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EXECUTIVE SUMMARY

- This report summarizes the mathematical and pedagogical content :
S of the SQUARE ONE TV library after three seasons of production, _ —
relating that content to the three goals of the series. It also 5

provides a rundown of the shows, with a complete specification of

each segment's show number, content, description, format, length,

and other information.

The goals of the series are these:

I. to promotc positive attitudes toward, and
enthusiasm for, mathematics;

II. to encourage the use and application
of problem-solving processes; and

III. to present sound mathematical content in an
interesting, accessible, and meaningful manner.

The report includes a detailed elaboration of the goals.

Goal I. 81% of thn segments of the series address Goal I by
explicitly showing mathematics to be a powerful and widely
applicable tool; or an aesthetically pleasing subject; or by
showing that it can be understood, used, and even invented, by
non-specialists.

Goal II. Of the 579 problem-solving segments that appear in the
course of the 155 shows, almost all address Goal II by explicitly
illustrating the formulation or treatment of problems. Moreover,
81% model the use of at least one problem-solving heuristic, and
43% incorporate the important stage of problem follow-up (by
looking for alternative solutions or extending to related
problems, for example).

Goal IIXI. 94% of the segments address Goal III by incorporating
one or more of the series' seven mathematical areas (numbers and
counting; arithnetic of rational numbers; measurement; numerical
functions and relations; combinatorics; statistics and prob-
ability:; and geometry). 65% involve more than one mathematical
topic, thus reinforcing interrelations among mathematical
concepts.
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SQUARE ONE TV
CONTENT ANALYSIS AND SHOW RUNDOWNS THROUGH SEASON THREE

SQUARE ONE TV is a library of programs with the potential for a
long useful broadcast life. After each production round, we have
analyzed every segment of the series in terms of our three goals.
The results of our analysis reside in our comprehensive computer
database. Aside from the obvious usefulness of this information
as a guide for our continuing production efforts, the data has
been useful in several other ways. Our three guides for teachers
include rundowns of the shows with an index to the series' goals.
Oour detailed knowledge of the relations of the segments to goals
has been a guide to the design of our in-house summative research
program, as well to the several externally-funded research
programs which employ elements of the series. In general, one
can easily compare the content of SQUARE ONE TV with other
resources in mathematics education--for example, scope-and-
sequence charts of mathematics curricula and local district

mathematics programs.

This report describes the content of the 155 programs of the
SQUARE ONE TV library in terms of its elaborated goal statement
(Appendix A). Charts and graphs show the cumulative treatment of
objectives for the series' goals. Rundowns of the 40 programs of
Season III (Appendix D) include descriptions of each seynent of

each program. This report should be read as an update of the
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reports’? on the production of Seasons I and II. In particular,
those reports include complete rundowns of the 75 and 40 programs
of Seasons I and II, respectively, as well as details of their

content.

SQUARE ONE TV_GOALS

The series has three goals:

I. to promote positive attitudes toward, and
enthusiasm for, mathematics;

II. to encourage the use and application
of problem-solving processes; and

III. to present sound mathematical content in an
interesting, accessible, and meaningful manner.
People respond to mathematical ideas if they see concepts linked
to concrete situations, if the ideas appear beautiful and
dynamic, or if they seem accessible to people with whot the
viewer can identify. For Goal I, we reviewed each ~agment in
terms of these three motivational criteria, recognizing only what

is explicitly exhibited or expressed, not what the viewer may

infer.

Goal II operates through segments that illustrate problem-solving
behavior and problem-solving heuristics. For our purposes, we
recognize three stages of problem-solving behavior: problem

formulation, problem treatment, and problem follow-up. Of

1. Schneider, Aucoin, Schupack, Pierce, and Esty, Square One TV, Season One Content Analysis and Show Rundowns,
Children's Television Workshop, 1987.

2. Schneider, Miller, and Esty, Square One TV, Season Two Content Analysis and Show Rundowns, Children's Television
Workshop, 1988.




course, problem-solving is rarely linear or so simply described.

Instead, a problem solver moves among the three types of
behavior, applying a variety of heuristics. The coding sheet on
 the page 3a illustrates our view of the four problem-solving
components which guides our analysis for Goal II. For this
purpose, we analyzed only the segments that explicitly pose a
problem that is solved in the course of that segment. We
analyzed their depiction of problem-solving behavior and use of

heuristics.

Goal III involves the presentation of a broad spectrum of
mathematics. We aim to provide mathematics which has clear ties
to school curricula and also mathematics which would extend
viewers' school experience. Our mathematical outline includes
seven areas:

Numbers and Counting;

Arithmetic of Rational Numbers:

Measurenent;

Numerical Functions and Relations:

Combinatorics and Counting Techniques:

Statistics and Probability; and

Geometry.
Appendix A includes an outline of each area as we considered it
in developing program material. By our use of this outline, we
do not mean to establish or suggest boundaries between areas
rather than reinforce commonality. In fact, many segments of the
series deal with more than one area of mathematics. Moreover we
make no attempt to distinguish :'etween primary and secondary
topic. In many cases it would be difficult to distinguish
primacy and mathematical content is often a function of the

viewer's experience and perceptions. For example, to a less
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CONTENT ANALYSIS

GOAL 11
ACTION HEURISTICS
GOAL |

A. PROBLEM FORMULATION
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%;, - sophisticated viewer, But Who's Counting? may appear as a game

primarily involving place value, while a more experienced viewer

may concentrate on its probabilistic aspects.

THE SHOWS

In terms of mathematical organization, there are two types of
shows: those with a particular mathematical emphasis and those
based on a variety of mathematical topics. By definition, the
former have a single topic which is the focus of segments
comprising about one-third of that show. For example, Show 222,
with an emphasis on the arithmetic of multiples of nine, includes
a studio sketch, The Amazing Story of Nines:; a music video,
Nines; and two animations, Multiples of 9 and Dirklet: Divisible

by Nine.

The remaining shows present a mixture of mathematicas. However,
many have a mini-emphasis: two or more segments on the same
topic, but running shorter than one-third of the show. For
example, show 308 includes three pieces dealing with percents:

(Trout on Your Head, Show Remainder #9, and Mathnet: The Case of

the Swami Scam, Part 3). A list of the shows with their

emphases, if any, appears in Appendix B.

ANALYSIS OF SEGMENTS

Third season production added 136 segments to the pool from which
we assemble programs, bringing the total to 768 segments. Some

segments appear more than once in the course of the 155 programs.




For example, many songs run two or three times each. Moreover,

- Some segments appear in seasons after their production. The 155

programs of the library comprise 984 segments, counting repeated

~Segments. The six segment formats®%* occur with the following

frequencies:
Season 1 Season 11 Season I1I Library

Studio Sketch 221 (41%) 45 (19%) 48 (23%) 314 (32%)
Animation 101 (19%) 82 (35%) 41 (20%) 224 (23%)
Mathnet Epis.de 75 (14%) 40 (17%) 40 (19%) 155 (16%)
Song 80 (15%) 27 (12%) 20 (10%) 127 (13%)
Game Show 28 ( 5%) 32 (14%) 34 (16%) 94 (10%)
Live Action Film 37 ( 7%) 8 ( 3%) 25 (12%) 70 ( 7%)
Total 542 234 208 984

The charts and graphs on the following pages relate the treatment

of the goals across the segments. There are two game shows,

Square One Squares and Square One Challenge, in which the game

questions are independent and carry sufficient content to warrant
treating them individually as segments in the tallies rather than
the games themselves. Thus the base for the coding consists of

1015 segments®,

3. A seventh segment format, the bumper, is a short (typically less than 13 seconds) segue between segments of a show.
Bumpers are a prevalent festure of season one programs. We produced 834. Since few of the bumpaers are codable to the
goals, we exclude them from the statistics.

4. The careful reader who compares the season one statistics here with those reported in the earlier reports will note a few
small discrepencies. They result from correcting occasional errors in recording the coding.

5. Sixty-three segments have more than one part appearing together in a show, although separated by other segments.
Multi-part segments are coded as a single segment.

6. From the library’s 984 segments subtract 15 episodes of the two game shows and add 46 questions.

U




GOAL I TALLIES

Of the 1018 codable segments, 825 (81%) satisfy one or more of
the threeé criteria for Goal I. The Venn diagrams bealow show the
distribution.

Raw Numbers:

A. Powerful B. Beautiful

Percentages:
A. Powerful

C. Doable

Library

i1
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. . GOAL II TALLIES o ﬁ
Of the 1015 codable segments, 579 explicitly present a problem

for solution within the segment (or within the Square Oné Squares R

or Square One Challenge question). The diagram below, which

recalls the relations among the four components of problenm
solving (cf. page 3a), shows the parcentage of the 579 which
address each of the four Goal II objectives. Note that many
segments meet more than one objective. See Appendix C for a
finer tally of segments ac:ording to the detailed treatment of
problem solving in our elaborated goal statement (Appendix A).

A. Formulation

97%

95%

C. Heuristics

: o
=% %

] A ]
Season One Season Two Season Three
- 7 -
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¥ . GOAL IIT TALLIES .
- The bar graph below shows the distribution of coding across the :

- seven mathematical areas listed undéer Goal III. Since many of | ' “ﬁﬁ
the 1015 segments involve more than one area of mathematics, the |
percentages add to more than 100. See Appendix C for a finer
tally of segments according to the detailed outline of the

mathematical areas in our elaborated goal statement (Appendix A).

Number of Segments Coded for Goal 11l Subgoals

A. Numbers and Counting
O 8. Arithmetic of Rational Numbers
RCOESEIRIR IOUURRO e, C. Messurement

a0 e e D. Numarical Functions and Relations
o €. Combinatorics and Counting Technigues

F. Statietics and Probabiiity

— = G. Geometry
W

200

100

Season One Season Two Season Three
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Mathematical Diversity. Many segnents incorporate more than one
area of mathemitics. The graph below shows the mathematical

diversity of the 1015 segments coded for Goal III by reporting
the number of multiply-coded segments according to the
multiplicities. For example, 192 segments involve mathematics of
exactly three subcastcegories. Of the total, 657 (65%) involve two

Or more areas of mathematics.

400

350
300

250
200

150
100

Number of Goal il Areas Coded
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TALLIES OF SEVERAL OTHER ATTRIBUTES

ot

The table below shows the number of the 1015 segments that
exhibit any of several other attributes.

b

© While calculator or computer use are not a specific concern
of the series, characters use thenm when it is natural and

appropriate.

© We try to provoke the viewer to direct participation in
doing some mathematics integral to a segment, such as
playing along in a game show, or by later thinking about an

unanswered question.

© Modeling appropriate behavior in the face of errors or

mistakes is part of the design of the series.

© We make note of segments in which a character makes a

mistake and corrects it.

The five tallies are as follows.

Calculator use 35 3%

Computer use 50 5%

Invitation for direct 175 17%
viewer participation

Unanswered questions 91 9%

Errors exhibited 222 22%

- 10 -

-3

ot
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POTENTIAL FOR FURTHER ANALYSIS

We note that other analyses of the coutent and problem-solving
data are possible, but not pursued in this report. 1In
particular, we .ave not analyzed relationships that may exist
among the three goals as they are approached through the series.
Some of these relationships are apparent simply from the
structure of the subgoals. As an example, one would expect a
high percentage of segments that are coded for the problem-
solving treatment called "consider probabilities" (Goal IIB5) to
occur in situations in wiich the mathematical content has been
coded for probability (Goal IIIF), and in fact 85% of them do.
Other connections among goals are not so apparent, however, and
would require additional analysis. One might ask, for instance,
which specific heuristics (subgoals of Goal IIC) are most
frequently associated with the various content subgoals of Goal
III. The data provided in Appendix D allows the interested

readér to pursue similar questions.

Furthermore, no attempt has been made here to analyze how the
percentages of Goal content present in the programs relate to
what viewers gain from watching. This is a complex subject; it
is discussed in detail in a report of a research study of the
first two seasons of SQUARE ONE TV, namely A Study of Children's

Problem-Solving Behavior: An Evaluation of the Effects of Square

One TV.

t
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SQUARE ONE TV

COMPLETE STATEMENT OF GOALS
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ﬁ%_ SQUARE ONE TELEVISION--~ELABORATION Of GOALS

nL My

GOAL I. To promote positive attitudes toward, and enthusiasm
for, mathematics by showing:

A. Mathematies is a powerful and widely applicable tool E
amd bo increase officiansy. | wrate comeepts,

B. Mathematics is beautiful and aesthetically pleasing.

C. Mathematics can be understood, used, and even invented,
by non-specialists.

GOAL II. To encourage the use and application of problem-solving

processes by modeling:

A. Problem Formulation
1. Recognize and state a problen.
2. Assess the value of solving a problen.
3. Assess the possibility of solving a problenm.

B. Problem Treatment
1. Recall information.
2. Estimate or approximate.
3. Measure, gather data or check resources.
4. Calculate or wanipulate (mentally or physically).
5. Consider probabilities.
6. Use trial-and-error or guess-and-check.

C. Problem-Solving Heuristics
1. Represent problem: scale model, drawing, map;

picture; diagram, gadget; table, chart; graph;

use object, act out.

2. Transform problem: reword, clarify; simplify;
find subgoals, subproblems, work backwards.

3. Look for: patterns; missing information:
distinctions in kind of information
(pertinent or extraneous).

4. Reapproach problem: change point of view,
reevaluate assumptions; generate new hypotheses.

Q . @
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GOAL III.

A.

B.

Problem Follow-up

1.

2.
3.
4.

Discuss reasonableness of results and
precision of results.

Look for alternative solutions.
Look for alternative ways to solve.

Look for, or extend to, related problems.

To present sound mathematical content in an
interesting, accessible, and meaningful manner
by exploring:

Numbers and Counting

1.

3.

4.

5.
6.

Whole numbers.

Numeration: role and meaning of digits in whole
numbers (place value); Roman numerals; palindromas:;
other bases.

Rational numbers: interpretations of fractions as
numbers, ratios, parts of a whole or of a set.

Decimal notation: role and meaning of digits in
decimal numeration.

Percents: uses; link to decimals and fractions.

Negative numbers: uses; relation to subtraction.

Arithmetic of Rational Numbers

1.

2.
3.

4.

5.

Basic operations: addition, subtraction, division,
multiplication, exponentiation; when and how to use
operations.

Structure: primes, factors, and multiples.

Number theory: modular arithmetic (including
parity); Diophantine equations; Fibonacci sequence:
Pascal's triangle.

Approximation: rounding; bounds; approximate
calculation; interpolation and extrapolation:;
estimation.

Ratios: use of ratios, rates, and proportions:;
relation to division:; golden section.

C .
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C. Measurement

1. Units: systems (English, metric, non-standarad):
importance of standard units.

o 2. Spatial: 1length, area, volume, perimeter, and
S surface area.

3. Approximate nature: exact versus approximate,
i.e., counting versus measuring; calculation with
approximations; margin of error:; propagation
of error; estimation.

4. Additivity.

D. Numerical Functions and Relations

1. Relations: order, inequalities, subset relations,
additivity, infinite sets.

2. Functions: linear, quadratic, exponential; rules,
patterns.

3. Equations: solution techniques (e.g., manipulation,
guesr-and-test) ; missing addend and
factor; relation to construction of numbers.

4. Formulas: interpretation and evaluation; algebra
as generalized arithmutic.

E. Combinatorics and Counting Techniques
1. Multiplication principle and decomposition.
2. Pigeonhole principle.
3. Systematic enumeration of cases.

F. Stotistics and Probability

1. Basic quuntification: counting; representation by
rational numbers.

2. Derived mea:ures: average, median, range.

3. Concepts: independence, correlation; "Law of
Averages."

4. Prediction: relation to probability.
5. Data processing: collection and analysis.

6. Data presentation: graphs, charts, tables;
construction and interpretation.

,EC o0
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G. Geometry r
1. Dimensionality: one, two, thrca, and four L

dimensions.

o 2. Rigid transformations: <transformations in two and o
B - thres &imensions; rotations, reflections, and SR
translations; symmetry. :

3. Tessellaticns: covering the plane and bounded
regions; kaleidoscopes:; role of symmetry;
other surfaces.

4. Maps and models in scale: application of ratios.
5. Perspective: rudiments of drawing in perspective:;
representation of three-dimensional objects
in two dimensions.

6. Geometrical objects: recognition; relations among:
constructions; pattermnus.

7. Topological mappings and properties: invariants.

©
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SQUARE ONE TV

LIST OF 155 SHOWS WITH EMPHASES
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SHOW MAIN MINI EMPHASIS

101

102

103

104 X Scale

105 x Percents

106 X Angles

107 X Percents

108 X Volunme

109 x 0dd and Even Numbers

110 b Combinatorics

111 x Probability

112

113 x Fractions

114 x Two-dimensional shapes

115

116 X Spatial Measurement

117 x Area and Perimeter

118 p Figurate Numbers

119 x Rounding

120 x Prime Numbers

121 p Common Multiples

122

123 X Area of Irregular Shapes

124 x Factors and Primes

125 X Multiples

126 X Data Organization

127 X Scale

128 b Probability

129 b4 Percent

130

131 x Place Values

132 X Metric Measurement

133 x Tessellations; Fibonacci Sequences

134 x Percent

135 x Rates and Ratios

136 X Fractions

137

138 X Parity

139 b Working Backwards

140 X Probability

141 x Angles

142 b Data Processing

143 X Geometric Objects

144 X Spatial Measurement

145 X Additivity

146 X Square Numbers

147 X Rounding

148 X Multiplication

149 X Functions

150

151 x Pentominves

152

153 X Place Value

154 X Palindromes

"~
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SHOW MAIN MINI

155
186
157
158
159
160
161
162
163
164
165
166
167
168
169
170
171
172
173
174
175

201
202
203
204
205
206
207
208
209
210
21l
212
213
214
215
216
217
218
219
220
221
222
223
224
225
226
227
228
229
230

XX

XX XX XX

X X X

x X

EMPHASIS

Quadrilaterals

Scale
Data Processing

Large Numbers
Permutations
Rates

Probability
Functions (Coding)
Infinity; Parity

Multiples and Factors

Tessellations
Fractions

Area and Perimeter
Percents

Metric Measurement

Logical Thinking

Estimation

Modular Arithretic

Numerical Patterns

Numerical Patterns

Numerical Functions

Arithmetic of Nines
Triangles
Percents

Triangles

Numeration



2
o

SHOW MAIN MINI

231
232
233
234
235
236
237
238
239
240

301
302
303
304
305
306
307
308
309
310
311
312
313
314
315
316
317
318
319
320
321
322
3a3
324
325
326
327
328
329
330
331
332
333
334
335
336
337
338
339
340

® MK XXX x

x

XX X XX

]

EMPHASIS

Fibonacci Saquence

Data Representation

Large Numbers

Large Numbers:; Geometry

Percents

Large Numbers

Data Representation

Large Numbers; Approximation
Multiples

Data Representation

Data Representation
Combinatorics

Estimation in Measurement
Negative Numbers

Rational Numbers
Multiples

Percents
Large Numbers

Data Representation

Fractions

Large Numbers

b
1



APPENDIX C

SQUARE ONE TV

FURTHER DETAILS OF ANALYSIS OF SEGMENTS

ACCORDING TO GOALS II AND IIIX
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GOAL II TALLIES

The elaborated goal statement (Appendix A) 11st 3-6 subheadings for each Goal
II obJective. Tallles of the treatment of the sub-objectives in the show
segments are shown in the following matrix. For example, 558 of the 579
problem-solving segments meet sub-objective Al (recognize and state a

problem).
Sub-Objectives
Objectives 1 2 3 4 5 &
A. Formulation 558 106 64 - - -
B. Treatment 188 112 241 327 39 84
C. Heuristics 361 246 148 135 - -
D. Follow=-up 180 62 37 34 - -

GOAL III TALLIES

The elaborate goal statement (Appendix A) 1ist 3-7 subheadings for each Goal
III objective. Tallies of the treatment of the sub-objectives in the show
segments are shown in the following matrix. For example, 10 of the 1015
problem-solving segments meet sub-objective C4 (additivity).

Sub-Objectives

Objectives 1 2 3 4 5 6 7
A. Numbers and 30 53 109 53 126 21 -
Countin
B. Arithmetic 280 121 57 79 49 - -
C. Measurement 47 92 60 12 - - -
D. Functions 159 123 0 14 - - -
E. Combinatorics 14 1 6 - - - -
F. Statistics and 23 16 8 63 60 78 -
Probability
G. Geometry 20 4] 10 54 6 157 3

'EC I |
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SEASON THREE RUNDOWNS
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Reading the Show Rundowns

Each entry includes descriptive data about a segment from the

production data base.

Line one:
Show number--the first digit signifies the season number;
Item number--the serial number of the segment in its show;
Item Title;
Production number--unique to each segment;
Item format--a three-letter code:

ANI animation

GAM game show

LAF live-action film

NET Mathnet episode

PAR continuation of a multi-part segment
SON song

s0S game question

STU studio sketch

Length--the running time of the segment.

Line two:
Brief description:

Last line:
Goal I classification;
Goal II classification;
Goal III classification:
Problem-solving seg..ant (PS)=--X stands for "yes".

Example: On the first page of the rundowns, we have, for show
number 201, item 3, a studio sketch (STU) entitled Math-2a-
Poppin' #5, listed with its brief description, Goal I coding of A
and C, several Goal II classifications, and its Goal III coding
of "C2 D4". It also qualifies as a problem-solving segment.

Note: The goal content of continuations of multi-part segments
(PAR) is ordinarily coded under the first part. Hence the goal

classifications for segments marked "PAR" are blank.



SQUARE ONE TV RUNDOWNS

301- 1 SHOW OPEN 15950 BUM 0:46
GOAL 1: GOAL 2: GOAL 3: PS:
301- 2 WANNA BE 30140 SON 2:24

This is a song which points out that whatever one wants
to be, one needs to know math.

GOAL 1: A C GOAL 2: GOAL 3: PS:

301- 3 MATH=-ZA-POPPIN' #5 30760 STU 3:41
Examples of finding the area of a rectangle are shown
from Square One files.

GOAL 1: A C GOAL 2: Al B4 Cla GOAL 3: C2 D4 PS: X

301~ 4 BIG NUMBERS - THOUSAND/ MILLION 30450 ANI 0:36
This segment tells the viewer that it takes a clock only
about seventeen minutes to tick off one thousand
seconds, and compares this to the time it takes to tick
off one million seconds.

GOAL 1: GOAL 2: GOAL 3: A2 B2 B4 PS:
301- 5 WHAT'S MY NUMBER?: 56 32600 GAM 2:52

Contestants try to find the secret number from & group
of 25 by eliminating subsets which do not contain that

number.
GOAL 1: A C GOAL 2: Al B3 B6 Clc GOAL 3: A2 B2 D1 Ps: X
C2¢c C3c G6
301- 6 BIG NUMBERS - MILLION/ BILLION 30460 ANI 0:41

This segment compares the length of time it takes a
clock to tick off one million and then one billion
seconds.

GOAL 1: GOAL 2: GOAL 3: A2 B2 B4 Ps:

ol
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301- 7 MATHNET-CASE OF ERSATZ EARTHQUAKE-1l 30001 NET 16:41
The Mathnetters consult a scientist about earthquakes in
their investigation of Sybil Divine's prediction of a
recent quake. He explains trilateration and the Richter
scale to then.

GOAL 1: A GOAL 2: Al B3 GOAL 3: g; F4 G4 PS: X
301- 8 LONG CLOSE 31240 BUM 0:44

GOAL 1: GOAL 2 GOAL 3: PS:
302- 1 SHOW OPEN 15950 BUM 0:46

GOAL 1: GOAL 2: GOAL 3: PS:
302- 2 OLD PHILOSOPHER 1 31070 STU 2:14

The 0ld Philosopher helps viewers out of trouble by
reminding them of the formula for the area of a

rectangle.
GOAL 1l: A C GOAL 2: Al Bl B4 GOAL 3: D4 G6 PS: X
302- 3 DIRK NIBLICK: STEREO RUNNING (PART 1) 30051 ANI 6:50

Dirk comes to the aid of Fluff and Fold who have been
cheated by Mycroft McBurger. McBurger buys stereo
headsets back from them at a price discounted by same
percentage as the original markup.

GOAL 1: A GOAL 2: Al B3 B4 Clc GOAL 3: A5 Dl PS: X
C2¢c C4a D1
302~ 4 INFINITY - THERE IS NO END 31110 SON 3:27

This song uses several examples of large numbers to
illustrate that infinity is not a large number. Several
patterns for building sequences of whole numbers are
used to suggest infinite sequences.

GOAL 1: B GOAL 2: GOAL 3: Al B2 D1 Ps:
D2

ol
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302- 5 DIRK NIBLICK: STEREO RUNNING (PART 2) 30052 PAR 2:31
GOAL 1: GOAL 2: GOAL 3: PS:

302- 6 SHOW REMAINDER 10 (100% - 55%) 31280 BUM 0:10
GOAL 1: GOAL 2: GOAL 3: AS PS:

302~ 7 WANG SPOT: LEMONADE 30400 LAF 1:25

Girl describes to a boy how she convinced her brother to
give her a loan for her lemonade stand by computing how
much profit she would earn.

GOAL 1: A C GOAL 2: Al B2 Bl B4 Clc GOAL 3: A4 Bl B4 Ps: X
C2c D1 D4

302- 8 PHONER: THE ANSWER IS 2 20500 STU 2:50
Beverly has a one-sided telephone conversation in which
she chooses a number and performs a series of operations
that always give her the answer of two.

GOAL 1: A C GOAL 2: GOAL 3: Bl D2 PS:

302- 9 MATHNET~CASE OF ERSATZ EARTHQUAKE-2 30002 NET 7:34
Mathnetters use a map of past quakes to consider most
likely location of future quakes. Ms. Divine promises
to predict the Big Quake for $10 million, and predicts a
small one that occurs immediately.

GOAL 1: A GOAL 2: Bl B3 Cla GOAL 3: F5 G5 PS: X
302-10 LONG CLOSE 31240 BUM 0:44

GOAL 1: GOAL 2: GOAL 3: pPS:
303- 1 SHOW OPEN 15950 BUM (‘246

GOAL 1: GOAL 2: GOAL 3: PS:
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CLOSE CALL #4 (SEASON 3) 30370 GAM
Students compete against each other trying to get the
closest estimate to: Bottlecaps on a Birdhouse,
Hieroglyphics on a Pyramid wall, and Length of Cardboard
Strip dropped from Castle.

GOAL 1: C GOAL 2: Al B2 GOAL 3: Cl1 C2 C3

INSERT: WASHINGTON-MORE THAN ARITH 31124 BUM
"There is much more to math than arithmetic."

GOAL 1: C GOAL 2: GOAL 3:

TAPPIN' THE RHYTHM 31100 SON
This is a song about the relationship between 1/2, 1/4,
1/8, and 1/16 notes in music. A tapdancer taps out the
beat for each of these fractions.

GOAL 1: B C GOAL 2: GOAL 3: A3

BEAZILEY & THE NUMBERS: 1 - 9 PRIMES 30490 ANI
Beazley is shown the list of whole numbers from 1 to 9.
He chackes the factors of each to determine which are
prime numbers.

GOAL 1: C GOAL 2: Al Bl B4 Clc GOAL 3: B2

C2c
INSERT: SAVION-USE MATH/ YOU'LL BE COOL 31220 BUM
"Math is a wonderful tool ... so use it and you'll be
cool."
GOAL 1: A C GOAL 2: GOAL 3:
ME AND MY SHADOW 13660 STU

Debbie Allen discusses dime' 'ionality by comparing her
own 3-dimensionality with +'  2-dimensionality of her
shadow.

GOAL 1: C GOAL 2: GOAL 3: Gl C2

7:50
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INSERT: ELVIS~-LIKE A HAMMER 31191 BUM
"Just like a hammer, math is a tool. But the good thing
about math is, when you miss, your thumb doesn't hurt."

GOAL 1: A C GOAL 2: GOAL 3:

MATHNET=CASE OF ERSATZ EARTHQUAKE-3 30003 NET
The Mathnetters assist the Mayor in a 2x2 analysis of
his options. They find, with help from a seismograph

* .1 scientist, that neither a quake nor an explosion
=0k place during the press conference.

SOAL 1: A GOAL 2: Al A2 B