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INTRODUCTION

Welcome to Type! You are about to start using your computer
to acquire a most valuable skill — touch typing.

Type! is an easy-to-use, yet sophisticated, touch-typing
program designed for anyone who needs to use a keyboard.
Whether you're a beginner, intermediate, or advanced typist,
Typel's innovative drills, exercises, and diagnostics will help you
improve your skills quickly and easily. Based on extensive
research in the mechanics of successful keyboard use, Type!

offers:

« Exercises based on real words and sentences. These
exercises are far more effective than the standard random-
letter drills used by most typing programs. Type! offers two
different levels of text in the Build Speed and Accuracy
and Typing Test sections of the program. Elementary
School Text is especially designed for younger Type! users
ot the fourth grade level and up. Standard Text is suitable
for users at the junior high to adult level.

« Guidance geared specifically for your typing level.
Type! provides a thorough introduction to the keyboard,
and then lets you work your way up through high perfor-
mance techniques such as chaining, overlapping, and

“typing without thinking.”

e Advanced diagnostics that analyze your speed and
accuracy by finger, hand, and letter. Errors are
displayed on bar graphs that let you know at a glance
what kinds of mistakes you aré making. Type! suggests
exercises to improve your performance and creates custorn

drills failored to your particular weaknesses.

tests and progress reports that let you
you are doing. Tests can be

s reviewed and printed out any
lets you create and store your

¢ Timed typing
keep frZ:FI)( of how well
taken and progress report
time you want. Type! even
own custom typing tests.
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¢ Type!-Athlon, an arcade-style game that provides
action enthusiasts with an alternative way of learn-
ing. All of the exercises and advanced diagnostics availa-
ble during normal Type! lessons are available while
playing the game.

Type! provides continuing, comprehensive instruction for
every level of typist. Long after you've mastered the basics,
you'll find yourself reaching for your Type! disk to sharpen your
skills. You won't become bored because the sentences and
paragraphs you'll type are entertaining, informative, and
varied. With Type! you'll be able to set your own goals and
work at your own pace, confident that the instruction you're
receiving is the most advanced, carefully designed, and re-
searched touch-typing instruction available.
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This manual fells you everything you need to know to use
Type! It contains suggested courses of study for beginner,

infermediate, and advanced typists, as well as explanations of
all features contained in the program.

Getting Started fells what equipment you'll need and how
fo start the program. It also includes o mouse skills review so that
You are certain of performing the appropriate function.

How To Use Type! explains the program’s main features.
Read this section

1o get an idea of how Type! works and what it
cando for you. Use it later as a reference guide.

Type! Courses provide stud
tion, Beginning, Intermediate,
descriptions for an understand
level should be; practice the sy
skilled enough to move on tot

y for your typing level (Introduc-
and Advanced). Read these
ing of what your goals at each

ggested exercises until you're
he next level.
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Typing Tests describes the timed tests you can use to verify your progress.
Learning by Playing Type!-Athlon describes how you can have fun while leaming to type.

Tracking Results tells you how to keep track of your results so that you can print progress
reports.

Index/Glossary defines the words and terms used in this manual and provides references to the
pages which describe the subject in detail.



1. GETITING STARTED
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* A 512K Apple Macintosh, or higher model, with a 400K
or 800K cﬁsk drive

Optional:
* Blank disk
* Second disk drive

* Printer

l))‘.‘.O-ﬁi\J‘JSOO'.‘)DQO(‘J:]:‘MG:JUU!‘JJUbDuu(_‘r'L“: 0000000000000

If you are new to the Macintosh, you should read the User’s
Manual for details on the special features of the computer. This
section quickly reviews the methods for using the mouse.

Click

* Position the pointer on an object.
* Press and release the mouse button.

Drag

* Position the pointer on an object.

* Press and hold the moyse button.

* Move the pointer to g new position.
* Release the mouyse button.

Double-click
* Position the pointer on an object
* Press and release the mouse button twice, quickly.

Pull- dpwn Menus



It is a good idea to make a backup copy of the Type! disk
before using the program. Type! is not copy-protected, so you
may make a backup copy for your personal use with the Finder,
by dragging the Type! icon over to a blank, initialized disk in the

standard way.

The Type! disk needs no special preparation; just put it in the
computer and you're ready to go:

e Insert the Type! disk into the disk drive, label side up.

* Turn on your computer.

e If the Finder displays only the disk icon, click the Type! disk
icon and choose Open from the File Menu.

=

* |f the Finder displays the Type! disk icon and the contents of
the Type! disk, click the Type!icon and choose Open from

the File Menu.

; ;YPE!

* The program begin

s, displaying the title screen.
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There is a little space available on the Type! disk for saving
results of your typing sessions. However, if you plan to save

many results or o design customized typing fests, you will need
an initialized (formatted) disk.

You should inificlize a disk before you start the Type! program.

One disk drive:

* While in the Finder, eject the Type! program disk by choos-
ing Eject from the File Menu.

* Remove the Type! disk and insert a new, blank disk.

Adialog box appears.

* Select One-Sided if you have a 400K disk drive or Two-
Sided if you have an 800K disk drive.

Some whirring occurs while the Macintosh does its thing.

- * Once the initialization is

complete, you can name the disk
and click OK. : # I



Two disk drives:

e While in the Finder, insert a new, blank disk in the external
disk drive.

A dialog box appears.

* Select One-Sided if you have a 400K disk drive or Two-
Sided if you have an 800K disk drive.

Some whirring occurs while the Macintosh does its thing.

e Once the initialization is complete, you can name the disk
and click OK.

'./-30-’-?:2‘;-::.".'.006',\f.\lc-:.'.:‘-’.'OO:JCJ:"A3!;uDG'J.’,r)-';c(;-‘.rc-'):::qr,-:cL_,

To install Type! on your hard disk, start the Macintosh as
usual. Once the Finder is displayed, insert the Type! program
disk in the internal disk drive.

« I the contents of the hard disk are not displayed, click the
disk icon and the hard disk window will open.

* Click the Type! disk icon and choose Open from the File
Menu.

* Drag the Type!icon from the Type! window to the hard disk
window.

e



2. How touse Type!
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Typelis very easy-to-use. t's designed so you can concentrate
on typing rather than on operating the program. Typelis also
flexible. Although this manual suggests courses of study for
different typing levels, you may actually proceed any way you
want after you start the program. You can:

* Perform different exercises in any order
* Take typing fests at any level
* PlayTypel-Athlon whenever you feel like it

You can fit Type! info your schedule no matter how busy you
are. Schedule a short session with Type! once or twice a day,
and see your keyboard control improve dramatically.

Another important feature of Type!is that it gives you instant,
intelligent feedback on your performance. Your speed and
accuracy scores are posted at the end of each exercise, and you
can monitor your progress by viewing graphs of your perfor-
mance. At a glance, you can tell what kind of mistakes you are
making and perform exercises designed to correct your error
patterns before they become ingrained. Type!even evaluates
this information and recommends how to continve,

cocqouoa:‘.nsunuuu:.nuae::t:acoou:-*a °0 00
©o00o00eo0 e

Your choices are arranged in menus on the Menu Bar,

, € File Edit Lesson Special Tests Resyits Type!-Athlon

Gdoocovoeocoe



To display menu items:

Move the pointer to a menu name, and press the mouse
button. The menu drops down allowing you to view the menu.
Release the mouse button, and the menu returns to the Menu Bar.

&€ File Edit 3L Special Tests Results Type!-Athlon

Introducing the Keyboard
Keyboard Basics ®K
Build Speed & Rccuracy ¥B

Home Row

QWERTY Row
Bottom Row

Left Hand

Right Hand
Individual Fingers...
Numbers & Symbols
Punctuation
Frequent Patterns
Common Words
Mirror Image
Keyboard Drills

To choose menu items:

Move the pointer to the menu on the Menu Bar. Press the
mouse button to display the menu, and drag the mouse to the
item you want. When your choice is highlighted, release the

mouse button.



€ File Edit ess0 Special Tests Results Type!-Athlon
Introducing the Keyboard

Keyboard Basics 8K
Build Speed & Accuracy B

Home Row
QLWERTY Row
Bottom Row
Left Hand
Right Hand
Individual Fingers...
Numbers & Symbols
Punctuation
Frequent Patterns
Common Words
Mirror Image
Keyboard Drills

You'll use Type! by choo
games from the Menu Bar-.

€ Menu

sing lessons, exercises, tests, and

Coptoins Help and the Desk Acces-
sories you have installed in your
system folder,

File Menu Allows you 1o set your speed and
accuracy goals, save resuls, print
progress reports and graphs, and
quit the program.

Edit Menu Allows you to edit

: your customized
typing tests.

10
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Lesson Menu Introduces the keyboard and provides
_a progression of lessons and exercises
of word groups or sentences.

Special Menu Contains the Recommended and
Weak Letter Drill exercises, cus-
tomized for your particular needs,
and the Standard Text and Elemen-
tary School Text options. (Type!
normally presents the Standard Text. )

Tests Menu Tests your speed and accuracy for
skill level you have chosen.

Results Menu Provides a review of your progress.

Typel-Athlon Menu Lets you learn while playing a gome
with all lessons and diagnostics active.

Your typing level will help you decide which lesson to choc_:se.
If you've never typed before, you should start with Introducing
the Keyboard from the Lesson Menu. If you've done some
typing but are still a beginner, choose Key_board Basics from
the Lesson Menu. If you are an intermediate or advanced
typist (typing over 20 WPM), you probably should begin with
Build Speed and Accuracy from the Lesson Menu.

For more help in selecting the appropriate skill level, choose

Help from the @ Menu.

00000000008 00000000800(

sson screen is the same for every lesson
he Keyboard. A keyboard illustration is
board showing your speed,
right corner.

The layout of the le
except Introducing t
in the upper-left comer. A score
accuracy, and goals is in the upper



& File [dil Lesson Special Tests Results Type!-Athlon

S(J=————— Build Speed & Accuracy

Snug as a bug in a rug.

When you choose a lesson or exercis
sentence appears in the typing area. Be
that has the cursor (a blinking line) unde
you type. Use the Shift key for capitals
spaces. After typing the last letter in g |
Space Bar (or Return) and the cursor m
fyped. If you make a mistake, a marke
letter you typed incorrectly.

e, the word group or
gin by typing the lefter
rit. The cursor moves as
and the Space Bar for
ine or group, press the
oves to the next text to be
I appears beneath the

The scoreboard displays your typing speed, the number of

errors you made, your accuracy, and your weak letters. The
scoreboard is updated each time

Lesson Screen

12



You can set your speed and accuracy goals or turn the sound
on or off with the Settings... choice from the File Menu.

The goal settings control how quickly you move through the
lessons, learing new lefters and words. As you meet your
goals, Type! moves you to more challenging material.

When the program is shipped from the factory, it is set to 20
WPM with 90% accuracy. If you're an intermediate or advanced
typist, you may want to adjust the speed before you begin the
first lesson of each session.

{dit Lesson Special Tests Results Type!-Athlon

T 1

settings Goal
wpm % s

100 ) mu‘@: Sound — 08

90 90 & ®0n e

1 O ofrf

80 80 .
20 “0 Goel Update — e
60 60 ® Automatic . i
50 50 O Manual r
40 40 i
30 J 30
20 = 20 —_—
10 U 10 U [ ok | 3
Speed Accuracy @ ‘
Goal Goal |

If you want the program fo monitor your progress ond.
change the goals as your skills increase, select Automatic from

the Goal Update box. In that way, Type!cd{usts the speed and
accuracy goals after each lesson and according to your

performance.

13
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You can set the goals yourself, without automatic changes.
Click the Manual button in the Goal Update box. When set
manually, the goals remain the same, session after session until
you decide to change them. You may also go to the Goal
Update Box by clicking the goal display in a lesson or game.

To adjust the Speed or Accuracy Goals, choose Settings...
from the File Menu. Drag the slide on the Goals Scale to the

sefting you want. When you have made the changes you want,
click the OK box.

aou‘!oonau-;ocmt,:unoanuaoooacccoboaau:;43(.\'.)\":.\‘1:;uJ"'u..’,.:'.“.

Type! automatically analyzes your typing and constructs a
series of graphs to display the results. These graphs show your
speed and accuracy for each key, finger, hand, and keyboard
region, as well as analyzing and categorizing your error

patterns. You can see the graphs by choosing Graphs from the
Results Menu.

The graphs are displayed as pages of a notepad. You can
move from page to page by clicking the turned up corner of the
page. When you have finished looking at the graphs, click the
Close box at the left side of the Title bar

There are four s

peed and accuracy graphs and one error
analysis graph:

€ File [t Lesson Special Tests Results Type!-Athlon

—— ——— Results of Latest Exercise

Results by Letter Group

Results by Letter Group

@ Accuracy (%)
gg @ Speed (wpm)

%, % & Yo <
% 4('9’%09 69,.}_ (°°a % % ’%@
Yoo % N % T e 6 BN
0 Z % % A o, %y
) 2 4’4;) Next
60,
o Prev
14
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& File [dil Lesson Special Tests Results Type!-Athlon

Results of Latest Exercise =

Results for Each Finger

100

70
60

40
30
20
10

90 ¥ Accuracy (%)
80 . Speed (wpm)

Next

Prev

& File £dii Lesson Special Tests Results Type!l-Athlon

=————— Resulls of Lotest Exercise 5=———

Alphabet

100 O Accuracy (%)

90
80
70
60
50
40 E
30 |
20 i
10

o

ASDFGH]JEL, QUERTYUIOPZXCVBNM,

m Speed (wpm)

Next

Prev

EERETEaET]

Results for Each Finger

Alphabet

16



€ File

[dil Lesson Special Tests Results Type!

-Athlon

[T}

Results of Latest Exercise ==

Numbers & Symbols

100 O Accuracy (%)
= B Speed (wpm)
80
70
60
50
40
30
20
10 k Next

ol
1234567890-=1e SR &*()_+.- " <> 2 Prev
€ File Eaif Lesson Special Tests Results Type!-Athion
NeEe==V———— —— Results of Latest Exercise =f
Error Analysis (% of tota] errors)
100
7 2,
2, (") S, ?9 ,O) L4 Next
4, a ¢ 3,
2, o, Pe
Prev

Numbers and Symbols

Error Analysis
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The graphs help you analyze your own typing and become
conscious of the kind of errors you have been making. The
graphs provide insight into typing pattems to help you know
what lesson you should take to improve.

Analyze your strengths and weaknesses. It is normal for your
speed to fluctuate. You probably type fastest on the middle keys
and slowest on the numbers and symbols. Your middle and index
fingers are probably faster than your ring and little fingers. The
goal you should set is o become equal in all categories.

For quick advice on correcting errors plus suggestions for
drills and exercises to perform, select Help from the @. Menu.

In addition to the features described here, Type! contains:

* Timed typing tests

* An arcade game— Typel-Athlon

°® Progress Reports

* Save and review capabilities

* Special elementary text for younger users.

The remainder of this manual discusses the process for four
skill levels:

Section3 Introducing the Keyboard (0-5 WPM)
Section4 Beginning Tyging (5-20 WPM)
Section 5 Intermediate Typing (20-40 WPM)
Section 8 Advanced Typing (40+ WPM)

Information on Type! features is included in the following
sections:

Section 7 Typing Tests

Section8 Learn by Playing Type!-Athlon
Section9 Tracking Results

A%
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3. INTRODUCING THE KEYBOARD (0-5 WPM)

Before you can begin to touch type, you must learn the layout
of the keyboard and the proper positioning of your hands and
fingers. Type! teaches you the standard QWERTY keyboard
which is arranged so that the individual keys used in the most
common two-letter sequences are on opposite sides of the
keyboard.

® File Cdit Lesson Special Tests Results Type!-Athlon

Introducing the Keyboard

Type j with your right .
index finger

w is the “base" for typing.
- When you are not using a finger, keep it on its
home row base

- Look at the keyboard on the screen, not your
fingers

To touch type effectively, you must always use the correct
finger to type a particular key. Your fingers rest on the Home
Row keys (ASDFJKL;). As you type, temporarily move your
fingers from the Home row keys to keys in other rows.

The keyboard is not only arran
in columns ( see illustration above). Each finger is responsible
for typing every key in its column. For example, as you can see
by studying the illustration, the left little finger types the Home

Row key, a. Italso types |, 4. 2, and Shift. Study the illustration
carefully to learn which keys each finger types.

ged in rows, it is also arranged

18
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) Typel's on-screen tutorial begins when you choose Introduc-
ing The Keyboard from the Lesson Menu. It explains the
keyboard and guides you through the basics of hand and finger
positioning, proper posture, and keyboard use.

Use the tutorial by reading the on-screen text and following
the instructions. The flashing cursor tells you which key to press
and which finger to use. Once you complete the tutorial, you
can press any key and the animated hand will type the letter
using the correct finger. You can repeat the tutorial as many
times as you want.

* Use the Home Row (ASDFJKL;) as the base from which you
type. Your fingers should hover over or lightly touch the
Home Row keys. Retumn to the Home Row after typing each

key.

* Keep your palms parallel to the keyboard, your fingers
curved, and your elbows close to your sides. Sit up straight
with your feet on the floor as you fype.

* Look at the keyboard on the screen, not at your fingers.

* Use your thumb to press the Space Bar.

* Hold down the Shift key with the little finger of the hand
opposite the letter you want fo ca pitalize.

19
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4. BEGINNING TYPING (5-20 WPM)

Speed 5-20
Goal Type without looking

Exercises Keyboard Basics
Weak Letter Drills

Once you understand the basics of hand and finger position-
ing and the layout of the keyboard, you are ready to begin
touch typing. Your goal at this stage is to type without looking.

Typing without looking means typing by touch—no peeking at
your fingers! This is difficult ot first, but Type! helps by giving
you an on-screen keyboard to look at. If you keep your eyes on
this keyboard, rather than on your fingers, you'll soon find that
you are typing by touch.

Before you begin, make sure you understand the material
covered in the Introducing the Keyboard tutorial. If you need

to refresh your memory, run through the tutorial again. Then
proceed with the following exercises.

The Keyboard Basics exercises teach you the location of the
keys on the keyboard in a logical, easy-to-learn progression.
Each exercise starts with very simple words and advances to more
difficult words, introducing new letters as you master old ones.

As you type, remember to look af the keyboard on the

screen, not at your fingers. Push yourself to type faster as you
become comfortable with the keyboard.

nzqacu;nouaauncnnﬁaauu:.ooo—_\ncuau‘:cooc~.:ao:,c, oevcecoegeOOQD

If you are having trouble with particular letters, select Weak
Letter Drills from the Special Menu. You will be given a drill
specifically designed to elp you improve your weak |etter

_ &0



performance. If you haven't typed long enough to build up a

pattern of weak letters, or if you simply don't have any, Weak

k;\ah‘er Drills is disabled —you can’t choose it from the Special
enu.

PO POPEOC0000Q00D0GO00O0000CCVE0OODRR0D

Check the Error Analysis graph to see what kind of errors
you are making. When you begin touch typing, many of your
errors will probably be wrong column errors. This means that
you typed the key next to the correct key in the same row (S
instead of A, for example). Wrong column errors are usually
caused by missing the key you are aiming for or using the finger
next to the correct finger to type.

Wrong column errors are the easiest errors fo become aware

of and the easiest errors fo correct. If you are having a problem
with wrong column errors, choose Individual Fingers from the

Lesson Menu.

Error Analysis (% of total errors)

<,
2, & % %, %
Cn @y 2, 2 7 @ Next
Y B M K Typical typing errors
KN 2, * Prev ypica fyp B eI
of a beginning typist.




S. INTERMEDIATE TYPING (20-40 WPM)

Speed 20-40 WPM
Goal Type without thinking

Exercise  Build Speed & Accuracy
Recommended Exercise

If you can type the letters of the alphabet without looking at
the keyboard (using the proper fingers) you're ready for inter-
mediate typing. The goal at this stage is to type without thinking.

You probably noticed that when you were leamning the
keyboard, typing each key tock a good deal of conscious mental
effort. You had to think about where the key was located, which
hand and finger to use, and so forth. Now, at the intermediate
level, you'll learn to eliminate those conscious mental steps. When

you type without thinking, you'll find that you type a letter without
being aware of exactly how you typed it.

If you have not already done so, select the type of text you
prefer (Standard Text or Elementary School Text ), from the
Special Menu, then chooose Build Speed & Accuracy from
the Lesson Menu for exercises to help you master this level.

g o @9
el
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Build Speed & Accurac

Y provides a series of short sen-
tences designed to give you

practice typing all the letters of the
alphabet. When you finish one session of Build Speed &

Accurucy, YOU can go on to another session containing a
different series of short

list at the bottom of the screen
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Typel's exercises are designed to help you improve various
aspects of your typing. Check the graphs to see what your
weaknesses are. Then choose Recommended Exercise from

the Special Menu.

~ You are probably still making wrong column errors. To
improve your performance in this area, choose Individual
Fingers from the Lesson Menu. With effort, you should be
able to reduce wrong column errors to less than half of your
total errors.

Pay attention to mirror image errors. These errors involve
typing a key in the correct column and row with the wrong hand
(typing d when you mean to type k, or s when you mean fo fype
|, for example). Mirror image errors are apt 1o occur as you
begin to type more rapidly. Choose Mirror Image from the
Lesson Menu for exercises to correct this problem.

€ File [dif Lesson Special Tests Results Type!-Athlon

———————— Resulls of Latest Exercise E—————

Error Analysis (% of total errors)

S
"&o &, ’»0 0/-0 A'},x' %,
9, % % 2, [/

%, % %, % A
Oo, 4’0&' 04}_( % o,?? Next
<, 77 .
%, %, o - T_yplccl error pattern
of an intermediate typist.
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6. ADVANCED TYPING (40 + WPM)

Speed 40+ WPM

Goal Type using chaining and overlapping

Exercises Common Words
Frequent Patfterns
Build Speed & Accuracy

Once you've mastered the keyboard and have learned to type
without thinking, you're ready to concentrate on speed.
Advanced typists type over 40 words per minute. To type this

fast, you'll need to learn the advanced skills of chaining and
overlapping.

Chaining is the act of typing common two- or three-letter
patterns quickly as a single unit. The most common lefter patterns
are th, ng, and ion. Chaining is an important typing skill because
a great many words contain common letter patterns. Typing
these patterns as a single unit will greatly increase your speed.

Overlapping is the process of starting to type the next letter
before you've finished typing the previous letter. Overlapping is
a subtle skill that also increases your typing speed. You may find
it difficult, however, to be conscious of overlapping as you type.
The best way to practice overlapping is to practice chaining
because when you chain quickly, you usually overlap as well.

T e ooy vy
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To practice chaining and overlapping, choose Common
Words or Frequent Patterns from the Lesson Menu. Do
these exercises several times, typing as fast as you can. Then
choose Build Speed & Accuracy from the Lesson Menu and
perform that exercise as fast as you can. With practice, you will
start to develop your own particular typing rhythm —a key
factor in building typing speed.
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Check the graphs to see what kind of errors you are making.
With concentration, you should be able to eliminate mirror

image errors almost entirely.

At the advanced level, you will probably find that your most
persistent errors are transpositions (reversing two letters),
particularly across-hand transpositions (fyping ht instead of th,

for example).

& File fdil Lesson Special Tests Results Typel-Athlon
S0=———————— Resulls of Latest Exercise E——————

Error Analysis (% of total errors)

Next

Prev

Typical typing errors
of an advanced typist.



7. TYPING TESTS

Check your typing progress from time to time by taking a
typing test. The test gives you an idea of how well you can
perform in a real typing situation—that is, typing several
paragraphs worth of material over a sustained period of time.

This is the way you type when you type letters, papers, and
memos.

Type! provides you with three kinds of typing tests:

* Standard fests, including alphabet and punctuation

* All keys tests, including numbers and symbols in addition to
alphabet and punctuation

* Custom tests that you design yourself

The tests can be set to last from one to five minutes.

You can take a typing test any time you want by choosing the
fest you want from the Tests Menu. The program will provide
you with a standard test lasting for one minute. Choose the level

of text you prefer (Elementary School Text or Standard Text)
from the Special Menu.

You can change the time length of the fest by choosing Length
of Test from the Tests Menu. When the dialog box displays,

change the test length by clicking the number of minutes you
want—from one to five minutes.
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Custom tests are hand
certain kind of material
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y if you want to test yourself on a
—text including medical or scientific

r if you want o create a standard test to
@ group or class. When you select Edit
be presented with a blank screen on

Y text you want. You can either use a
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existing custom test or MacWrite file by clicking the Load box on
}he Custom Test screen. MacWrite files must be saved as text
iles.

During this process, the Undo, Cut, Copy, and Paste
commands are available from the Edit Menu. The flashing
cursor marks your position. This editing program has word
wrap—you do not need to press Return at the end of the line,
and text is automatically wrapped to the next line when it
extends past the right margin.

You can type as many as 2000 words, and you can scroll
through the text with the scroll bar.

When you are done, click the Save button to save your
custom fest. A dialog box prompts you for the tesf name (must be
unlike any other name previously saved on the disk). If you want
to abandon the test, click the Cancel button and you are
returned to your last place in the program.

You can take the test you've designed by choosing Custom
Test from the Test Menu and selecting the test you want to take.

When you finish taking o typing fest, your speed, accuracy,
number of errors, and weak letters are displayed on the
scoreboard and exercises for improvement are recommended.



8. LEARNING BY PLAYING TYPE!-ATHLOIN

Typel-Athlon lets you perform all of Type!’s lessons and
exercises while playing an arcade-style game. The setting is a
race track. Two runners, facing a series of hurdles, appear on
the screen. You are the figure at the bottom; the figure at the top
is your competition—the goal you must meet to win the race.

€ File Edit Lesson Special Tests Results Type!-Athlon
Build Speed & Accuracy E————————

= ~—

l 0 WPM - 20 Goal:

Snug as a bug in a rug.

You: M
| Goal: M

To start the race, select Go to Game from the Type!-Athlon
Menu. The game is displayed. Type the text as it appears on the
screen. The faster and more accurately you type, the faster your
runner will run. If you make mistakes your runner will stumble

and falll The race lasts one minute. The runner who is ahead at
the end wins the race.

You can change the kind of text you type during the race by
choosing a different lesson from the Lesson or Special Menu.

You can also increase or decrease th
have to type in order to win. Choose C
the Type!-Athlon Menu and specify t

& speed at which you will
hange Speed... from
he change you want in



the dialog box. The speed —as shown in the scoreboard —in-
creases or decreases by five. You can also click the scoreboard
to display the Game Speed box.

You can check to see what kind of mistakes you made while
running your race by choosing Graphs from the Results
enu.

When you've finished playing Type!-Athlon, you'll have
a chance to view the Type!-Athlon Hall of Fame. The Hall of
Fame consists of the all-time, top seven Type!-Athlon players.
If your speed qualifies you for the top seven, you can add your
name to the list.



9. TRACKING RESULTS

Typel keeps track of the results of your typing sessions. You
can see and print graphs of your current work session. You can
also display and print a Progress Report showing highlights of
typing sessions you've saved in the past. Finally, you can view
the graphs of any past session.

You can monitor your typing progress over a period of weeks
or months. By viewing past results and Progress Reports,
you'll be able to see where you've improved and where you
need more practice. By printing out a Progress Report you'll
have a written record of your overall performance, test average,
and highest test and game scores.
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At the end of a typing session, you can choose Save from the
File Menu and type your name. If you intend to view your
progress in a Progress Report, you must always use exactly the
same name and have all the sessions you've saved on the same
disk. The Macintosh automatically dates your saved file.
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You can view and print out a report of your typing progress to
date. The report is based on whatever results you have saved.
When you choose Progress Report from the Results Menu,
the program displays the results of your current session as well
as the results of your past saved sessions.

The list of saved results may be oo long to fit on one screen.
If this is the case, use the scroll bars to view the rest of the list.

To print out a Progress Report, first make sure your printer is
turned on and properly connected to your computer. Then select
Print from the File Menu while a Progress Report is on the
screen.,
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This menu choice lets you view the results of any past typing

sessions. Dialog boxes guide you fo select results that you've

saved to a data disk. Once the results are loaded, you will be

able to view them in graph form which you can “page” through

by clicking the turned-up comer of the page. You can printa

graph by choosing Print from the File Menu when the graph is

displayed on the screen.
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You can clear results currently in your computer’s memory and
start from scratch. This is handy in situations where several
people are using the Type! program consecutively. By selecting
Reset Results when you begin to use the program you can be
sure that the tabulated results are yours and yours alone. (Note
that your results will be cleared automatically when your
computer is turned off. Therefore, it is nof necessary to Reset
Results each time you start up the program and begin another

typing session. )
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GLOSSARY/INDEX

Accuracy:
Advanced:
Beginner:
Bottom Rowr:

Build Speed and
Accuracy:
Chaining, 24

Common Words:

Custom Test, 26-27
Data Digk, 6

Diagnostics:
Elementary

School Text, 1, 11

Errors:

Frequent Patterns:

Percentage of letters typed correctly.

Typing above 40 WPM with accuracy greater than 90%.

Typing 5-20 WPM with accuracy greater than 90%

The row of keys (ZXCVBNM,.) above the space bar and below the Home Row.
An exercise on the Lesson Menu that provides practice typing sentences
using all the letters of the keyboard. For intermediate and advanced

typing levels.

The act of typing common two- or three-letter patterns (such as th, ng,
ion) quickly as a single unit.

An exercise on the Lesson Menu that provides practice typing common
English words. Helps develop chaining and overlapping skills.

A typing test that you design yourself.

An initialized disk on which you can save custom tests and results of your
typing sessions.

The intelligence built into the Type! program that enables it to analyze
your performance, identify errors, and recommend further exercises.

Text suitable for users at the fourth grade level and up. Available in the
Build Speed and Accuracy and Typing Tests sections of the program.

Mistyped characters. The scoreboard at the top of the lesson screen
displays the number of errors made in the last screen of text typed; at the
end of a typing session it shows your cumulative errors. The Error
Analysis graph analyzes the type of errors made.

An exercise on the Lesson Menu which provides practice typing
common English letter combinations. This exercise helps develop
chaining and overlapping skills.
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Goal:

Graphs:

Hard Disk, 7
Help, 10, 17

Home Row:

Individual
Fingers:
Intermediate:

Introducing the
Keyboard, 18
Keyboard Basics:
Keyboard Drills:

Left Hand:

Lesson Screen, 12

Mirror Image:

Target level of typing achievement, measured in words per minute
(speed) and percentage of characters typed correctly (accuracy). Speed
and accuracy goals can be changed with Settings... from the File
Menu. If you specify automatic settings, as speed goals are met, the
program automatically adjusts the goals to provide a continuing approp-
riate challenge.

A feature that lets you see the results of a typing session displayed in bar
graph form. Choose Graphs from the Results Menu.

Mass storage device, supported by Type!.

A function that provides help in using the Type! program. Available from
the @. Menu and from several other program screens.

The row of keys (ASDFGHJKL;) below the QWERTY row and above the
Bottom row. The Home Row is the base position for your fingers.

An exercise on the Lesson Menu that provides practice typing with
particular, individual fingers.

Typing 20-40 WPM, with accuracy greater than 90%.

A tutorial that introduces you to the layout of the keyboard and proper
positioning and use of your fingers and hands.

An exercise on the Lesson Menu thot helps you leam the location of
keys on the keyboard.

An exercise on the Lesson Menu that provides practice typing sequences
of random letters.

An exercise on the Lesson Menu that provides practice typing words
using only the left hand.

The screen on which you perform typing exercises.

An exercise on the Lesson Menu that helps correct mirror image erro;)s.t
Mirror image errors occur when the correct finger, row or;d column, bu
the wrong hand, is used; typing k instead of d for example.



Novice:

Numbers and
Symbols:

Overlapping, 24

Play Sound:

Print, 30

Progress Report, 30

Punctuation:

QWERTY Row:

Quit, 10

Recommended
Exercise:

Reset Results, 31

Results Menu, 11

One who has never received instruction in touch typing.

An exercise on the Lesson Menu that provides help in learning the
position and correct typing of numbers and symbols on the keyboard.

The process of starting to type the next letter before you have finished

typing the previous one. A technique acquired at the advanced typing
level.

Sound generated by the computer to accompany the Type!-Athlon

game. This sound may be turned off or on from Settings... on the File
Menu.

A function that lets you print out Progress Reports and Graphs. If you
have trouble printing, check to see if your printer is attached opd on and
if the correct printer is selected from Choose Printer on the & Menu.

A report that shows your typing progress over a period of time. May be
displayed on screen and printed out.

An exercise on the Lesson Menu that gives you practice typing
commonly used forms of punctuation.

The row of keys (QWERTYUIOP) above the Home Row and below the
top row of numbers.

A function that lets
without h
Menu.

‘ You quit using Type! and start using another program
aving to tumn off your computer. Choose Quit from the File

An exercise on the Special Menu that Iype! diagnostics have determined
is suited to your current typing needs.

A function from the Results Menu

. _ that lets you clear results of typing
sessions currently in your computer

s memory.

A menu from which you can view and

i rint graphs, vi st results, and
display and print out Progress Rep e s Y

orts,
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Settings..., 10,
13-14
Special Menu:

Speed:

Standard Text,
s L1

Type!-Athlon, R8

Typing Test, 26

View Past Results,
31
WPM:

Weak Letter Drills:

A function that lets you change speed and accuracy goals, set the sound
on or off, and configure the program for automatic or manual goal

adjustment.
A menu listing exercises designed to help you gain specific typing skills.

The number of words per minute (WPM) typed. Type!s calculations of
speed are based on the total amount of time used to type a given piece
of text and the total number of correctly typed characters.

Toxt suitable for users at the junior high to adult level. Available in the
Build Speed and Accuracy and Typing Tests sections of the program.

An arcade-style game that lets you use all of Type! exercises, lessons,
and diagnostics during play.

A timed typing test that measures your speed and accuracy. Type!

contains @ variety of tests that can be taken at anytime.

A function that lets you view saved results of past typing sessions. The
results are viewed in bar graph form.

Words Per Minute, a measure of typing speed.

A random letter drill exercise from the Special Menu. The Type!
program gives you practice typing characters identified as most difficult

for you.
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Broderbund’s Limited Ninety-Day Warranty

Brederbund warrants for a period of ninety (90) days following the original retail purchase of this copy of TYPE! that the
program is free from substantial errors or defects that will materially interfere with the operation of the program as described in
the enclosed user documentation. This policy applies fo the inifial purchaser only.

IF you believe you have found any such error or defect in the program during the warranty period, call Braderbund’s Technical
Support Department at 415/382-4700 between the hours of 8 a.m. and 5 p.m. (Pacific Time), Monday through Friday.
Broderbund technical personnel will attempt to help you correct or avoid the problem. If any such error or defect cannot be
corrected or reasonably avoided, Braderbund will inform you how to obtain a corrected program disk (or, at Broderbund’s
option, Brederbund may authorize a refund of your purchase price).

This warranty gives you specific legal rights, and you may also have rights which vary from state to state.

Disk Replacement Policy

If any disk supplied with this product fails within ninety (90) days of purchase for any reason other than accident or misuse,
please return iﬁe defective disk together with a dated proof of purchase to Brederbund Software-Direct®, P.O, Box 41 25,
Novato, CA 94948-6125, for a free replacement. This policy applies to the original purchaser only.

Brederbund will replace program disks damaged for any reason, whether during or after the nine (90) day free replacement
period, for $5 per disk pﬁts a postage and handling charge of $2.50 per request. For progroms IZOI originally include 3 or
more program disks, send just $15.00 and $2.50 postage and handling per request. This policy will be ?ollowed as long as
the program is still being manufactured by Broderbund.

Limitations on Warranty

Unauthorized representations: Brederbund warrants only that the program will perform as described in the user documentation.

No other advertising, description or representation, whether made by a Broderbund dedler, distributor, agent |
shall be binding upon Brederbund or shall change the terms of this warranty. PR g,

IMPLIED WARRANTIES LIMITED: EXCEPT AS STATED ABOVE, BREDERBUND MAKES NO OTHER WARRANTY. EXPRESS OR
IMPLIED, REGARDING THIS PRODUCT. BRODERBUND DISCLAIMS ANY WARRANTY THAT THE SOFTWARE 1$ FIT FOR A
PARTICULAR PURPOSE, AND ANY IMPLIED WARRANTY OF MERCHANTABILITY SHALL BE UMITED TO THE NINETY (90] DAY
DURATION OF THIS LIMITED EXPRESS WARRANTY AND IS OTHERWISE EXPRESSLY AND SPECIFICALLY DISCLAIMED

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE
UMITATION MAY NOT APPLY TO YOU.

NO CONSEQUENTIAL DAMAGES: BRZDERBUND SHALL NOT BE LIABLE FOR SPECIAL, INCIDENTAL, CONSEQUENTIAL OR
OTHER DAMAGES, EVEN |F BR&DERBUND IS ADVISED OF OR AWARE OF THE POSSIBILTY OF SUC,H DAMAGES. THIS
MEANS THAT BRGDERBUND SHALL NOT BE RESPONSIBLE OR LIABLE FOR LOST PROFITS OR REVENUES, OR FOR‘
DAMAGES OR COSTS INCURRED AS A RESULT OF LOSS OF TIME, DATA OR USE OF THE SOFTWARE O’R FROM ANY
OTHER CAUSE EXCEPT THE ACTUAL COST OF THE PRODUCT. IN'NO EVENT SHALL BR@IDERBUND'S (1ABILITY EXCELD THE
PURCHASE PRICE OF THIS PRODUCT. SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL
OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU

You are entitled fo use this product for your own use, but may not sell or transfer roductions of th

other parties in any way, nor rent or lease the product to others without the prior r\frfiﬂen permission iﬁmrigadm u;mal -
use one copy of the product on a single terminal connected to a single computer. You may not network the prodyct g
otherwise use it on more than one computer or computer terminal at the same fime. vt

For technical support, on this or any ather Braderbund product, call 415/382-4700.
R101
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PLEASE READ BEFORE USING
THE PROGRAM

This version of Type! for the Macintosh has been duplicated on an
800K disk, and comes with System 4.1 /Finder 5.5. Apple Computer
recommends this System/Finder configuration for use with the
following Macintosh computers:

Macintosh 512KE
Macintosh Plus
Macintosh SE
Macintosh Il

If your Macintosh requires a 400K disk with a different System/Finder
configuration, you may exchange the disk in this package for a 400K disk
version of Type!

To exchange your disk, fill out the coupon below and send it to
Brgderbund along with the Type! disk.

Send a Macintosh 400K disk version of Type! to:

(Please print)
Name

Address

City, State, Zip
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