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A Different Way To Spell 
What does a kid have to do to learn how to spell? You could 
study spelling lists, take spelling tests, and study more lists; or 
you could play Stickybear Spellgrabber. If you are in grades 1 
through 4, you can learn to spell thousands of words while you 
have fun making Stickybear do all the work. With games like 
Picture Spell, Word Spell, and Bear Dunk, you can keep 
Stickybear on the run catching all the words you need. And 
when he doesn't, you can dunk him. 

To Parents/Educators 
Stickybear Spellgrabber is a series of educational games 
designed to capture the interest of beginning spellers (children 
in grades 1-4) and motivate them to improve their spelling 
skills. There are three games in Stickybear Spellgrabber -
Picture Spell, in which children spell the names of objects they 
see on the computer screen; Word Spell, in which children 
unscramble letters to make words; and Bear Dunk, in which 
children guess the words in the computer's memory. 

The words provided with the games are divided into grade 
groups. In addition, children can enter their own word lists. 
With Stickybear Spellgrabber, children can 

• learn more than 4,000 high-frequency words taken from the 
Weekly Reader word list and the Ginn Lexicon Dictionary. 

• link the meanings of words with the mechanics of spelling. 
Hundreds of pictures provide children with spelling clues and 
word-meaning clues. 

• focus on word structure. Children can more readily apply 
what they have learned to unfamiliar words once they 
become aware of basic word structures. 

• become familiar with the computer keyboard. Developing 
keyboarding skills is the perfect springboard to more 
advanced computer programs. 
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You'll notice that this guide has been written so that many 
second, third, and fourth graders will be able to read and use 
the program on their own. Use your own judgment to decide if 
your children can work independently on Stickybear 
Spellgrabber or if they need adult supervision. 

What You Need 
It doesn't take much to use Stickybear Spellgrabber. This is all 
you need: 

• A Stickybear Spellgrabber disk 
• An Apple personal computer - Apple Ile, Apple II, Apple Ile, 

or Apple II Plus* (48K and disk drive) 
• A joystick or a mouse, if you prefer not to use the computer 

keyboard 

Getting Started 
Once you have all the things you need, it's easy to get started. 
• Boot the Stickybear disk. Put it into the disk drive. 
• 'furn on your Apple. (If you have Autostart, you will see the 

title screen of Stickybear Spellgrabber. If you don't have 
Autostart, you will see the monitor cursor. Press the 6 key, 
then press the P key while holding down the key marked 
CTRL (6 CTRL P). Press the return key. 

• Decide which control you will use. Press K for keyboard, J for 
joystick, or M for mouse. 

• Decide which game you will play - Picture Spell, Word Spell, 
or Bear Dunk. 

• Press the I, M, or arrow key on the keyboard or move the 
joystick or the mouse so that the arrow points to that game. 

• Press the space bar on the keyboard or the button on the 
joystick or on the mouse to load the game you've chosen. 

• Choose the grade level you want to work on. 
You're ready to play. 
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Caring for the Disk 
All computer disks need special care. If they're handled with 
dirty hands or held improperly, they could be ruined. Take 
extra care with your Stickybear Spellgrabber disk. Do not bend 
or fold it. Be sure to hold it only by the end with the picture. 
Finally, remember to return the disk to its sleeve and to put it 
safely away when you're not using it. 

Word lists 
A master word list comes with Stickybear Spellgrabber. But if 
there are special words you would like to work on, you can 
make your own word lists. You can store three lists of up to 50 
words each. You can use these word lists to play both Word 
Spell and Bear Dunk. Read Making Your Own Word Lists to 
find out more. 

Quiet 
If you prefer not to play Sticky bear Spellgrabber with the sound 
on, press the CTRL key and the Q key (CTRL Q). If you wish to 
turn the sound back on, press CTRL Q again. 

Changing Games 
If you want to change the game you're playing, press the key 
marked ESC, and the game menu will appear. 

CHOOSE A GAME 

PICTURE SPELL 
WORD SPELL 
BEAR DUNK 
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Using the Controls 
Although you may use the keyboard, the joystick, or the mouse 
to play Sticky bear Spellgrabber, the joystick and the mouse are 
probably the easiest to use. 

Joystick 
Move the joystick from side to side or forward to steer 

· Stickybear around the screen . Moving the joystick from side to 
side will make Stickybear run left or right. Moving it forward 
will make Stickybear jump up. Gravity will gently pull 
Stickybear down. 

With the joystick, you can change the direction in which 
Stickybear is going- even while he's in the middle of a jump. 
All you have to do is move the joystick in th~ direction in which 
you want Stickybear to go. 

TRY THIS: Move Stickybear until he is below and to the left 
of an opening you want him to jump through. 
Move the joystick to the right. As Stickybear 
passes under the opening, move the joystick up. 
Stickybear will jump through the opening . Now 
make Stickybear move up and to the left or up 
and to the right by moving the joystick like this: 

-
--~ 
~ i 

When Stickybear runs past a letter you want, choose that letter 
by pressing the joystick button. If Stickybear runs past a letter 
you don't need, don't press the button. If you do, you will hear a 
BLOOP! 
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Mouse 
Make sure you have enough room on your desk or table so that 
you can move the mouse around to steer Stickybear. Move the 
mouse forward and back to make Stickybear jump up and 
down. Move the mouse from side to side to make Stickybear 
move left or right. Stickybear will keep running in the 
direction you've moved the mouse until you change direction. 
To choose a letter, press the button as Stickybear runs past the 
letter. 

Keyboard 
You can use the keyboard to control Stickybear in Picture Spell 
or in Word Spell . Use the I key or the Up arrow key to make 
Stickybear jump, the J key or the Left arrow key to make 
Stickybear run left, and the K key or the Right arrow key to 
make Stickybear run right. Press the space bar or the return 
key to pick a letter when Stickybear runs past it. Pressing any 
other key will make Stickybear stop running . 

TIP: Whether you're using the keyboard, the joystick, or the 
mouse, be sure to make Stickybear run in the direction 
in which you want him to go before you make him jump 
onto a shelf. If you don't, Stickybear will continue 
running in the wrong direction. So when you change the 
direction in which he is running, he'll fall through the 
same hole he just jumped through. And you'll have to 
start all over again. 

A Hint for All Movement 
It is easier to make Stickybear jump onto a shelf if he is 
running in the right direction before he jumps through the 
hole. 

7 
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Picture Spell 
The object of Picture Spell is to spell the name of a picture by 
choosing the letters in the correct order. You can choose to spell 
words from the grade 1, 2, or 3 word list. After you've made 
your choice, a picture will appear at the top of th~ screen with a 
maze of shelves around it. The letters in the name of the picture 
will be scattered around the maze. You have to move 
Stickybear through the maze to pick up the correct letters . 
When you have chosen the correct letters, they will disappear 
from the maze and reappear at the top of the screen. Choose the 
~ong letters or choose the letters in the wrong order, and you 
will hear a loud BLOOP. The letters will stay in the same 
position. 

Each game is timed and scored; so the faster you spell, the more 
points you will get. If time runs out and you don't finish spelling 
the name of the picture, the computer will print the word at the 
top of the screen . When you want to continue, press any key or 
press the button on the joystick or on the mouse. Then a new 
picture and a new maze will appear. 
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Word Spell 
Word Spell is a little more challenging than Picture Spell. You 
can choose to spell words from the grade 1, 2, 3 or 4 master 
word list that comes with the program or from a word list you 
have made up yourself. A word will appear briefly on the 
screen. When you are ready to spell the word, press any key; 
the letters will be scattered around the maze. You can then 
move Stickybear around the maze to pick up the letters in the 
right order . 

TIP: If you want to rack up points quickly on Word Spell, be 
sure to study words carefully when they first appear on 
the screen. Then you'll know how to spell the words once 
they have been scrambled. 
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Bear Dunk 
Bear Dunk is a lot like hangman. The object of the game is to 
keep Stickybear from being dunked. 

You can play Bear Dunk by yourself or with a friend. All you 
have to do is choose the word list from grade level 1, 2, 3 or 4 
that you want to work on. Then type the name(s) of the 
player(s) and press the space bar . 
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At the start of each game, Stickybear stands on a shelf at the 
top of the screen. A set of dashes also appears at the top of the 
screen. Each dash stands for a letter in the mystery word you 
have to spell. Press the key of each lett.er you think is in the 
myst.ery word. If the lett.er is in the word, it will appear in place 
of a dash. It will also appear at the bottom of the screen. If it is 
not in the word, you will hear a loud BLOOP; the letter will 
appear only at the bottom of the screen; and one of the shelves 
below Stickybear will disappear. When the shelf Stickybear is 
standing on disappears, Stickybear will be dunked in the tank 
of wat.er at the bottom of the screen. 
The game will continue until you press the ESC key to return 
to the game menu. When two players are playing, each player 
must complet.e a word before the next player's turn can begin. 

TIP: Give yourself a head start by choosing the vowels in a 
word first. The vowels will give you some clues about 
the rest of the lett.ers that are in the word. 

Keeping Score 
All the Stickybear Spellgrabber games keep score for you. In 
Picture Spell and Word Spell, you are given a certain amount of 
time to spell each word. The fast.er you spell, the more points 
you will have at the end of the game. If you haven't finished 
spelling a word when time runs out, the word will appear at the 
top of the screen. Then a new picture or word and a new maze 
will appear. 

In Bear Dunk, you are given 100 points at the beginning of the 
game. For each correct guess, 10 points are added to your score. 
For each incorrect guess 5 points are subtracted from your 
score. You are given a bonus of 50 points for completing each 
word. 
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Making Your Own Word Lists 
Stickybear Spellgrabber lets you use your own word lists, so you 
can zero in on spelling words you want to work on. If you want 
to make, delet.e, or edit your own word list, this is what you do: 

• Boot the disk and wait for the controls menu to appear. 
• Hold down the CTRL key as you press the C key (CTRL C), 

and the following function menu will appear: 
Pick a Function 
Ent.er New List 
Delet.e a List 
Show Lists 
Exit to Game 

• Move the arrow to the function that you want, using the I, M, 
or arrow key. 

• Press the space bar. 

Entering Your List 
• When the comput.er asks you to name your word list, type a 

name (any name, even your own) on the keyboard. Press the 
return key. 

• 'fype the words. Each word may have up to 11 lett.ers. Press 
the return key aft.er each entry. (If you fill up a page, the 
comput.er will give you a new page to continue on.) 

• Press the return key when you've finished your list. 
• You can save up to three lists and up to 50 words on each list. 
• When you're finished, press any key to return to the function 

menu. 

Deleting a List 
You can't delet.e the mast.er word lists that come with the 
program, but you can delet.e a list that you have ent.ered. 
Simply follow the first four st.eps under Make Your Own Word 
List. Be sure to move the arrow to the Delet.e a List function. 
Then follow the directions that appear on the screen. If you 
decide not to delet.e a list, move the arrow to the Exit to Game 
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function and press the space bar or the return key to get back to 
the function menu. 

Editing a List 
You can change words on a list you've made without getting rid 
of the whole list. The computer will ask you to choose the list 
you want to edit. After you've made your choice, a list of the 
changes you can make will appear on the screen. 

Display Words shows you what words are on your list. Add 
Words lets you add words to your list. Delete Words lets you take 
words off your list. Save Changes lets you save your list with 
the changes you've made. If you don't want to save your 
changes or edit your list, choose Return to Menu. Remember to 
save your changes before returning to the main menu. 

Important Keys 
(CTRL) 

~6CTRLP) 

SPACE BAR 

(ESC) 

(CTRLQ) 

(CTRLC) 
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Press the Control key when you press 
another command key. 

Press the 6 key. Then press the CTRL key 
and the P key to make the controls menu 
appear on Apples that don't have Autostart. 

Press the space bar to choose a function or a 
game. 

Press the Escape key to bring you back to the 
game menu. 

Press the CTRL key and the Q key to turn 
sound on or off. 

Press the CTRL key and the C key to enter, 
delete, or edit your own word list. 

.. 

More You Can Do 
Now that you're on the road to becoming an expert speller, use 
the words you've learned. Show how well you can spell. Here 
are some ways to get started. 

Game Shows t 

You've seen game shows on TV. Now you can make up your 
own. Make up word lists that fall into different groupings. 
Insects, cars, things that are wet, things that are slippery are 
some topics you might use. Enter your word lists in Stickybear 
Spellgrabber. (Remember, you can enter up to three lists and up 
to 50 words per list.) Then challenge a friend to play one of the 
following games with you. 

What's on Your List 
• Up to three people can play each game. 
• Take turns choosing a topic. (Each player's topic must be 

different.) 
• Toss a coin to decide which game to play -Word Spell or 

Bear Dunk. 
• Use the words under the topic you've chosen to play the game. 
• Check the scores on the computer at the end of each game. 

The person with the highest score wins. 
• Post the outcome of the game you played. 

Choose a Topic 
• Enter the word lists and the topics you want to use in this 

game. Have each player choose a topic for his/her opponent. 
Don't tell what the topics are. 

• Toss a coin to decide which game to play -Word Spell or 
Bear Dunk. 

• Take turns trying to spell the words under the topics chosen. 
• Take turns trying to guess which topic the words fall under. 
• The player who guesses the topic after spelling the fewest 

words wins. 
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The 2,000 Word Club Word List big do gets home 

There are more than 4,000 words in Stickyl>ear Spellgrabl>er. Gradel biggest does girl homes 
bike dog girls hop Surely, you can learn how to spell 2,000 of them. If you do, you about bill door give horse 

can start the Stickybear 2,000 Word Club. Invite other kids to after bird down glad hot 
learn as many words as you have learned and join your club. again birthday dress go house 

Once you've started your club, plan some activities: agreed black drop goat however 
aid blue duck gone howl .. airplane boat eat good hundreds 

• Design a symbol for your club. all book eating got ice 
• Keep a written record of the people who have learned to spell along box egg government if 

always boy end grandma in 2,000 words. Challenge them to learn more. Keep a record of • am bring establish grass inches 
their progress. an brown every greater income 

• Play some spelling games. Start with What's on Your List? and build everywhere green into 
(page 13). animal building fall grow is 

another bus far guess it • Help kids who are having trouble learning to spell. any but farm had its 
apple by fast hair itself 

Write a Story are cage fat hand jump 

How many of the words in Sticky bear Spellgrabl>er can you use around cake father happy just 
as calf feet hard keeping in a story? Ask a friend to help you find out. Have the friend ask call fight has kid 

write down the words you spell correctly while you're playing at came film hat kind 
Stickyl>ear Spellgrabber. Try to use all those words in a story. ate can find have kinds 

away car fire having kitten How many words did you use? baby cat first he know 
back children fish head lamb 

Experiment bad coat five heads last 
Try to come up with other ways of using Stickyl>ear bag cold fly hear laugh 

ball color flying heard laws Spellgrabber. Experiment with the words and the keyboard or balloon come food hello lay 
the joystick or the mouse. You'll soon find out how much fun bark cookie for help leg 
learning can be. base could found helped let 

be cow four helps letter 
bear cry fox hen light 
bed cut friend her like 
bee dad frog here little 
before dark from hey live 
began date fun hill lived 
behind day funny hills long 
being days game him look 
below did garden his looks 
best died gave hold lost 
better dinner get holding lots 
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made ones runs surprise walk act barn bush clown determine 
make ont.o said system · want action basic busy coast develop 
man open sang take was active basket butter college different 
many or sat talk water activity basketball butt.on colored dig 
may other saw tell way add bat buy committee dinosaur 
maybe our say telling we added beautiful candles complex dirty 
me out saying ten went addition because candy concern discovered 
men over says terms were afraid beep cap consider dish 
met own school than wet ., afternoon begin card contain division 
milk paint schools thank what ago believe care control doctor 
millions pan see that when ' ahead bell carry cook doll 
miss party seen the where ~ air belong cart copy dollar 
mom peanut seven their which almost beside cart.oon com done 
money penny she them white alone between castle comer dot 
more personal shoe then who also bit catch cornfield dragon 
morning pet should there whom always blew caught correct drank 
mother picnic show these why amount blind cell cott.on dream 
much picture sing they will angry block cellar council drink 
must pig sister thing wind answer blood cells count drive 
my plant sit think window anybody blow central country dry 
name play six this wish anyone blueberry century county each 
named please sleep those with anything board certainly couple ear 
names pocket sleeping thought within apartment bomb chair cover early 
near pony so three word apparently bone chance cowboy earn 
nearly pretty some time work appeared boot chase crawl earth 
necessary prevent someone t.o working appears both cherry cream easily 
needs prize something t.old works apply bottle chicken create easy 
never program somewhat t.omorrow I would approach bott.om choose cried economic 
new put somewhere too years areas bought circus crocodile education 
news quack soon took yellow arm bounce citizens cross effect 
newspaper rabbit sound t.otal yes arrow branch city crow effort 
next race speed town you art brave claim cup eight 
nine rain squirrel toy young 1 association bread class cupcake element 
no ran stay tree your astronaut break clay dad elements 
northern read step trick zoo ,} atmosphere breakfast clean daily elephant 
not ready stepped truck attack bright clear dance elevat.or 
nothing red still try Grade2 attempt broke clearly data eleven 
now return stop tum attention brook clever dear else 
of ride stopped two able audience brother climb death empty 
off right st.opping uncle above aunt brought clock deep end 
oh river st.ore under accept available bucket close deer ends 
old road story up accepted bake bump closed demand engine 
on rocket street us accord bang bunch closely department enough 
once room sun very account bank bunny closer depend entered 
one run support wagon across bar bum clothes detail entire 
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entirely fill glove hours large materials none paw process require 
equal filled goal huge larger matter nor pay produce required 
equipment finally goes human late mean normal peace product rest 
especially finding gold hung lay meaning nose peep production result 

fine hungry lazy ' 
return even gone means note pen progress 

event finger goose hunt learn meet notes people project rex 
ever finish gorilla hurry learning meeting noticed per property ring 
everybody firm grade hurt leave members nuclear period proud roar 
evidence fishing grandfather idea led merry number pick provide robber 
exactly fit grandmother ideas left middle nuts pie public robin 
excite fix grandpa include lemonade might oak piece pull robot 
exist fixed gray increase letters mike object pieces pup rock 
existence flat great increased level mile occur pile puppet rode 
expected flew greatest individual library mind ocean pillow puppy roll 
explained float grew information lick mine office pink purpose roof 
express floor ground inside life minute officer pipe push rope 
expression flow groups instead lifted minutes official place pushed rose 
eye flower grow interested limit missing oil places queer round 
face follow growing involve line mitten okay plan question row 
factor fool growth involved lines modern omit plane quick rub 
factors foot gun iron lion mommy only plant quiet sad 
facts forces hall jar lips monkey opening player quite safe 
fail foreign handle jay listen monster operation plays raccoon same 
fair forest hands job load moon opinion point radio sand 
fairy forgot hang join local most opposite pointed rag save 
faith forms happen joins located mountain orange points railroad scale 
falls forth happened joke lock mouse ordered policeman raised scare 
families forty health joy 'lord mouth ordinary political ranch scarecrow 
family fourth heavy keep loud move original pond range scientific 
farther frame held kept love movement outside pool rapidly score 
fear freedom herself kids loved movie oven poor rate sea 
feather frighten hi kill lovely myself owl pop reach seat 
feed front hibernate killed low nail pages porch reaction second 
feel frozen hid king lower nation pail porridge real secret 
fell fruit hide kitchen luck natural pair post really secretary 
felt full high kite lunch nature paper postman receive seed 
fence further highest knew machines nearby parade power received seek 
few future himself knock magic neck park powerful recorder seem 
field garage hit known mail need part president regular sell 
fields gate hole knows manner neighbor pass pressure religious send 
fierce ghost holes ladder map nest passed price remain sent 
fifteen giant honey lady marble nice past prince remember sentence 
fifty gives hope lake mark night pat principal replied separate 
fighting giving horn land marked nobody patrol private reply services 
figures glass hotel lands match noise patterns problems represent set 
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shall sometime suit toe valentines worm alike assignment bean borrow 
shape son summer together value write alive assistance beard boss 
shed song supper tonight velvet writing alligator associate beast bother 
sheep songs supply top village written allow assume beat bound 
shirt sorry suppose tornado visit wrong already assure beauty bow 
shook sounds sure touch voice wrote although atmosphere beaver bowl 
shop soup swam toward volcano yard amaze atom became brain 
short source sweater tower vote year among attach become breath 
shout spell sweet track wag yell analysis attend bedroom breathe 
shovel splash swim tractor wait yet ancient attention beep brick 
showed spoke swimming traffic waited • young angel attic beg bride 
showing sport swish train waiting yourself anger attitude begun bridge 
shown spot system trainer walking angle attract behave brief 
shut sprang table trap wall Grade3 announce author behavior broad 
shuttle spread tail travel warm announced authority behold broom 
shy spring talked treatment wash ability annual automobile belief brush 
side spy tall tried watch aboard ant autumn belly bubble 
sidewalk staff tape trip wave accident antique average below buckskin 
sign stage tax trot wear accompany anxious avoid belt bud 
sight stair teach trouble week accomplish anxiously awake bench buffalo 
silk stairs tear true well according anyhow award bend bug 
silly stamp teeny truly western achieve anymore aware beneath built 
silver stand teeth trunk whatever achievement anyway awful benefit bull 
similar star telephone trying wheel acre anywhere backward bent bullet 
simple stare tent tum while actual apart bacon berry bundle 
simply start term turtle whisper actually ape badly bet bunk 
since station therefore twelve whistle address appeal balance beyond burst 
sixteen stayed third twenty , whoever admire appear balcony bicycle bury 
skate stick thirty twice wide admit appearance banana billion business 
skipped stone thou twin wife adopt application band bingo bust 
sky stood thousands types wild adult applied bare bionic butterfly 
sled straight threw ugly win advance apron barnyard birth buzz 
slid strange through understand wing advantage area barrel bite bye 
slide stream throughout unhappy winner adventure argue baseball blanket cabin 
slow strength throw union winter advice arithmetic basement bless calm 
small stress thumb unit wise affair ark basis blink camel 
smell stretch thus units witch affect army bath blizzard camera 
smile string ticket until without against arrange bathroom bloom camp 
smoke strong tie unto woke age arrangement bathtub blossom campaign 
snake student tiger upper wolf agency arrive batter body camper 
snow subjects tiny use woman agent article battery boil candle 
snowman success tip useful wonder agree artist battle bond cane 
soap successful tire uses wonderful agreement aside bay bonnet capacity 
social such tired using wood ah asleep beach boom cape 
soft sudden toad usually workers aim aspect bead bore capital 
soil suggest today vacation world alarm assign beam born captain 
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capture chosen compound credit description donkey emperor extend foam gentle 
career chuck concept creep desert doorbell employ extent fog gentlman 
carriage chuckle concerned crept deserved doorway employee extra fold gentlemen 
carrot church conclusion crew design double enable extreme folk gently 
case cider condition crime desire doubt encourage facility follows gift 
cast circle conduct crisp desk dough ending fact foolish giggle 
catcher citizen cone crock despite dove enemy factory football gingerbread 
cattle civil conference crop destroy downstairs energy failure force giraffe 
cause clap conflict crowd detective downtown engage faint forced glance 
cave click congress crown determined d<>7.en enjoy fairly forever glow 
ceiling cliff connect cruel development drag enormous familiar forget gobble 
cent climate connection culture device draw enter famous fork golden 
center clop consist curious devil drawn entrance fan form governor 
cereal closet constant curl devote drew equally fancy former grab 
certain cloth contact current diamond drift error fault formula gradually 
chain cloud content curse dice drill escape favor fort grain 
challenge clover contest curtain dictionary drip essential favorite fortunately grand 
chamber club continue curve die dromedary established fearful fortune granny 
change coach continued customer difference drove estimate feast forward grant 
changes coal contract cute differences drown eve fed fought grateful 
channel coaster contrary czar difficult drug evening federal fountain grave 
chapter coffee contribute dairy difficulty drum events fellow fourteen greatly 
character coin convince dam dim drunk eventually female free greedy 
charge collect cookie danger dime duckling everyone fetch frequently greet 
charm collection cool dare dine due everything fifth fresh grin 
chart colt copper dash dip dug evil fifty fright groan 
check column coral daughter direct dumb exact fig frost grocery 
checker comb corporation daydream direction during examine figure frown group 
cheek combination corps dead directly dust example file fry growl 
cheer combine cost deal director duty excellent final fully guard 
cheese comfort costs decide disappear eager except financial function guest 
chemical comfortable costume decided disappoint eagle exchange firemen fund guide 
chest command cottage decision discover east exclaim fiscal fur gull 
chew commercial counter declare discovery eaten excuse fisherman furniture gum 
chick commission courage defense discuss economy exercise flag further guy 
chief common course define discussion edge existence flame gain gym 
child communist court degree disease effective expand flap garbage ha 
chimney community cousin delicious display effects expect flash gas habit 
chin companion crab delight distance either expense flesh gasp half 
chip company crack deliver distant elect experience flight gather halfway 
chipmunk compare crash democratic distinguish election experiment flip gay hammer 
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