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0^\ Survival Math sounds like a cutesy arcade-style
V . game where one shoots down invading aliens by

answering math problems. Wrong again, Pythagoras-
breath. This is the most practical, realistic and func
tional educational software package for the devel
opment of mathematical skills I have seen. There are
no fancy graphics. The straight-forward text format
is all that is necessary for this set of programs,
designed for students in grades 7-12. Any student
who successfully manages these four simulations will
be well prepared for the outside world.

Travel Agent Contest.
Given a limit for expenses, a seven-day and

six-night trip to Lake Geneva is to be arranged. One
must try to come as close to this limit as possible
without exceeding it. Expenses for travel, food, lodg
ing and entertainment must be taken into account.
As each expense category is selected, several options
are given. One may decide to travel by plane, bus or
train. It is more expensive to travel by plane, but
money can be saved on meals during travel if it is
selected. One-way fares are provided and, after mak
ing a choice, the cost of the round trip must be
calculated. If the figure entered is incorrect, it is
noted to be either too high or too low, and the total

rcost is again requested. When the exact cost isentered, the next expense category is planned.
In each category, a number of options is available.

Just like in the real world, one may go "first class"
and stay in a posh hotel, but then may have to eat at
the supermarket. If there is enough money, special
events may be attended with or without a friend.
Now, who wants to go to a ball game alone?

It should take about five to ten minutes to prepare
a plan. The basic math skills required include work
ing with money/decimals and estimation. Besides
the computational skills, this program provides stu
dents with practice in planning a course of action
within a budget. Each time the program is run, the
maximum expense allowed is different, as are the
costs of the various options within each expense
category.

Smart Shopper Marathon.
Remember the supermarket contests where a

woman with a shopping cart was given ten minutes to
fill it with free groceries? This program recreates that
scenario with a few exceptions. There are five aisles
in this supermarket, each with twenty-five displays.
At the beginning of each aisle, a set of instructions is
given, The correct choice must be made at each

ĵp*k display based on these instructions. Unlike the other
\ three programs in this series, this one has a time

w'limit. One is given sixty clock ticks for each aisle. If
an incorrect response is made, ten ticks are deducted.
One point is scored for each correct answer, and a
5-point bonus is awarded for completing all 25
questions.

ftISLE »5
At each display in this ais le, takethe i ten that has the lower totalprice. Bi^P;---'-:-:- .- -:^ '^ -:'v%:.'/:?:^\v-i
You way 'see::;• ^i-- . ."■ •:^^~:;■;:-:
-l> 4 at $.24 each - bubble gtmcto ta l p r i ce : .96)2> 2 at $.4? each - bubble 9jmcto ta l p r i ce : .94)

I you should choose the 2 at $.4? online z. you i%ay stay in this aislefor 60 clock t icks.

Press the B-kev to begin.

Smart Shopper Marathon.

A different math skill is required in each aisle. For
example, one may be required to pick the item with
the lower unit price. Two items are described: 1) Pay
$0.60 for two bars of soap; 2) Pay $1.10 for three
bars of soap. The tf 1 key would be pressed here, and
the next display would be described. In this example,
skill in estimation of division of a decimal by a whole
number is required. Estimation of the product of
two whole numbers is used when determining the
greater total weight of two items in another aisle.
Calculating the bigger dollar savings of two items,
selecting the item with the larger percent savings, and
deciding which items have the lower total price are
the objectives in the other three aisles. The order of
the aisles changes with each new run. The item prices
also vary, but they are always in a realistic price
range.

Careful estimates — not exact computations —
are stressed in "Marathon." Both speed and accu
racy are important since, if every item price is calcu
lated, the student will not have as many opportunities
to score points. Comparison shopping is frequently
encouraged; the number of individuals who lack
experience in this skill is amazing.

Hot Dog Stand.
This program is so realistic that a friend of ours

wanted everybody responsible for the local Little
League concession stand to practice it before next
season. The student begins with $200 and must pur
chase hot dogs, buns, chips, soda and courtesy kits
(napkins, ketchup, etc.) for their stand for an 8-game
football season. Before each game, the prices of the
items are set. The object is to earn $2,500 by the end
of the season.

(continued on next page)



In order to make this simulation more realistic, a
number of variables exist. The stands can only hold
one thousand fans. Obviously, the crowd size has a
direct bearing on sales. The weather affects crowd
size and consumption (more soda will be sold on a
sunny day). A weather forecast is given; however, the
actual weather at game time may vary. Other factors
which may alter the crowd size include the type of
game (homecomings attract the biggest crowds),
time of day, and day of the week (Saturday crowds
are larger). Hot dogs cannot be sold without buns, so
the purchase of these two items should always
match. If there is an inadequate supply of courtesy
kits, the sale of hot dogs decreases. Chips, soda and
kits do not spoil, but any hot dogs and buns not sold
each week are lost. There is also a choice in the
quality; inexpensive, low quality hot dogs do not sell
as well.

;Your stand; sold:J^Mf-+Bi§^M^

68 hot^dogs at $liO0 SSfe^:;
24 cans of soda at" $0.50^
20 bags Of Chip^atSO^SO

68.00
fl2 .08
L̂O.OO

required to finish the project. After each task is
described, the total amount and cost of the materials
must be calculated.

The tasks faced in this project are very realistic.
The dimensions of the playroom are given. One
must calculate the necessary number of vertical sup
ports, 4-by-8 wall panels, bricks to cover one wall
(dimensions given for each brick), and gallons of
paint to give the room two coats. The number of feet
of shelf stock required to build bookshelves on one
wall must be computed. Finally, the floor is to be
covered with 9-inch tiles.

This is the most difficult of the four programs, and
a calculator might come in handy. Along with the
obvious math skills required, "Foreman's Assistant"
provides practice with conversion of measurments.
It is suggested that students complete their estimates
using their own methods and that established formu
lae not be provided. Most students apparently use a
variety of techniques without generation of a formula.

In summary, the four simulations in Survival
Math are truly educational. The fundamental math
skills we expect our children to learn can all be found
in this package. Challenging and realistic, I highly
recommend Survival Math.

$90 .00

g:: Bank balance was $4•24
New bank balance is $94.24

>*IH,

Press return to continue.

Hot Dog Stand.

Pricing is very important. Not too many people
will buy $2.50 hot dogs, and a shirtless concession
aire is the result of $0.10 bargain-priced dogs. Unit
pricing varies, and it is probably wise to stock up on
certain non-perishable items early in the year.

Each time the program runs, the football schedule
and other variables differ. After each game, the sales
figures for each item, the total sales, and the new
bank balance are shown. This simulation provides
students with practice in unit pricing, price setting,
inventory assessment and dealing with the concepts
of profit and loss. Sounds like important stuff to me.

Foreman's Assistant.
In order to build a playroom, six different jobs

must be completed. The object of this program is to
successfully estimate the amount of materials required
for each. There is a $50 limit on unused materials.
Also, the entire job must be completed within thirty
days. If an unacceptable materials estimate is made
(too little material, for example), more days are
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SURVIVAL MATH

Introduct ion

SURVIVAL MATH, a set of four computer programs that simulate realistic
situations, is designed to motivate students in grades 7-12 to become actively
involved in developing their mathematical skil ls.

Each program — Travel Agent Contest, Smart Shopper Marathon, Hot Dog
Stand, and Foreman's Assistant — presents students with real-life problems
which they must solve by using their computation skills. Students must also
learn to estimate costs, plan budgets, and keep a record of their expenses.
Thus, the program helps students meet challenges encountered both in and out
of the classroom.

Travel Agent Contest and Smart Shopper Marathon are the least difficult
of the four programs. In Travel Agent Contest students work within a given
budget to plan a trip to a resort. In Smart Shopper Marathon students are
timed as they use various estimation skills to select the best purchases in a
supermarket.

Both Hot Dog Stand and Foreman's Assistant make good team projects. Hot
Dog Stand requires planning and record keeping to make as much money as
possible while managing a hot dog stand at a football stadium. The random
situations introduced make the simulation unique each time it is used. In
Foreman's Assistant, the most difficult program, students must be able to
convert units of measure, work with area and perimeter, and buy materials to
construct a room using the information provided. Accuracy in calculation is
essen t ia l .

The program utilizes the computer's ability to randomly generate problems
and events. Thus the same student, or a group of students, can use the same
program over and over again. In addition, competition with oneself, teamwork,
and competition with others, are incorporated into each program.

SURVIVAL MATH provides a practical approach to mathematical computing.
Students who successfully complete the four simulations will be well prepared
for the outside world.

This guide includes a complete description of each program as well as
activity worksheets to accompany the programs.

- 1 -
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SURVIVAL MATH

Mathematical Skills Needed

Whole Numbers
Adding two- and three-digit numbers with
regrouping

Multiplying a one-digit number by a
two-digit number

Dividing one- through four-digit numbers
by one- and two-digit numbers

Whole Numbers — Estimation
Estimating the product of a one-digit
number times a one- or two-digit number

Estimating the combined sum of several
ca lcu la t ions

Decimals
Adding dollars and cents to dollars and cents

Subtracting dollars and cents from dollars and
cents

Multiplying dollars and cents by a whole number

Decimals — Estimation
Estimating the difference between two decimals

Estimating the product of two decimals

Estimating the quotient of two decimals

Percent — Estimation
Estimating a fraction as a percent

Measurement/Areas/Unit
Applying the perimeter and area formulas for
a rectangle

Converting square inches to square feet

Converting dozens to units, cases to units

- 2 -



T R A V E L A G E N T C O N T E S T

Overv iew/Ob jec t i ves

>̂m>̂

LODGING

Next you Must find lodging for 6
nights at the sane location. Yourchoices are:

1. The HidtoNn Motor Inn has a no-fr i l ls special for $51 per night.
2. A standard roon at the DoMntoxn

Hotel costs $72 per night,
including breakfast.

3. A deluxe rooH at the Lake Geneva
Inn Mill cost $97 per night*
including breakfast and a lightlunch.

The total cost of option 1 is? _

S k i l l s :

Students Work With:

Grade Level:

Reading Level:

Time Required:

Objectives:

Add i t ion , sub t rac t ion , mu l t ip l i ca t ion
Money/decimals
Estimation

Travel fares
Motel rates
Meal prices
Ticket prices
Budget

7-12

7th grade (Fry)

5-10 minutes for one plan

1. To provide students with practice in planning
a course of action within a budget.

2. To provide students with practice in adding
and subtracting decimal numbers.

3. To provide students with practice in mult iplying
whole numbers by decimals.

4. To develop students' ski l ls in est imat ing.

- 3 -
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TRAVEL AGENT CONTEST

Program Description

Students enter a "contest11 for travel agents by planning a seven-day and
six-night trip to a resort called Lake Geneva. The contest is judged on the
basis of who comes closest to the expense limit for the trip without going
over tha t l im i t .

When planning the trip, students must consider expenses for travel,
lodging, food, and entertainment. As each expense category is selected,
several options are given. For example, travel can be by plane, bus, or
train. After selecting one of these options, students must calculate and
enter the exact cost of that option from the given information.

When students enter a cost, the entry is identified as too high, too low,
or correct. If the entry is not correct, the same cost is requested again.
If it is correct, students are presented with the total amount they have spent
at this point in the program, and they can enter the next expense category by
pressing the P key.

Students have the option of starting over on the same trip. They can do
so by pressing the S key. Students should use this option whenever they
discover that they have made incorrect decisions during their planning. The
values remain the same and students can make better decisions with the
advantage of knowing these values.

Students also have the option of entering the contest again (see Exiting
the Program, page 5). Each time the program is run, the maximum expense
allowed is different, as are the costs of the various options within each
category. Thus the program challenges students even after repeated use.

Playing Decisions

Students playing Travel Agent Contest are faced with the following
decisions as they work their way through the program:

TRANSPORTATION: Students choose to travel by bus, train, or airplane.
Some meals may be included in the transportation prices, which will help
students to save money later. Students must calculate the round-trip
fare based on the one-way figures provided.

MEALS WHILE TRAVELING: Meals are included in the costs of air and train
travel, but students who travel by bus must purchase six meals from a
limited menu. Here too, they are given several options. Students must
choose the type of meals desired and calculate the cost for the number
of days involved.

LODGING: Three different lodging options are provided. Some include
meals. Students choose an option and calculate the total bill for the
number of nights involved.

- 4 -



r

TRAVEL AGENT CONTEST

MEALS AT DESTINATION: Students choose the type of restaurant (from
inexpensive to expensive), the type of meal (breakfast, lunch, or
dinner), and the number of meals. They continue in the meal option
until all meals are accounted for.

SPECIAL EVENTS: Three events are listed for evening entertainment in
the resort destination, Lake Geneva. Prices differ for al l three, and
the cost of tickets differs within each option. Students also have the
option of buying extra tickets for a friend. They continue in the
Special Events Option until all six evenings are accounted for.

Exiting the Program

Students may exit the program at any time by doing the following:

ACORN, APPLE, ATARI, and COMMODORE: Hold down the CONTROL (CTRL)
key and press the E key. The choice of starting Travel
Agent Contest again or returning to the Main Menu will
then be available.

TRS-80: When using a diskette, press the RESET button. This will
start the disk over at the beginning. When using a
cassette, press the BREAK key and type "RUN."

Classroom Use

This simulation is the easiest of the SURVIVAL MATH programs. Advise
students that the "start over" option, described on page 4, does not change
any values involved in decisions. One very good way for students to plan is
to make all decisions on a "dry run," thereby seeing all of the values, then
starting over with the advantage of knowing these values. Students who
re-enter the program after returning to the Main Menu will be presented with a
di fferent set of values.

This program can be used by individuals or by small cooperative groups of
two or three. If groups are formed, be sure all students become involved in
completing the calculations.

Since the game aspect of the program allows students to compete for
scores, more than one student might want to run the program in succession.

While working through the program, students will need to use a pencil and
paper. Two Travel Agent Worksheets have been included in this guide to help
students plan and record their expenses. Students and teachers can also
choose to design their own worksheets.

- 5 -



TRAVEL AGENT CONTEST

The reproducible Travel Agent Worksheets, (pages 7 and 8) can be put to
excellent use in recording results and analyzing decisions.

1. On their Travel Agent Worksheet A, students should record their
daily expenses for their trip to Lake Geneva. This worksheet is
included to help students who feel more comfortable working on one
type of expense at a time for all 7 days. It can be used as an
optional worksheet for those students who need it.

2. On their Travel Agent Worksheet B, students should transfer the
figures recorded on their Worksheet A, and analyze the result of
their decisions. This worksheet is set up to be used directly with
the flow of the program as the questions are presented.

r

-6-



TRAVEL AGENT WORKSHEET A

TRANSPORTATION

Day 1 Day 2

$ $

LODGING

Day 1

$

Day 3 Day 4 Day 5 Day 6 Day 7

$ $ $ $ $

TOTAL COST OF TRANSPORTATION:

Day 2 Day 3 Day 4 Day 5 Day 6

$ $ $ $ $

TOTAL COST OF LODGING:

Day 1 Day 2 Day 3 Day 4 Day 5 Day 6 Day 7

(B) $ $ $ $ $ $ $ Total : $

(L) $ $ $ $ $ $ $ Tota l : $

(D) $ $ $ $ $ $ $ Total : $

TOTAL COST OF MEALS: $

SPECIAL EVENTS

Day 1 Day 2

$ $

Day 3 Day 4 Day 5 Day 6

$ $ $ $

TOTAL COST OF SPECIAL EVENTS:

GRAND TOTAL:

SUNBLRST
COMMUNICATIONS



TRAVEL AGENT WORKSHEET B

My expense limit is $_

My expenditures are:

TRANSPORTATION (round trip)
Type: Cost: $

MEALS WHILE TRAVELING
Number: Cost: $

LODGING
Type: Cost: $

MEALS
Number of
B r e a k f a s t
$

me a I s t o p l a n f o r :

TOTAL COST: $

L u n c h D i n n e r
$ $

$ $ $

$ $ $

$ $ $

$ $ $

$ $ $

SPECIAL EVENTS
Number

Event :

Even t :

Event :

Event :

Event :

Event :

o f nicfh ts :

TOTAL COST: $

Number of t ickets

Number of t ickets

Cost: $

Cost: $

Number of t ickets

Number of t ickets

Number of t ickets

Number of t ickets

Cost: $

Cost : $

Cost: $

Cost : $

TOTAL COST: $_

GRAND TOTAL: $

SUNBLRSTCOMMUNICATIONS
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S M A R T S H O P P E R M A R A T H O N

Overv iew/Ob jec t i ves

SCORE: 52 THE LEFT: 49

SALE REGULAR
1) $12 .00 $24.30

for a footbal l
2) $10 ,00 $20.39

for a soccer ball

Hhich line has the
savings?

bigger dol lar

S k i l l s :

Students Work With:

Grade Level:

Reading Level:

Time Required:

Objectives:

( f * * ^

Add i t i on , sub t rac t ion , mu l t i p l i ca t ion , d i v i s ion
Money/decimals
Percentages
Measurement
Estimation

Uni t pr ic ing
Weight
Discounts

7-12

5th grade (Fry)

7-10 minutes for a single session

1. To provide students with a real ist ic sett ing
in which to practice mathematics skills.

2 . To dr i l l s tudents on est imat ion sk i l ls
invo lv ing- division of a decimal by a whole number;

- mul t ip l icat ion of two s ingle-dig i t whole
numbers;- subtraction of decimals to two places;

- division of two decimals;
- multiplication of a whole number times a

decimal.

- 9 -
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SMART SHOPPER MARATHON

Program Descr ip t ion

Students are contestants in the Smar t Shopper Marathon. There are five
aisles in the supermarket, and students must make the best purchases according
t o i n s t r u c t i o n s g i v e n a t t h e b e g i n n i n g o f e a c h a i s l e . T h e fi n a l s c o r e
reflects both accuracy and speed.

Each a is le con ta ins twen ty -five d isp lays and requ i res s tuden ts to use a
d i f f e r e n t s k i l l f o r d e c i d i n g o n t h e b e s t p u r c h a s e s . A t e a c h d i s p l a y,
s tuden ts mus t use the sk i l l r equ i red by tha t a i s le to de te rm ine the co r rec t
answer.

Each t ime th i s p rog ram i s used , t he o rde r o f t he a i s l es i s d i f f e ren t .
S i m i l a r l y, t h e p r i c e s o f t h e i t e m s i n e a c h a i s l e a r e a l s o d i f f e r e n t . B u t e a c h
i t e m i s a l w a y s r e a l i s t i c a l l y p r i c e d .

S tuden ts a re g i ven s i x t y c l ock t i c ks (no t necessa r i l y seconds ) t o
comple te each a is le . One po in t i s scored fo r each cor rec t answer, and there
i s a t e n - t i c k p e n a l t y f o r e a c h i n c o r r e c t a n s w e r. A fi v e - p o i n t b o n u s i s g i v e n
fo r reach ing the end o f an a i s l e . Th i s i s done by answer ing twen ty -five
q u e s t i o n s b e f o r e a l l s i x t y t i c k s h a v e e l a p s e d . T h e r e i s n o p e n a l t y f o r n o t
comp le t i ng an a i s le .

S k i l l s b y A i s l e

AISLE 1 — lower uni t pr ice
Sk i l l : es t ima t i on o f d i v i s i on o f a dec ima l by a who le number.
Example:

1) Pay $ .60 for 2 bars of soap
2) Pay $1.10 for 3 bars of soap

Which l ine has a lower uni t pr ice?

Since $.60/2 = $.30 for a bar of soap, and
s ince $1.10/3 =$.37 for a bar o f soap, s tudents should
choose the l ine #1.

AISLE 2 — greater to ta l we igh t
Sk i l l : es t ima t i on o f t he p roduc t o f two who le numbers .
Example:

1 ) F i v e 6 o z . j a r s o f j e l l y
2) Three 7 oz. cans of tuna

Which l ine shows the greater to ta l we ight?

Since 5 jars o f je l ly x 6 oz. = 30 oz. , and
since 3 cans of tuna x 7 oz. = 21 oz., students should
choose the l ine #1.

- 1 0 -



r SMART SHOPPER MARATHON

AISLE 3 — bigger dol lar savings
S k i l l : e s t i m a t i o n o f d i f f e r e n c e o f t w o d e c i m a l n u m b e r s .
Example:

S a l e R e g u l a r
1 ) 3 . 1 5 3 . 8 0 f o r a g a r d e n h o s e
2 ) 2 . 9 5 3 . 5 0 f o r a fi r e a l a r m

Which l ine has the b igger do l la r sav ings?

Since $3.80 - $3.15 = $.65 saving for a garden hose, and
s ince $3 .50 - $2 .95 = $ .55 sav ing fo r a fi re a la rm, s tudents
should choose the l ine #1.

AISLE 4 — larger percent savings
S k i l l : e s t i m a t i o n o f a d i f f e r e n c e o f t w o d e c i m a l s a n d t h e n

d i v i s i o n o f t h e d e c i m a l s .
Example:

R e g u l a r S a l e
1 ) $ 6 . 0 9 $ 4 . 0 0 f o r f o o t b a l l s
2 ) $ 1 2 . 3 0 $ 8 . 0 0 f o r s o c c e r b a l l s

/ " ^ W h i c h l i n e h a s t h e l a r g e s t p e r c e n t s a v i n g s ?

Since ($6.09 - $4.00)/$6.09 = 34% savings and
since ($12.30 -$8.00) /$12.30 = 35% savings, s tudents
should choose the l ine #2.

AISLE 5 — lower to ta l p r ice
Sk i l l : es t imat ion o f the product o f a who le number and a dec imal .
Example:

1 ) S i x f o r $ 3 . 0 3 [ b o t t l e s o f m u l t i - v i t a m i n s ]
2 ) Two fo r $7 .00 [bo t t les o f v i tamin E ]

Wh ich l i ne has the lower to ta l p r i ce?

Since 6 bott les x $3.03 = $18.18, and
s ince 2 bot t les x $7.00 = $14.00, s tudents should
choose the l ine #2.

Ex i t ing the Program

Students may exi t the program at any t ime by doing the fo l lowing:

ACORN, APPLE, ATARI, and COMMODORE: Hold down the CONTROL (CTRL) key
and press the E key. The choice of s tar t ing Smart Shopper
Marathon again or returning to the Main Menu wi l l then be
a v a i l a b l e .

TRS-80: When us ing a d isket te , press the RESET but ton. Th is wi l l
s tar t the program over a t the beg inn ing. When us ing a
cassette, press the BREAK key and type "RUN."

- 11 -
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SMART SHOPPER MARATHON

Classroom Use

A perfect score of 150 (twenty-five points plus a five point bonus in
each aisle) is very difficult to achieve. Encourage students to work at
improving their own scores rather than judging their success by reaching 150.

Also encourage students to carefully estimate, rather than calculate,
exact values. Those who compute exact answers will achieve very low scores.
Finding exact answers will take too long, while incorrect guesses will result
in t ime penalties.

Some aisles require more skills than others. For example, AISLE 2, which
requires estimation of the product of two whole numbers, is easier than AISLE
4, which requires students to calculate percent. However, the program can be
used by all students, even if they do not possess all of the necessary skills.
If, for example, they are in Aisle 4 but cannot yet calculate percent, they
can guess rather than not use the simulation.

If possible, encourage students to use this program individually. Speed
plays an important role in the program and conflicts that may arise during
group use would slow down the game.

Use Smart Shopper Marathon to measure the success of classroom work on
the skills it covers. You can do this by calculating the sum of all students'
program scores both before and after such work.

-12-
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H O T D O G S T A N D

Overv iew/Ob jec t i ves

Today's gaxe is over. Your stand sold:

3 4 5 h o t d o g s a t $ . 9 5 ^ ^
for a total of $ 327.75

658 cans of soda at $m .65^for a total of $ 427.70
510 bags of chips at $ .65for a total of $ 331.50

Total sales Mere $ 1086.95
Bank balance Has $ 1868.80

Nen bank balance is $ 2955.75

Press RETURN to continue.

S k i l l s :

Students Work With:

Grade Level:

Reading Level

Time Required:

O b j e c t i v e s :

n

A d d i t i o n , s u b t r a c t i o n , m u l t i p l i c a t i o n , d i v i s i o n
Money
E s t i m a t i o n
P lann ing

U n i t p r i c i n g
S e t t i n g s a l e s p r i c e s
P r o fi t a n d l o s s
I n v e n t o r y

7-12

5th grade (Fry)

10-40 minutes for a s ing le sess ion

1 . To p r o v i d e s t u d e n t s w i t h p r a c t i c e i n p l a n n i n g
expenses.

2 . To p r o v i d e s t u d e n t s w i t h p r a c t i c e i n d e a l i n g
wi th a s i tuat ion in which random events
influence the outcome.

3 . To p r o v i d e s t u d e n t s w i t h p r a c t i c e i n
- add ing and subt rac t ing dec imals ;
- mul t ip ly ing decimals by whole numbers.
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HOT DOG STAND

Program Description

Students operate a hot dog stand at eight football games. Before each
game, students can elect to purchase hot dogs, buns, soda, chips, and courtesy
ki ts (napkins, mustard, re l ish, carry ing boxes, etc.) Three di fferent
qualities or unit prices are always available. On the day of the game,
students must set the sales price of hot dogs, sodas, and chips, and then
receive sales figures.

Students begin this simulation with $200.
have $2,500 by the end of the football season,

The suggested objective is to

At the beginning of the program, students are shown the seasonal football
schedule for the eight games, including dates, times, and special
circumstances such as homecoming or preseason events. Students then begin to
work their way through the series of games. Before the start of each game,
they are given a summary consisting of the weather forecast, the money on
hand, and the current product inventory.

Gane 3 InforHation
Saturday at Is 00 PM

Heather Forecasts
l i g h t r a i n

$778.56 is your bank balance.
Your stand contains:

0
0

167
85

hot dogs
hot dog buns-
cans of soda

__ bags of chips330 courtesy ki ts
Press RETURN to continue.

When the game day arrives, the weather may be different than the
forecast. At this point, students set prices for hot dogs, sodas, and chips,
based upon the inventory and the new weather information. (On the Apple and
Acorn, students are given the unit cost of each item, which should help themr^- with the pricing of these items.) The cost of buns and courtesy kits are
included in the price of the hot dogs. Students are then shown the quantity
of products consumed, the total income generated, and a new bank balance.
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HOT DOG STAND

Several variables have been used to make this a realistic simulation.
Students need to consider all of the following when making their decisions:

1. The stands can hold no more than 1000 fans.

2. Hot dogs cannot be sold without buns, or vice versa, so the
purchase of these two items should always match.

3. Customers expect courtesy kits when they purchase hot dogs. If
courtesy kits are not available, the sale of hot dogs will be
greatly reduced.

4. Hot dogs and buns not sold each week are lost. Chips, soda, and
courtesy kits can be saved and used at subsequent games.

5. Unit pricing varies with each game, so it is wise to stock up
on certain non-perishable items early in the year.

6. Any items unsold after the last game are lost.

7. The size of the crowd has a direct effect on sales.
Crowd size is affected by the following:

* weather — Poor weather wil l keep crowd size down.
* type of game — Preseason (smaller crowd) to

homecoming (larger crowd)* time of day — Evening games have larger crowds.
* day of week — Saturday crowds are larger than

Friday crowds.

8. Pricing has a direct effect on sales. Overpriced items sell poorly
while bargains sell very well, but underpricing can result in low
p r o fi t .

9. Quality has also an effect on sales: low-quality hot dogs do not
sell as well as high-quality ones.

10. Students should assume that all variables interact in a realistic
fashion. For example, given the same size crowd, more sodas can be
sold on a sunny day than on a rainy day.

This s imulat ion wi l l produce di fferent footbal l schedules, d i fferent uni t
pricing, and hence different results each time it is used. Success on one run
does not assure the same result on subsequent runs.
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HOT DOG STAND

Exiting the Program

Students may exit the program at any time by doing the following:

ACORN, APPLE, ATARI, and COMMODORE: Hold down the CONTROL (CTRL) key
and press the E key. The choice of starting Hot Dog Stand
again or returning to the Main Menu will then be available.

TRS-80: When using a diskette, press the RESET button. This will
start the program over at the beginning. When using a
cassette, press the BREAK key and type "RUN."

Classroom Use

This simulation is extremely effective when used by a group of two to six
students. In general, a small group will be more likely to examine the
many variables that can affect each decision than a large group or an
ind i v i dua l .

One classroom-proven approach to Hot Dog Stand is to let students
individually famil iarize themselves with the simulation, discuss various
strategies with the entire class, and then form small groups that compete over
a period of days, or weeks, for the highest end-of-season profits.
Certificates of achievement, displayed on the classroom bulletin board, can
then be awarded to the winners. Students may want to organize themselves
within each group electing a leader or chairperson, a secretary to take notes,
and a treasurer to keep track of expenses.

The suggested goal — an accumulation of $2,500 by the end of the
football season — is ambitious. Students should be encouraged to measure
their present performance against their degree cf success in the past.

Before moving on to the next football game, students should also be
encouraged to analyze the results of each day's sales: why did one or more
items sell especially well or especially poorly?

The reproducible Hot Dog Stand Worksheets (pages 17-20) , can be put to
excellent use in recording results and analyzing decisions.

1. Hot Dog Stand Worksheets A: students should be instructed to record
on their worksheets the information regarding each of the eight games as soon
as it appears on the screen with the football schedule. This information
includes dates, times, and special circumstances, and is given only once
during the program.

2. Hot Dog Stand Worksheet B: students should use this worksheet to
draw a financial report at the end of the season, and to analyze their
performance.
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Game 1: Type of Gar

Time:

HOT DOG STAND WORKSHEET A

ne: Day

Weather: Bank Balance:

To ta l
On Hand Purchased Cost

C o s t P r i c e
Pe r I t em Cha rged So ld Income

Hot Dogs

Buns

Soda

Chips
Courtesy
K i t s

Dozen

Dozen

Cases

Baas

K i t s

To tal Expenditii res Total Income

Game 2 : Type of Garne: Day:

Bank Balance:Time: Weather:

To ta l
On Hand Purchased Cost

C o s t P r i c e
Per I t em Charged So ld Income

Hot Dogs

Buns

Soda

Chips
Courtesy
K i t s

Dozen

Dozen

Cases

Bags

K i t s

Total IncomeTo tal Expenditii res

SUNBLRSTCOMMUNICATIONS
I ^985



HOT DOG STAND (page 2)

Game 3;

Hot Dogs

Buns

Soda

Chips
Courtesy
K i t s

Type of Game:
T i m e : W e a t h e r :

Day
Bank Balance:

On Hand Purchased
To ta l
Cost

Cost
Per Item

Price
Charged Sold Income

Dozen

Dozen : ^M&^M^i
Cases

Bags m-~..,!V. '.-,-'.. ."iK i t s
Total Expenditures Total Income

Game 4: Type of Game:
T i m e : W e a t h e r :

Day
Bank Balance:

Hot Dogs

Buns

Soda

Chips
Courtesy
K i t s

On Hand Purchased
To t a l
Cost

Cost
Per Item

Price
Charged Sold Income

1
Dozen |

Dozen

Cases

Bags

K i t s
Total Expenditures Total Income

Game 5: Type of Game:
T i m e : W e a t h e r :

Day
Bank Balance:

Hot Dogs

Buns

Soda

Chips
Courtesy
K i t s

On Hand Purchased
To ta l
Cost

Cost
Per Item

Price
Charged Sold Income

Dozen

Dozen

Cases

Bags

K i t s
Total Expenditures Total Income

SU^LRSTCOMMUNICATIONS
'985



HOT DOG STAND (page 3)

Game 6:

Hot Dogs

Buns

Soda

Chips
Courtesy
K i t s

Type of Game:
T i m e : W e a t h e r :

Day
Bank Balance:

T o t a l C o s t P r i c e
O n H a n d P u r c h a s e d C o s t P e r I t e m C h a r g e d S o l d I n c o m e

Dozen

Dozen

Cases

Bags

K i t s
Total Expenditures

Game 7: Type of Game:
T i m e : W e a t h e r :

£& 1%
T?trYifffrff

mm:
Total Income

Day
Bank Balance:

Hot Dogs

Buns

Soda

Chips
Courtesy
K i t s

On Hand Purchased
To ta l
Cost

Cost
Per Item

Price
Charged Sold Income

Dozen

Dozen

Cases

Bags

K i t s
■'■■£.■■ •*•/>"'.-..»•

Total Expenditures Total Income

Game &'- Type of Game:
T i m e : W e a t h e r :

Day
Bank Balance:

Hot Dogs

Buns

Soda

Chips
Courtesy
K i t s

On Hand Purchased
To t a l
Cost

Cost
Per Item

Pr ice
Charged Sold Income

Dozen

Dozen

Cases

Bags

K i t s
Total Expenditures Total Income

SUNBLRST
COMMUNICATIONS

«985



Game 1

Game 2

Game 3

Game 4

Game 5

Game 6

Game 7

Game 8

TOTAL

Opening

Closing

HOT DOG STAND WORKSHEET B

Date

Chairperson:

Company Name

OFFICERS

Secretary:

Treasurer:

EXPENSES

FINANCIAL REPORT

INCOME

TOTAL

Balance: $200.00

Balance: $

SUMMARY

TOTAL INCOME:

EXPENSES:

PROFIT:

SUSBLRST
COMMUNICATIONS
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F O R E M A N ' S A S S I S T A N T

Overv iew/Ob jec t i ves

r

Ex t ra Ha te r i a l : $ 0 .00
Working days left: 30

You Must build four Halls of a
playrooH. Along each Mall you Hustplace vertical supports no More than
16 inches apart. Corners Hill have
two supports. Room diMensions are 17
feet by 25 feet.
Hoh Many vertical supports are needed
for all four nails? 68

That 's r ight .

Press RETURN to continue.

S k i l l s :

r

Students Work With:

Grade Level:

Reading Level:

Time Required:

Object ives:

Add i t ion , sub t rac t ion , mu l t ip l i ca t ion , d iv i s ion
Money/decimals
Measurement
Estimation
Fract ions

Measurement conversion
Area
Construction techniques
Measurement of materials

7-12

6th grade (Fry)

10-20 minutes

To provide students with practice in
- converting inches to feet and feet

to inches;
- division of decimal numbers by whole

numbers;- multiplication of whole numbers and
decimals;- addition and subtraction of whole
numbers and decimals.

To provide students with practice in working
with schematic drawings.
To provide students with practice in applying
formulas for perimeters and areas.

-21-



XHPlK,

FOREMAN'S ASSISTANT

Program Description

Students play the role of a construction foreman's assistant. Their job
is to estimate the amount of material needed to finish six different tasks and
to calculate the cost of each. The job must be done within thirty working
days and without spending more than $50 for materials that will not be used.

The six tasks are those that might be faced when building a playroom.
Although students should estimate the amount of material needed, the formulas
used in the program are presented below:

L = length of long wall
S = length of short wall
[ ] = if the amount is an integer, take the next higher integer.
For example: [8 x 2 = 5.3, use that number, otherwise use 6 instead.

Given the dimensions (in feet) of a playroom, calculate the number
of vertical supports needed if the supports are to be no more than
sixteen inches apart and there are two supports in each corner.
The formula used here is: fL x 12 x 2\ + 4S x 12

1 6 J L 1 6 J
2. Calculate how many 4- by 8-foot wall panels are needed to

finish the walls of the same playroom.
The formula used here is: j~(L + S) 2"

L 4
3. Given the dimensions (in inches) of a single brick (2.75 x 8.25),

calculate the number of bricks needed to cover a short wall of the
same playroom.
The formula used here is: f8 x 12] x fS x 12"[8 x 12] x f"S xL 2.75 J L 8.:,25

4. Given the number of square feet covered by a gallon of paint,
calculate how much paint is needed to put two coats on three walls
and the ceiling of the room.
The formula used here is: f(S x L) + (8 x S) + (8 x L x 2) x 2

L 5 0 0
5. If one of the short playroom walls is to be covered with bookshelves

spaced 14 inches apart, and each shelf is one inch thick, calculate
how many feet of shelf stock are needed.
The formula used here is:

[(96 - 8)/(14 +1)] =5, therefore [5 x S/12]

6. Calculate how many 9-inch square tiles are needed to cover the
playroom floor.
The formula used here is: [(S x 12)/9] x [(L x 12)/9]

After each task is described, students must estimate the quantity of
material needed. Only estimates equal to, or greater than the materials
actually needed, are acceptable. Estimates of insufficient material must be
redone. Estimates that are too high are accepted, but the cost of the
material that cannot be used is charged against the $50 limit.
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FOREMAN'S ASSISTANT

After an estimate is accepted, students must calculate the exact price of
the materials. I f the calculat ion is incorrect, a " too high" or " too low"
response is given, and a new calculation must be entered.

All entries affect the number of working days. An acceptable materials
estimate consumes two days. An unacceptable materials estimate consumes four
days since this results in having employees with nothing to do. All cost
entries, right or wrong, consume one day.

Exiting the Program

Students may exit the program at any time by doing the following:

ACORN, APPLE, ATARI, and COMMODORE: Hold down the CONTROL (CTRL) key
and press the E key. The choice of starting Foreman's Assistant
again or returning to the Main Menu will then be available.

TRS-80: When using a diskette, press the RESET button. This will start
the program over at the beginning. When using a cassette, press
the BREAK key and type "RUN."

Classroom Use

This is the most difficult of the SURVIVAL MATH programs. Students
should have pencil and paper available. They can use their own calculator or
the buil t- in calculator available on the Apple.

It is important that students remember the exact dimensions of the room.
Without these dimensions, they cannot complete their tasks successfully. The
program will remind them at times of the dimensions of the room, but it is
a good habit for students to record them.

Although one can develop formulas for each of the material estimates,
this is not the intent of the simulation. The purpose of the program is to
have students estimate the amount of material needed, and to calculate the
cost of the materials. Students should complete their estimate using only
formulas that are self-generated. Most students will use a variety of
techniques without developing a formula.

This program should be used by groups of three or four students at a
time. Because the calculations must be done carefully, all members of the
group should do them and then compare answers prior to entering the results.
Students should be encouraged to determine why an answer is incorrect.

The reproducible Foreman's Assistant Worksheet (pages 27 and 28) can be
used as a guide for students who are having difficulty with calculations.
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FOREMAN'S ASSISTANT

Change Option — APPLE ONLY

The Change Option gives teachers the choice of letting students use a
built-in calculator with the Foreman's Assistant program.

The Change Option can be accessed from the Main Menu by holding down the
CONTROL (CTRL) key and pressing the T key. A Change Option menu is then
displayed on the screen:

r

CHANGE OPTION

The calculator in Forexan's Assistant
can be accessed by pressing the C key
Mhenever a question is asked.
It is currently turned on.
Do you nant to be able to use it(Y or N>?

To make the calculator available to the students, type in Y after the
question and press the RETURN key. This will bring the Main Menu back to the
screen. Students can then access the calculator during the Foreman's
Assistant program by pressing the C key whenever they need to make a
ca lcu la t ion .

To turn the calculator off, type in N after the question and press the
RETURN key. This will bring the Main Menu to the screen, and the calculator
will not be available to students during the program.
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FOREMAN'S ASSISTANT

Once a command has been entered in the Change Option, it is saved on the
disk for future runs, until the Change Option is accessed again and a new
command is entered.

^ m ^

CHANGE OPTION

The calculator in Forenan's Assistantcan be accessed by pressing the C key
whenever a question is asked.
I t is current ly turned off .
Do you want to be able to use it
<Y or N>? Yes

It is important to remember that the Change Option can be accessed only
from the Main Menu. It cannot be accessed while the program is running.

Built-in Calculator ~ APPLE ONLY

Once the calculator has been turned on with the Change Option, students
can access it by pressing the C key whenever a question is asked in the
Foreman's Assistant program.

n
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FOREMAN'S ASSISTANT

The calculator is a rectangular box which appears on the screen below the
t e x t .

r

Ext ra Mater ia l : $ 0 .00
Horking days left: 30

You wust build four walls of a
playrooH. Along each wall you wustplace vertical supports no wore than
16 inches apart. Corners will have^
two supports. Room diHensions are 15
feet by 25 feet.
How Many vertical supports are needed
for all four walls? _

<12+19>x2+4 = 66

Students can use this calculator to add, subtract, multiply, and divide
numbers between 0.00 and 9999.99. Numbers are accepted up to two places to
the right of the decimal point. The operations are accessed as follows:

1. Addition: press either the + or P key.
2. Substract ion: press the - key.
3 . Mu l t ip l i ca t ion : p ress e i ther the x o r
4 . D iv is ion : p ress the / key.

key.

After typing in the equation, press the RETURN key. The equation will
then be displayed with required parentheses, and the answer will be presented.
Parentheses will be placed after any multiplication or division preceded by
addit ions or subtract ions.

For example :

2 + 2 3 x 5 + 3 = ( 2 + 2 3 ) x 5 + 3
2 + 23 x 5 + 9 + 8 x 2 = ( (2+23) X 5 + 9 + 8 ) x 2

^ To erase a number or an equation, press either the or DELETE key
before pressing the RETURN key. To perform a new calculation after an answer
has been displayed, press the C key. This will clear the equation and the
answer, and will bring back the calculator on the screen.
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ACORN: WORKING WITH THE COMPUTER

TURNING ON THE COMPUTER:

1. Turn on the television or monitor.

2. If your disk drive has a power switch on the back then turn it on at this
t ime.

3. Turn on the ACORN computer. The switch is located in the rear. After a
few seconds the screen will display:

ACORN OS
ACORN DFS
BASIC
>

4. Insert the diskette into the disk drive with the oval shaped opening
entering first and the label to the r ight.

5. Close the disk drive door.

6. While holding down the SHIFT key, press and release the BREAK key.

7. SUNBURST will appear on the screen, followed by the opening screen of the
program.

8. Follow the directions given in the program.

9. If you wish to stop during the program, hold down the CONTROL (CTRL) key
and press E.

TURNING OFF THE COMPUTER:

1. Remove the diskette from the disk drive and return it to its place of
storage.

2. Turn off the computer.

3. Turn off the television or monitor.

4. Turn off the disk dr ive.
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APPLE: WORKING WITH THE COMPUTER

TURNING ON THE COMPUTER:

1. Turn on the te levis ion moni tor.

2. Insert the diskette into the disk drive with the label facing up and on
the r igh t .

3. Close the door to the disk drive.

4. Turn on the Apple. (The on-off switch is on the back left side of the
computer.)

5. You wil l see a red l ight on the disk drive turn on. If the disk drive
does not turn on in about ten seconds, turn the Apple off and make sure
your diskette is placed correctly in the disk drive.

6. SUNBURST will appear on the screen.

7. Follow directions given in the program.

8. If at any time during the program you want to stop and begin again, hold
the CONTROL (CTRL) key and press the E key.

TURNING OFF THE COMPUTER:

1. Remove the diskette from the disk drive and return it to its place of
storage.

2 . Turn o f f the App le .

3 . Turn o ff the te lev is ion or moni tor.
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ATARI: WORKING WITH THE COMPUTER

TURNING ON THE COMPUTER:

1. Turn on the television or monitor.

2. The disk drive must be turned on before the computer. Turn on the disk
drive using the switch on the front. Two lights will come on, the "PWR
ON" light and the disk "BUSY" light. After about ten seconds, the BUSY
light should go off.

3. Insert a diskette with the exposed oval "window" inserted first and the
label side up.

4. Close the door on the disk drive.

5. Turn on the computer. The power switch is located on the side of the
computer. The disk drive will turn on again.

6. A menu will appear with a list of available programs. Make a selection
by moving the box with arrow keys and pressing the RETURN key.

7. Fol low the instruct ions in the program.

8. If at any time during the program you want to stop and begin again, hold
the CONTROL (CTRL) key and press the E key.

TURNING OFF THE COMPUTER:

1. Remove the diskette.

2. Turn off the d isk dr ive, the te lev is ion, and the Atar i .
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COMMODORE 64: WORKING WITH THE COMPUTER

TURNING ON THE COMPUTER:

1. Turn on the television or monitor.

2. The disk drive must be turned on before the computer. Turn on the disk
drive (the switch is located at the back right side of the drive).

3. Open the door of the drive by pressing in on the door. Insert the
diskette with the exposed oval window inserted first and the label up.

4. Close the door on the disk drive.

5. Turn on the computer. You will see the words—

•••••COMMODORE 64 BASIC V2*****
64K RAM SYSTEM 38911 BASIC BYTES FREE
READY.

6. Type LOAD "0:*",8 and press the Return Key. The red light on the disk
drive will come on. The computer will print—

( * ^ " S e a r c h i n g f o r 0 "LOADING
READY.

7. Type RUN and press the RETURN key.

8. If any time during the program you want to stop, hold the CONTROL (CTRL)
key and press the E key.

TURNING OFF THE COMPUTER:

1. Remove the diskette.

2. Turn off the disk drive, computer and television.

^ a m ^
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TRS-80: WORKING WITH THE COMPUTER (Diskette)

TURNING ON THE COMPUTER:

1. Insert the diskette into the disk drive with the lab^l facing up and on
the r igh t .

2. Close the door to the drive.

3. Turn on the computer.

4. You wi l l see a red l ight on the disk dr ive l ight up. I f the disk dr ive
does not turn off in about 25 seconds, turn off the TRS-80 and make sure
the diskette is placed correctly in the disk drive.

5. SUNBURST will appear on the screen, followed by a menu of programs.

6. Select the program you want from the menu.

7. If, at any time during the program, you want to stop and begin again,
press the RESET button. The program will load and run from the
beginning.

TURNING OFF THE COMPUTER:

1. Remove the diskette from the disk drive and return it to its place of
storage.

2. Turn off the TRS-80.
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TRS-80: WORKING WITH THE COMPUTER (Cassette)

TURNING ON THE COMPUTER:

1. Turn on the video if it is separate from the computer.

2. Turn on the computer. If your TRS-80 has a disk drive, hold the BREAK
key down while you turn on the computer. If you have a Model III or
Model 4 TRS-80, type L and press ENTER when the computer asks "CASS?".

3. Choose the tape you wish to use.

4. Insert the tape in the tape recorder (the label of the program you want
should be facing up).

5. Make sure the tape is rewound.

6. Press the PLAY button on the tape recorder.

7. Type CLOAD and press the ENTER key. (This starts the tape recorder.)

8. Two stars (**) will appear and blink on the top line of the screen. This
indicates the program is loading.

If you don't see two stars (one star should be blinking) in the upper
right-hand corner in about 30 seconds—

- reset the computer (see How to Reset the Computer);
- check the volume control (it should be set between 6 and 8);
- make sure all the plugs are in place, and
- try again, starting at Step 4.

9. When READY appears on the screen, press REWIND. Return the tape to its
box. The program is now loaded into the computer's memory.

10. Type RUN and press ENTER.

11. Follow instructions that appear on the screen.

RESETTING THE COMPUTER (to stop the program and begin again):

When you press the RESET button, it resets the computer without erasing
the memory. With the Model I (separate keyboard and monitor) , the RESET
button is located at the left rear of the keyboard (inside of a small door).

The Model III and Model 4 are reset by the BREAK key (on the keyboard) .
When you reset the computer, the word READY will appear on the screen. You
are now back in control and can run the program again. Type RUN and press

(**\ ENTER, or load a new program from tape.
TURNING OFF THE COMPUTER:

1. Turn off the video display if it is separate from the computer.

2. Turn off the computer.
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"WHAT HAPPENS IF...?" SUNBURST COURSEWARE AND WARRANTY

1. What happens if a program will not load or run?

Call us on our toll-free number and we will send you a new
tape or diskette.

2. What if I find an error in the program?

We have thoroughly tested the programs that SUNBURST carries
so we hope this does not happen. But if you find an error,
please note what you did before the error occurred. Also,
if a message appears on the screen, please write the message
down. Then fill out the evaluation form and call us with the .
information. We will correct the error and send you a new
d i ske t t e .

3. What happens if the courseware is accidentally destroyed?

SUNBURST has a lifetime guarantee on its courseware. Send us
the product that was damaged and we will send you a new one.

4. How do I stop the program in the middle to go on to something new?

A program can be ended at any time by doing the following:

ACORN, APPLE, ATARI, and COMMODORE: Hold down the CONTROL (CTRL)
key while pressing the E key.

TRS-80: When using a diskette, press the RESET button. When using a
cassette, press the BREAK key and type "RUN."

5. Can I copy this diskette?

The material on the diskette is copyrighted. You should not copy
the courseware.

6. Can I remove the diskette from the disk drive while using the program?

Depending on your machine, some of the programs need to access the
diskette as they are running and therefore must have the diskette
lef t in the disk dr ive.
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Congratulations on your purchase of quality SUNBURST courseware! To register ownership and protect
your lifetime warranty, please complete and return this card. The SUNBURST warranty—unlike any
other—guarantees replacement of any program component that becomes lost or damaged during normal
use. This warranty applies as long as the program is offered for sale.

USER NAME PRODUCT NAME COMPUTER SYSTEM

PRODUCT NO. DATE PURCHASED

SCHOOLOR BUSINESS NAME

GRADE LEVEL OF SCHOOL

I learned about SUNBURST products through:
□ a SUNBURST catalog
D another catalog
□ sales person
□ a computer store
□ computer conference
□ friend's recommendation
□ magazine advertisement.

Name of magazine:
□ magazine article.

Name of magazine:

MAY WE SEND A CATALOG TO A FRIEND?

NAME

ADDRESS

C I T Y S T A T E ZIP

The three most important factors
influencing my purchase decision are:
□ classroom tested

preview policy
subject matter
reputation of publisher
program's use of graphics and sound
instructional quality
price
options to edit

The education or computer magazine I read most is:
guide and support material
ease of use
other:

We hope you enjoy your SUNBURST product!
Please help us serve you better by filling out and returning the enclosed evaluation form. . We're waiting to hear from you!
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