Coumnting Omn Framlk

START AT ANY LEVEL

Runs on Mac CD- ROM

Frank is Henry's loyal and trusted dog. Together they love to do lots of things, but what they [s
enjoy most of all is math. In Counting on Frank, Henry and you can count on Frank to accompany
you through your math adventures in Henry's hometown. Their latest adventure could land them
in Hawaii!!! So play along and see what happens. Tosave yourgame select SAVE GAME from the options menu
and enter in your name( Make sure to note this in your Journey Log) . Then click on QUIT to exist. To retrieve a saved game click
on the OPTIONS tab from Henry's notepad and click on LOAD GAME , then click on your name.

BEGINNER
To start, retrieve CD-ROM from the

site coordinator. Afterinserting the disk,
click on the Counting omn

Tomove from one location
to another move your cursor
until it becomes a hand direct-
ing you towards the exit. Or

This will allow you to sub-
mit your guess!
Also, during your adventure
with Henry and Frank you will

Fﬁ?‘g;ﬁ;‘% Iclxe):/.el 1 from Henrv's you can simply go to the op-  come across 3 different math 12
notepad " Listen care fully }10 tions page in Franks notepad games. To complete the Good
Mrs She.rman the store keeper and jump from room to room  Level play all three of these
as sﬁe explain,s the contest T(; by clicking on room to want to  games at Level 1; Geometron(
search for dlies move vour éur- go to next. win one game af checkgrboard level),
sor around until it chomes a  Onceyou have collected all ~ Math Machlne. (win at east tV\{O
Jellybean  and click. By solv- the necessary clues meet Gin- rounds) and Magic Numbers( win
ing the math problem presented 8¢’ at the Club house, clickon & I(;i]s}ttwo rounds) . ¢ int
(you may use your screen calculator), Ginger's shirt to make the So- - le ng-our Curior uEnS 11(11 °
you will uncover important lutions tester appear. 258 e&l‘lelz(,tyou N avti eI 11
clues! If you would want help This will allow Ginger and %ame fi li ot.e nter (;gamte.
solving a particular math prob- Henry to share clues. Click on i) 8¢ 1lr.15kruc 11);15 (..);' OV,\!- °
lem, click on Frank's picture the clues youwant to include on the g Eg’ clic Ont etho opuon
(on the top right hand corner of solutions tester. Numbers that are OE (z}r:l prese?. on . € %I?mEX
Franks notepad) and you will not correct will turnblack while PE RIT fr C(Im mui C;h_ et ; -
receive helpful hints. If youneed probable answers will remain th HHN% nggé% s or
aproblem to be re-read click on red! To complete thislevel find € i 10
the book icon on the top left of all the clues and narrow your EXPERT
the notepad. After solving a 8U€SSeS down to 6 at most. TP get st.artec.1 refer ba.Ck to
problem you will receive a clue, If you do not continue to the instructions in the Beginner
which you need to place on the GOOD or EXPERT Levelswrite & Good level. (Important READ
clues page._ But wait your not aletter to the Wiz. Explainyour ~ AW DIREG-TIOIIS!!!
done yet!!! IMPORTANT!! adventure including 2 things . To ach}eve EXPERT status
Now you will be taken back to  YOU like and dislike about the  simply win the trip to Hawa.n
the math problem where you &ame. (at Level 1) and play and win 9
click on the numbers in RED. GOOD Geometron and Math Machme
This will give you the same  To start the game read the and Level 2 &3.'Play and win 2
problem but with different instructions provided in the  &ames of Magic Numbers at
numbersinordertocollectmore BEGINNERLevel. Tocomplete level 1. ,
clues. Change the numbers in the GOOD Level ... When done write a letter to
red until they return back to the win the contest to a PenPal degcnbmg the game
original numbers. Hawaii!!Note: once you have :cmd 2 strategies to how to win

Note you can only save 12 YOUT 8UESS, return to the store  it!!!
clues on the clues pad. Keep and click on the jelly bean jar.
only those that can not be 8

eliminated!
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