Box 600
Coarsegold, CA
93614-0600
1-BDO-51ERRA-5

EUROPE (U.K.)

Sierra On-Line

Limited

Unit 2,

Technology Centre
Station Road,

Theale, Berkshire RG7 4A4A
United Kingdom

ORDERS

SIERRA OM-LIME
Sales Dept.

P.O. Box 978
Qakhurst, OA
93644-0978

For direct orders:
Call 1-800-325-6654
Fax (209) 683-4297
Intl. grders:

Call (44) 734-303171
Fax (44) 734 303201

TECHMICAL SUPPORT
SIERRA ON-LINE
Technical Support
P.O. Box 800
Coarsegold, CA
93614-0800

(U.S.)
Monday-Friday

8:15 a.m.- 4:45 p.m. PST
Call (209) 683-8989

Fax (209)683-3633

EUROPE (U.K.)
Monday-Friday

9:00 a.m.-5:00 p.m.
Call (44) 734-303 171
Fax {44} 734-303 207

THE SIERRA NO RISK GUARANTEE!
If you find that you need to send for replacement disketies,
send the original disk #1 1o
U.s. EUROPE-U.K.
Sierra On-Line Sierra OQn-Line Limited
P.C). Box 485 fttn: Returns
Coarsegold, CA 93614
Attention: RETURNS Station Road
Theale, Berkshire RG7 4AA
United Kingdom

Be awe to include a note stating your computer type. 'We
will gladly replace your program free of charge for the first
90 days of ownership (please enclose a copy of your dated
sales receipt with your request). After 90 days, there is a
$10.00 (£6.00) charge for diskettes.

THE PROMISE: We want you to be happy with every
Sierra product you purchase from us. Period. If for any rea-
son you're unhappy with the product, return it within 30
days for an exchange or a full refund...EVEN IF YOU
BOUGHT IT RETAIL! (Hardware ordered direct must be
returned within 10 days.)

THE QBLY CATCH: You gotta tell us why you don't like
it. Otherwise we'll never get better. Send it back to us, and
we promise we'll make things right. (If you bought it at a
retail outlet, please send your original sales receint )

IT'S ILLEGAL TO MAKE UNAUTHORIZED
COPIES OF THIS SOFTWARE

This software is protected under federal copyright law. It is
illegal to make or distribute copies of this software except to
make a backup copy far archival purposes only. Duplication
of this software for any other reason including for sale, loan,
rental or gift is a federal crime, Penalties include fines as high
as $50,000 and jail terms up to five years.

€ SIERRA

as a member of the Software Publishers Association (SPA),
supports the industry’s effort to fight the illegal copying of
personal computer sofbware.
Report Copyright Violations To:
SPA, 1730 M Street N.W. Suite 700,
‘Washington, D.C. 20036
(202) 452-1600

This manual, and the software described in this manual, are
copyrighted. All rights are reserved. No part of this manual
or the described software may be copied, reproduced, trans-
lated or reduced to any electronic medium or machine-read-
able form without the prior written consent of Sierra On-
Line, Inc., P.O. Box 485, Coarsegold, CA 93614,

20
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