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I. INTRODUCTION 
 

(The documentation is mainly for parent or adults.) 
 

Welcome to the Abellna Math Edition app documentation. The purpose of this document is to pro-

vide you with more information about the app besides the short video seen on the Google Play 

Store, Abellna Mental Math channel on YouTube, and the Abellna website under the APP section. 

Why is it called the Abellna Math Edition app? We also have a mental math app with over 570+ pro-

grams. Click this link, http://www.abellna.com/app/, for more information - the mental math app is 

also sold on the Google Play Store and Amazon. The information in this document relates to the 

math programs contained in the Math Edition app. More detail are also provided in the app itself for 

each program by pressing the NOTES button.  

 

As mentioned, the Abellna Math Edition app is one of the most comprehensive math apps on the 

market with over 380+ programs (ages 6+). This app teaches students the four basic arithmetic sub-

jects of addition, subtraction, multiplication, and division with a variety of methods and includes dif-

ferent levels of difficulties. The app also includes learning lessons for basic math building blocks 

such as rounding two-digit to four-digit numbers, learning place values, solving math problems 

through simple word problems, and learning words and Roman Numerals for the corresponding 

numbers. Moreover, to test your skills after you have competed the learning lessons and building 

blocks the app offers many different types of games or exercises for gauging your progress - the 

app is built in a way that allows you to test your skill in different and unique ways. 

 

  

II. MAIN MENU  

 

The app has six main sections, and they are discussed briefly in this part of the documentation. 

Within each section, there are different math programs with different levels of difficulties. The differ-

ent levels of difficulties in the learning lessons, building blocks, and exercises (games) allows you to 

use the app according your level of math skill at this particular time. 

This math app is not the mental math app which Abellna also developed independently. The math 

app is based the traditional math we learned in school. Our Math Edition app has over 380 programs 

and is one of the most comprehensive math apps on the market. 

Price: $1.99 

I. INTRODUCTION……………………………...…………………….………………………….… 

II. MAIN MENU…..…………………………........………….…………….………………………… 
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 When you launch the app by clicking the math icon, the screen 

on the left appears which is the first screen of the app. This 

screen contains the main menu with six buttons for the six major 

sections of the app. Clicking on a button gives more choices re-

lated to the topic of the section chosen. 

 

Six Major Sections 

 

1. Addition 

2. Subtraction 

3. Multiplication 

4. Division 

5. Building Blocks 

6. Games (exercises) 

 

III. BASIC ARITHMETIC 

 

Sub-menus are contained in each major section. The four major 

sections, ADDITION, SUBTRACTION, MULTIPLICATION, and 

DIVISION, each have three different methods for learning math. 

For example, all four of these sections teach you math using 

three different methods: AUTO, STEP, and ENTER. 

For the two subjects of ADDITION and SUBTRACTION, five programs are available for each meth-

od of AUTO, STEP, and ENTER, while there are four programs for MULTIPLICATION, and two for 

DIVISION. Different levels of difficulties are provided for the four basic arithmetic subjects. An exam-

ple of a “Add 1 By 1” program for math addition is based on adding single-digit numbers to single-

digit numbers such as “7 + 7.” Therefore, if the program is “Add 3 By 3,” then it means the program 

is for adding three-digit numbers to three-digit numbers. 

 

 

 

 

 

 

 

 

 

The AUTO method is exactly what the name suggests. These programs are designed so that when 

you click the START button, the program automatically generates a math problem and solves it in-

stantaneously for you. You learn by reviewing the provided math work. 

 

Whenever you want to see another math problem in all methods (AUTO, STEP, and ENTER) includ-

ing other programs outside of these methods, press the START button and the current math session 

and problem will exit, while at the same time a new session and math problem will be generated. 

ADDITION SUBTRACTION MULTIPLICATION DIVISION 

• Add 1 By 1 

• Add 2 By 1 

• Add 2 By 2 

• Add 3 By 2 

• Add 3 By 3 

• Subtract 1 From 1 

• Subtract 1 From 2 

• Subtract 2 From 2 

• Subtract 2 From 3 

• Subtract 3 From 3 

• Multiply 1 By 1 

• Multiply 2 By 1 

• Multiply 3 By 1 

• Multiply 2 By 2 

• Divide 1 By 1 

• Divide 2 By 1 
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The following four screenshot images are from the AUTO method for addition, subtraction, multipli-

cation and division respectively. Review the screenshots as the AUTO method shows the work in-

volved in solving for the answers. 

 

 

 

 

 

 

 

 

 

 

 

The second method of learning the four basic arithmetic subjects (addition, subtraction, multiplica-

tion, and division) is called STEP. The number of programs in the STEP method is the same as for 

the AUTO for each of the four basic math subjects mentioned. These programs teach you math by 

showing how math problems are solved via step by step instructions with calculations per step 

where required. All you need to do is press the START button and then watch the process from be-

ginning to end. After a math problem has been solved, press the START button for a new problem 

to be generated by the respective program you are currently using - you can press the START but-

ton at anytime if you want to see a different math problem without having to finish the current ses-

sion. 

 

Therefore, the programs in the STEP method allows you to learn math by following each step at a 

time with short descriptions and calculations where needed. 

If you press the LEARN AUTO selection for 

ADDITION, a submenu appears which con-

tains five programs, though only three are 

shown on the rightmost image (the second 

screenshot image on the left starting from 

the leftmost side). On the app, you can scroll 

to the other submenus if the screen cannot 

display all of them. 

 

Once a submenu is selected (pressed), the 

program will activate and you can start your 

lesson. Again, the AUTO method will auto-

matically provide you the answer with the 

math work involved. 
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In teaching the four basic arithmetic subjects thus far, not much interaction has been required by 

you. However, there are plenty of interaction required in other programs, especially in the ENTER 

method for learning and in the ENTER GAMES/ EXERCISES section of the app. 

 

Each program has a CHOICE button. For example, if you are on the SUBTRACTION program and 

in the “Subtract 1From1” level of difficulty, pressing the CHOICE button brings up a menu with all the 

related programs (different levels of difficulties). Without you having to exit the current session and 

program to activate one of the other related programs, select a choice. Review the rightmost screen-

shot image below for the menu that appears by pressing CHOICE button. You can start any of those 

programs by selecting the appropriate program. Selecting a new program will clear the current ses-

sion and program. 

 

The STEP method for subtraction has the  

following programs - these are programs  

on the different levels of difficulties. 

 

• Subtract 1 From 1 

• Subtract 1 From 2 

• Subtract 2 From 2 

• Subtract 2 From 3 

• Subtract 3 From 3 

To get to the screen on the left, from the main 

menu press the SUBTRACTION subject and then 

STEP submenu. There are five programs for sub-

traction - scrolling down the screen shows the oth-

er two submenus. 

 

Select or press a submenu and the program will 

activate it. Because the subject is subtraction in 

this example, the programs will show you borrow-

ing and adding 10 to a borrowing digit along with 

subtracting one from the borrower digit as you 

would if you are working on a subtraction problem 

that requires borrowing - similar types of math 

steps are also present in the AUTO and ENTER 

methods for learning math. 

The first screenshot image on the right 

shows a STEP subtraction program called  

“Sub 2From3.” This program teaches sub-

tracting two-digit numbers from three-digit 

numbers. This image shows one step cap-

tured in the overall process; the session 

continues until the math program is solved. 
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Each of the following four screenshot images show a current step for each of the four basic math 

subjects: addition, subtraction, multiplication and division. The screenshots represent the current 

step in a process in the respective subject that continues until the math problems are solved. With 

each step, short descriptions are also provided along with the appropriate calculations and results 

for the steps involved. 

 

 

 

 

 

 

 

 

 

 

The last of the learning method is ENTER, which allows you to enter a value for a step when re-

quired. These programs teach you math step by step, and when a value is to be inputted by you the 

program will display a red outlined square or rectangle box to indicate where the value is to be in-

putted. Use the numeric keys provided on the screen to input the correct value. If you have inputted 

a correct answer, the session continues to the next step of the process unless it is the last step. If 

your answer is incorrect, you will need to keep inputting a value until the correct answer has been 

entered before the session can continue. 

 

These programs allow for interaction regularly between the programs and you. Review the screen-

shot images of the ENTER method per subject. Since these screenshot images are only captured in 

a certain time frame, they show only the current step. With each step, a short description of the task 

involved is provided to guide you through the learning process. If you want more information about 

each program, press the  NOTES button and a screen will pop up with details of the program. 
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These five programs with their lessons are for teaching; they are not the programs for testing your 

competency. You can test your skill in the GAMES section with many different varieties of programs 

that make it fun and valuable. 

IV. BUILDING BLOCKS 

 

The BUILDING BLOCKS section of the math app is the fifth of 

the six major sections. Within it, there are five different programs 

with each program with at least three or more lessons for teaching 

basic building blocks. For example, in the Words -Numeral Tables 

program, three programs with lessons for learning words and Ro-

man Numerals and their associated numbers are available. Below 

is a list of the five building blocks programs. 

 

Five Major Programs 

 

1. Words - Numerals Tables 

2. Table Lookups 

3. Learn Tables 

4. Rounding 

5. Place Values 

The five different types of pro-

grams in the BUILDING BLOCKS 

section are discussed one by one 

for you beginning in this part of the 

document. Two of the five pro-

grams have additional subsections 

that are related to the same topic 

of the math involved.   
 

Keep in mind each program has at least three or 

more lessons (programs). 

 

Words - Numerals Tables 

 

The Words - Numerals Tables les-

sons teach associated English 

words and Roman Numeral values 

for numbers 1-99. Three programs 

are available: (i) numbers to Eng-

lish words; (ii) numbers to Roman 

Numerals; (iii) combination of num-

bers to English words and Roman 

Numeral values. 

Five different programs are available in the BUILDING BLOCKS section. The leftmost 

screenshot shows three of the five different types of programs, while the rightmost screen-

shot depicts the lessons for the Words - Roman Numeral Tables program (first of the five 

programs). Lessons are the actual programs for teaching a particular topic. 
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 By selecting the first lesson in 

the Words - Roman Numerals 

program, the middle screenshot  

appears showing buttons for 

ranges from 1-9 to 90-100. The 

range 20-29 is selected in this 

example - it displays numbers in 

the range of 20-29 and the cor-

responding associated English 

words for the numbers. If you 

need information about the pro-

gram, press the NOTES button. 

Instead of providing a range of numbers, you can get the 

associated English word for a specific number; input a 

number from 1 to 99 using the keys (see screenshot the 

leftmost side). Once you have inputted in a number, 

press ENTER. In this example, 21 has been inputted and 

after pressing ENTER, another screen appears showing 

the number (21) and its associated English name. 

 

If a zero (0) or number greater than 99 has been inputted, 

the program will display a message stating that you will 

need to enter a number from 1-99. 

Similar approaches are provided for the other two programs (Roman Numerals and Words & Roman 

Numerals) with numbers and their associated English words and Roman Numerals. Screenshots are 

not shown for these programs as they are similar to the numbers to English words program. 

The Roman Numeral program shows you the 

numbers and their associated Roman Numer-

al values. The screenshots on the right de-

picts numbers and Roman Numeral values 

based on the range 20-29. 

 

If you want to see only one number to its as-

sociated Roman numeral value, input a num-

ber from 1-99 using the number keys and then 

press ENTER to get the corresponding Ro-

man Numeral value. 

 

You can only input numbers from 1 to 99 on 

these programs but when using the ranges, 

the numbers go from 1 to 100. 
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The next program in the BUILDING BLOCKS section consist of learning material for table lookups 

based on the four arithmetic subjects (addition, subtraction, multiplication, division). These programs 

are similarly built to the numbers to English words and Roman Numerals programs in terms of the 

ranges of numbers and layouts.   

 

 

 

 

 

 

 

 

 

 

 

The TABLE LOOKUPS program contains four programs (addition, subtraction, multiplication, and 

division). The screenshot images right above shows tables for the 50-59 range for multiplication. 

You do this by basically pressing the 50-59 range button - the results are shown on the rightmost 

screenshot image. The table starts at 50 and ends at 59; the tables 50 and 51 are shown on the 

rightmost screenshot image - scroll the screen with your finger or fingers in the program to see the 

other tables not displayed on the screenshot. Each number (table) is shown with values up to ten 

multiples. 

 

The ranges (see middle screenshot) based on the buttons go from 1-100. However, if you want to 

input a single number (table) one at a time, these programs allow for entering a value to 999.  

The third lesson in the Words - Roman Nu-

merals program provides numbers to both 

the associated English words and Roman 

Numerals. 

 

The screenshot image on the rightmost side 

of the two screenshot displays the English 

words and Roman Numeral values for the 

associated range of numbers (20-29). Input 

a number from 1-99 if you want to see the 

English word and Roman Numeral value for 

a single number. To make sure you are in 

the correct program, review the title at the 

top of the screen. 



 

ABELLNA MATH EDITION  APP VER 1.0                                                                                                                                                                                                                            10 

 

 

 

Math Edition App 

 

 

 

 

 

 

 

 

 

 

 

Next, after tables lookups are the LEARN TABLE programs based on the three subjects of addition, 

subtraction, and multiplication. These programs are still part of the BUILDING BLOCKS section. 

The LEARN TABLE programs offer three different variants for learning math tables. Let us review 

the three different variants using math addition (subtraction and multiplicand both have the same 

three types of variant respective of their subjects). 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

For example, if you want to see only the 

table for 50, use the keys provided to 

input 50 and press ENTER. Another 

screen will appear, showing the table of 

50 to ten multiples and giving ten val-

ues. If you enter a zero (0) or a number 

greater than 999, the program will dis-

play a message that the values to be 

inputted are only from 1-999. 

 

These programs teach you math tables 

before you get to the games or exercis-

es where you can test your knowledge 

on them with timers. The four programs 

on table lookups are similarity built. 

1. Enter Table 

2. Value Added/Subtracted/Multiplied 

3. Answer 

 

The first of the LEARN TABLE variant is the 

Enter Table programs, which allows you to 

input math tables (numbers) from 1-99. Some 

interactions are provided to help you learn 

math tables quickly. After you have inputted 

the table and pressed ENTER, the program 

will automatically generate the answer for 

you but you will need to input a value that 

when plus or added to the table (number) 

gives the provided answer (two places on the 

screen are provided for the answer). 

Only tables 1-99 are allowed to be inputted using these programs, If you enter a zero (0) or a num-

ber greater than 99, the program will display a message that the table to be inputted is to be from 1 

to 99. The value to be added to the table (addition) is to be inputted by you - this value to be inputted 

is signified by an empty outlined red square (see the red outlined square underneath the 9 inside a 

red square on the rightmost screenshot image. 
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A similar screenshot shown on this page is also available for subtraction and multiplication as well. 

Now let us go over the math addition Enter Table program based on this screenshot image. 

 

 For this table variant, you 

will need to input a value, 

given the table value and 

answer. Basically, input a 

value which when added 

or plus the table gives the 

answer.  

 

Therefore, in this example 

the table is 9 and the an-

swer is equal to 16. Be-

cause this is math addi-

tion, you will need to input 

a value using the numeric 

keys provided for a value 

that plus 9 that gives 16. 

After you have provided 

the value, the program au-

tomatically checks your 

answer. If the value you 

inputted is incorrect, the 

program clears your input 

and you can input another 

value until you get the cor-

rect value (7).  

 

If you have inputted a cor-

rect value, the program 

automatically generates 

another program based on 

the same table (9), so you 

can keep working on the 

same table.  

 

However, if you want to 

change to a new table, 

press START and input a 

new table, then the new 

program will be based on 

the table you have in-

putted.  

Enter Table (number) 

 

Once you have inputted a 

table, the same value au-

tomatically is displayed in 

another spot. 

 

The answer is also auto-

matically displayed on 

two spots or location on 

the screen (see 16). 

 

Numeric keys from 0 to 9 

are provided so you can 

input the value you want 

per math problem. 

 

Notice there is a button of 

a negative or minus sign (-

). This button is disabled 

for the math addition and 

multiplication programs. 

The (-) sign is for use in 

the subtraction math pro-

grams for inputs that re-

quire negative values. 

 

Press the NOTES button 

to get more information 

about the program. Keep 

in mind when the NOTES 

button is pressed, a pop-

up screen appears with 

information on the pro-

gram you are currently in. 

You can scroll through the 

information to get a better 

idea about the program 

itself. The NOTES button 

is practically available in 

every program. 

If you want to change your table 

before pressing ENTER to confirm 

it, use the CLEAR button and rein-

put a new value.  
 

This variant of  the LEARN TABLE portion of the 

BUILDING BLOCKS consist of three programs 

(addition, subtraction, and multiplication). By press-

ing the CHOICE button all three programs (addition, 

subtraction, and multiplication) of the variant appears 

and you can choose any one of them.  

 

For example, if you are currently on the math addi-

tion program, and you pressed the CHOICE button a 

menu or choice screen appears. Then you can 

choose either the subtraction or multiplication pro-

grams. However, if you are on the math addition 

program and accidentally pressed the addition 

choice, the program will start a new session on math 

addition replacing your current addition session. 

 

To help you keep track of your session, the program 

also provides the number of correct problems you 

have solved along with the total number of problems 

you have attempted - see the count at the bottom of 

the title of the screen. Only the GAMES or exercises 

that teach you math lessons have timers. 



 

ABELLNA MATH EDITION  APP VER 1.0                                                                                                                                                                                                                            12 

 

 

 

Math Edition App 

Now let us discuss the other two variants of the LEARN TABLE programs. 

 

 
The screenshot image on the left shows a math addition pro-

gram for the second variant of the LEARN TABLE programs. 

It is similar to the first variant with one difference - the table 

value is automatically generated for you. The input required 

from you is the same as for the first variant. 

 

If you inputted an incorrect value, the program will vibrate and 

you will need to keep inputting values until you have the cor-

rect answer; this means the program will stay on the same ta-

ble session. If you inputted a correct value, the program will 

automatically and randomly generate a brand-new math prob-

lem, though it may create the same math program at times but 

the table is usually changed. Therefore, for this variant the 

math table will typically change after a table value has been 

inputted. The range of the tables is from 1-99. 

 

You can always generate a new session at any time by press-

ing the START button.  

The screenshot image on the right is a math addition program 

based on the third variant of the LEARN TABLE programs. All 

three variants have similar layouts but their programs are differ-

ent. For this variant, the tables and values added to the tables 

are automatically generated by the program, and the answer is 

to be inputted by you. 

 

The answer is inputted here. 

However, as you input the answer, 

it also is automatically displayed in a larger 

spot simultaneously. Both these spots are for the answer. 

 

As a note, the programs in the three variants and many other 

programs in the math app using keys for input have the number 

of characters for the answers already determined. An inputted 

answer must contain the same number of digits or characters 

before the program checks to see if the answer is correct or 

not. Using the example on the right, the answer is 71; the pro-

gram has already calculated the answer with the two correct 

characters or digits and as soon as you input two characters 

the program will check if the answer is correct or not. If you on-

ly inputted one digit when the answer has two, the program will 

sit idle and wait for you to input the second digit. 

For this variant, the answer of the math ex-

pression needs to be solved. The expression 

for this math addition is based on a table 

value and a valued to be added to the table. 

You are to input the sum. 
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Moving on, the next programs are based on learning to round numbers. Four programs are provided 

for the rounding lessons. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The first program for rounding is the Rounding Tens program. 

This program teaches you to round two-digit numbers to the clos-

est tens. You learn by following the step by step explanations that 

are automatically generated - there are a few seconds of delay in 

between each explanation. The middle and rightmost screenshot 

images right above show you the completed lessons for rounding 

a four-digit number to the nearest thousands and a mix program 

that teaches you to round four-digit numbers based on rounding 

to either the nearest tens (this example), hundreds, or thousands. 

The short explanations are generated one by one and are kept 

visible at the end of a lesson. 

 

The second type of program teaches you to round numbers in the 

hundreds (100-999), while the third is based on rounding num-

bers in the thousands (1000-9999). The fourth and last program is 

a mix or combination of rounding four-digit numbers to the near-

est tens, hundreds, or thousands (see leftmost image right 

above). The mix program uses numbers in the thousands and ask 

you to round the range required. For example, the rightmost im-

age above represents a mix program that teaches you to round 

3881 to the nearest hundreds by giving you the tens digit of 8. In 

this case, rounding 3881 to the closest hundreds is equal to 3900 

since 3881 is closer to 3900 than to 3800.  

 

As mentioned, once a math problem has been solved the short 

explanations remain for you to review. Pressing START will gen-

erate a new math rounding problem - these particular programs 

do not have interaction for you in regard to the step by step pro-

cess. You learn through the explanations. 

• Rounding Tens 

• Rounding Hundreds 

• Rounding Thousands 

• Rounding Mix 
 

The two images right below represent the 

information when the NOTES and CHOICE 

buttons are pressed respectively. The NOTES 

section gives information on the current pro-

gram. Scroll to see more information if the 

information requires more space.  

 

Four of the rounding programs are displayed 

by pressing the CHOICE button. The choices 

overlay the current session you are currently 

using. Selecting any of the choices will start  

that specific program, while ending the current 

session and program you are currently on. 
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The last programs of the BUILDING BLOCKS section are on learning place values. A total of nine 

programs are available with three different methods for teaching place values. These same three 

methods are also used for learning how to add, subtract, multiply, and divide for the four basic arith-

metic subjects. The three methods are AUTO, STEP, and ENTER. 

 

 

When started, the 

AUTO method for 

learning place values 

automatically gener-

ates a math problem 

and solves the prob-

lem along with 

providing the math 

work per problem.  

 

The math problem 

shown in the screen-

shot image on this 

column shows the 

place values for each 

digit in 3711: (i) 3 for 

thousands; (ii) 7 for 

hundreds; (iii) 1 for 

tens; (iv) 1 for the 

ones place value. 

 

The amount of in 

each place value has 

also been calculated 

or computed for you. 

The STEP method 

also will show all the 

information in the 

AUTO method once 

the steps for learning 

place values are 

completed by the pro-

gram. The programs 

in the AUTO and 

STEP methods do 

not have interactions 

between you and the 

programs in regard to 

learning place values.    

Once you start a pro-

gram based on the 

STEP method, sit 

back and watch the 

whole process - learn 

by watching each 

step as the programs 

will guide you step by 

step with short de-

scriptions and provid-

ing the math in-

volved. 

The ENTER method 

is the third way for 

teaching place val-

ues. This method 

gives step by step 

instructions and in 

certain steps you are 

required to participate  

in a lesson by input-

ting values based on 

the requests by the 

program. If the value 

of your input is incor-

rect, the current value 

will be replaced with 

a red square-

rectangle shaped box 

for you to input an-

other value. The 

same process is re-

peated until the cor-

rect value has been 

inputted and then the 

program continues 

until the math prob-

lem has been solved. 
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V. GAMES / EXERCISES 

 

The last section of the app is the GAMES or exercises section. These games or exercises are de-

signed for you to test your knowledge of the four basic math subjects (addition, subtraction, multipli-

cation, and division) along with the topics in the BUILDING BLOCKS. The GAMES section has 

300+ programs including duel games or exercises. The duel games allow you and someone to use 

the programs for challenging each other. In all, the GAMES section has 15 different types of games 

or exercises with different level of difficulties. The variety of games or exercises give you more op-

tions to test your knowledge, while at the same time make it fun. The 15 different types of games are 

listed right below; each will be discussed in brief one by one. 
 

 

The majority of the 15 types of games contain all four basic subjects (addition, subtraction, multipli-

cation, and division) with varying levels difficulties from single-digit numbers up to three digit-

numbers and containing timers. The majority of the timers are countdown timers, and a few that 

have timers counting up. Programs with timers have reports. Furthermore, there are a few non-timer 

based programs so you can test your skill at your own pace.  
 

The reports are based on your performances of the programs; specifically, the total number of points you get determines your level of competency. 

After time expires, press the REPORT button. 

01. YES/NO 

02. 3CHOICES 

03. ENTER 1 

04. ENTER 2 

05. DRAG 

06. COMPARE 

07. EXPRESSION 

08. ROUNDING 

09. PLACE VALUES 

10. WORD PROBLEMS 

11. 9CHOICES 

12. FIND MISSING 

13. DUEL Y/N 

14. DUEL 3CHOICES 

15. DUEL ENTER 

70 < Points  Points > 69  

80 < Points  

Points > 79  

90 < Points  

Points > 89 
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The first type of the 15 games or exercise program under the GAMES section is called YES/NO 

based on answering YES or NO to the given math expressions. As stated, these programs have dif-

ferent levels of difficulties; the difficulty level shown on the second or rightmost screenshot below 

has a level 1 difficulty or involves adding single-digit numbers to each other. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Therefore, only math problems for this  

session and program is based on adding 

single numbers together until you change 

the difficulty level. Begin the program by 

pressing the START button. You are re-

quired to select YES or NO based on the 

math expression provided - so does 1 

plus 5 equal to 6?  YES, is the correct an-

swer. The GAMES programs keep tack of 

the number of correct problems you have 

answered along with the total number of 

math problems you have attempted for 

the math program you are currently using. 

Moreover, most of the GAMES programs 

have timers that count down while a few 

programs have timers that count up. 

If the answer is incorrect, the program buzzes and the button does a little shake to make it noticea-

ble so that you know you have chosen an incorrect answer. Whether an answer is correct or not, the 

program will generate a new math program. After time expires, press the REPORT button to see 

your level of competency.  

The second program of the GAMES or 

exercise section is 3CHOICES. A 

3CHOICES program will generate 

math programs once you press the 

START button. If you press the START 

button again, the current session is re-

placed by a new one - a session is de-

pendent on the amount of time al-

lowed. More time is given for programs 

that have higher level of difficulties. For 

example, dividing singe-digit numbers 

by single digit-numbers has less time 

allowed than dividing two-digit numbers 

by single-digit numbers.  

 

Every necessary information is reset to 

the default values if the START button 

is pressed while in a current session. 
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The third and fourth of the 15 games or exercise programs are called ENTER 1 and ENTER 2. Both 

these types of programs allow you to input the answers for the math problems using number keys. 

The instruction for both types of programs are contained in the NOTES, and both programs offer the 

same types of math problems but the way the answers are inputted is different. 

 

 

The way the answers are to be inputted in the ENTER 1 programs is similar to inputting answers in 

most other math apps (addition, subtraction, and multiplication). Input the first digit of the answer, 

followed by the second, and so forth. For example, the answer for the problem right above is 37 - 

enter the 3 - enter the 7 - press DONE.  

 

After an answer has been inputted, press DONE if you are sure the answer is correct or press 

CLEAR to clear your entry so you can input another answer. Pressing DONE will cause the program 

to check your answer to see if it is correct or not.  

 

Once the DONE button has been pressed regardless if the answer is correct or not, the following 

actions are taken by the program automatically. These four actions are standard for most programs 

in the GAMES section when a new math problem is generated in the same session. 

 

• Generate a new math problem. 

• Increment the number of correct answers (if an answer is correct). 

• Increment the total number of attempts. 

• Increase or decrease the total points (10 points are awarded for a correct answer & minus 9 

points or 9 points for an incorrect answer are reduced from the total number of points). 

 

The “-” and “R” keys are used for math subtraction and multiplication respectively. If you are in a 

math addition problem as the example above, the  “-” and “R” buttons are both disabled but still visi-

ble. Disabling in this context means the buttons do not function when you press them. 



 

ABELLNA MATH EDITION  APP VER 1.0                                                                                                                                                                                                                            18 

 

 

 

Math Edition App 

 

 

The way the answers are to be inputted in the ENTER 2 programs is similar to writing answers in 

the traditional sense when solving math problems (addition, subtraction, and multiplication), which is 

to start from the right side of the problems and move left one step at a time until the problems are 

solved. In the example right above, the answer is 525 and must be inputted from right to left.  

Following the two GAMES ENTER programs, the next program called DRAG presents the same 

types of arithmetic math problems (addition, subtraction, multiplication, and division). A math prob-

lem is provided and you are given four different answers to chose from in which only one answer is 

correct. A DRAG program requires a “dragging” motion for an answer. To perform the drag, press 

one finger on the answer (button) and drag the button while holding the button to the large empty 

space and then letting go of your finger. Then the program will check if the answer is correct or in-

correct. If you have chosen an incorrect answer, a message of “TRY AGAIN” appears and the but-

ton for that answer will disappear leaving one fewer number of answers. As long as you keep choos-

ing a wrong answer, the button for that answers will disappear leaving fewer and fewer buttons. 

 

If the correct answer has been chosen, the program will generate a new math problem along with 

updating all necessary components of the game or exercise. Again, if you press the START button 

while in a current session, a new session of the program will begin clearing out all current statistics 

and time. If there is a REPORT button (some games or exercises do not have a REPORT button), 

press it after the time has expired to see your grade or competency. The REPORT button is disa-

bled during a program session. 

Enter 525 in the following way using the  

problem right above. 

 

(i). Enter the 5 (ones/units digit). 

(ii) Enter the 2 (tens digit). 

(iii). Enter the 5 (hundreds digit). 

The same types of math programs and function-

alities are offered in ENTER 1 and 2 - the differ-

ence is how the answers are inputted. Every-

thing else basically functions in the same man-

ner. 



 

ABELLNA MATH EDITION  APP VER 1.0                                                                                                                                                                                                                            19 

 

 

 

Math Edition App 

 

 

 

 

 

 

 

 

 

 

 

 
Once the START 

button is pressed, 

the program gener-

ates a math problem 

automatically; the 

example above is a 

subtraction problem. 

Four possible an-

swers are given with 

only one of them be-

ing correct.  

 

The objective of the 

program is to select 

the correct answer 

by dragging the but-

ton with the correct 

answer to the 

PLACE HOLDER 

area. 

 

To perform the drag 

movement, simply 

place one finger on 

one of the buttons, 

pressing it, and then 

moving the finger 

with the button. 

When the button has 

been dragged to 

(continue on right) 

the PLACE HOLD-

ER area, let go of 

the finger. 

 

In this example, the 

button with the an-

swer 42 was 

dragged and 

dropped off, and 

since the answer 

was incorrect, the 

program returns a 

“TRY AGAIN” error. 

In addition, the but-

ton 42 disappears 

from the choices of 

answers, leaving 

three answers left. 

 

The dragging pro-

gram allows you to 

solve the answer 

using a different 

type of movement 

and provides a new 

experience for you. 

 

From the remaining 

answers, then 

choose another an-

swer. 

Continuing with the 

problem, the button 

with 50 was chosen. 

The answer of 50 is 

also incorrect, there-

fore, it disappears 

from the list of an-

swers. Keep in mind 

for every incorrect 

answer, you lose 9 

points. So for this 

example, two choic-

es were incorrect 

and the total points 

show -18. You get 

10 points for every 

correct answer. 

 

Depending on the 

level of difficulty, the 

amount of time var-

ies. Programs with 

higher levels of diffi-

culties are given 

more time for each 

program. Most of the 

programs in the 

GAMES section 

have countdown tim-

ers (continue on 

right column), but 

there are some pro-

grams with timers 

that counts up - we 

will get to those later 

in the document. 

 

The correct answer 

for the math exam-

ple above is 21. 

With three incorrect 

answers, the total 

points now becomes 

-21. 

 

When the correct 

answer has been 

dragged and 

dropped in the 

PLACE HOLDER 

area, the program 

will automatically 

generate a new 

math problem based 

on the level of the 

program. The pro-

gram for this exam-

ple is math subtrac-

tion with the level of 

subtracting single-

digit numbers from 

two-digit numbers. 
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The COMPARE program is the next GAMES program (6 of 15). The screenshot on the left is the ini-

tial screen used for all the COMPARE programs, while the screenshot on the right is an example of 

a math division problem (level 1) - it involves dividing single-digit numbers by single-digit numbers. 

The purpose of these types of programs is for comparing two math expressions (same subject) and 

make a determination based on the top expression to see if the top expression will give an answer 

less than, equal to, or greater than the answer of the bottom expression. If the top expression yields 

an answer less than the bottom expression, select the less than sign (<) - if the answer is equal to 

the bottom expression than select the equal sign (=) - if the answer is greater than the bottom ex-

pression, select the greater sign (>). Press the NOTES button for more information.  

 

The seventh of the fifteen GAMES programs deals with providing an answer with four expressions to 

choose from - only one of the given expressions is correct. 

When the program begins for a particular 

subject, an answer is shown with four ex-

pression right below it. In this example, the 

math problems are based on adding three-

digit numbers to two-digit numbers. The 

goal is to select the expression which gives 

a result that is the same as the provided 

answer. 

 

If the expression you have chosen is incor-

rect, the button for that answer will disap-

pear leaving one less expression. If you 

chose the right expression, the program 

will generate a new problem and updates 

all other information related to the program. 
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The math topic of rounding is the eighth GAMES program. Lessons for rounding two-digit numbers 

to four-digit numbers (rounding to the nearest tens, hundreds, thousands) have been introduced in 

the BUILDING BLOCKS section. You can always go back to the rounding programs in the BUILD-

ING BLOCKS to review how rounding numbers is done, if necessary.  

 

There are four different levels of 

rounding (tens, hundreds, thou-

sands, and mix).  

 

The above example 

shows a program for 

rounding two-digit 

numbers to the near-

est tens. The program 

generates two-digit 

numbers and you 

need to input the an-

swers using the keys 

provided. The program 

knows the number of 

digits for an answer, 

so you need to input 

the same number of 

digits or characters. 

For example, the an-

swer for rounding 32 

to the nearest tens is 

30. If you enter only 

the 3, the program will 

sit idle until you input   

the second digit. Once 

two digits have been 

inputted the program 

will check if your an-

swer is correct or not.  

 

If your answer is cor-

rect, the program will 

generate a new prob-

lem based on the ini-

tial program you have 

selected (tens, hun-

dreds, and thou-

sands). So, if you are 

working on rounding 

two-digit numbers to 

the nearest tens, the 

program generates 

another two-digit num-

ber for you to round it 

to the nearest tens. 

 

If your answer is incor-

rect, the program will  

ask you to try again 

until you get the cor-

rect answer. 

 

The fourth level pro-

gram for rounding is 

called Mix (not shown) 

since you are given 

four-digit numbers and 

asked by the program 

to either round the 

numbers to the near-

est tens, hundreds, or 

thousands.  

 

For example, a math 

problem may ask you 

to round 1205 to the 

nearest tens. The cor-

rect answer is 1210. 

Can you round 1568 to 

the nearest hundreds 

or 4356 to the nearest 

tens? 
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Testing your place values skill is the ninth GAMES or exercise program. Three different exercises 

provided in several programs are used for testing place values. Review place values in the BUILD-

ING BLOCKS section before you attempt the exercises, if necessary. All three types of exercises 

use two-digit numbers to five-digit numbers. More than one lesson is provided to each type of exer-

cise. This means there are separate programs (lessons) for two, three, four, and five-digit numbers.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The second type of exercise is finding the amount in a place value. The same responses are taken 

by these programs as with many other programs in regard to inputting the answers. If an answer is 

correct, the program moves to the next part in the process of the current session or if the answer in-

putted is incorrect the program will clear the current input value and leave a red outlined box or rec-

tangle, indicating that another answer needs to be inputted. 

 

 

 

 

 

 

The first of these exercises involves find-

ing the digit in each place value for the 

two to five-digit numbers. Four lessons or 

programs for this exercise are available 

as well as for the other two types of exer-

cises. The example shown on the right is 

for finding the digits in each place value 

for 38, a two-digit number. You are to in-

put in each digit, and after the problem 

has been solved the program will display 

additional information regarding the math 

problem you have just solved. 

 

 

 

The two screenshots on the left show 

parts of the whole process for the second 

type of exercise. The number generated 

by the program is 767. You must find the 

amount for each place value stating from 

the hundreds place value, then tens, and 

finally to the ones. The amount in the 

hundreds place value is 700 and 60 for 

the tens. Once the correct ones amount 

has been inputted, the program will dis-

play other information related to the exer-

cise such as the digits of the number for 

the places values along with the calcula-

tions for the amount in each place value. 

GET DIGIT 

FOR  

PLACE VALUE 

GET AMOUNT 

FOR  

PLACE VALUE 
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The third and final type of exercise is to find the number when given the amounts for each place val-

ue of the number.  

 

 

 

Here is another review of the three types of exercises for the place value games or exercises. Each 

exercise has four lessons which are separate programs for the four range of numbers (two to five-

digit numbers). 

 

 

 

 

 

 

 

 

 

 

 

 

For this exercise, when a program starts 

the amounts in each place value of the 

number are displayed beneath the corre-

sponding place value headings. The ob-

jective is to find the number based on 

these amounts in particularly from the 

sum of these amounts. The first screen-

shot on the right shows the amounts for 

the associated place values. You will 

need to input the number in the red out-

lined rectangle on top of the screen. After 

successfully inputting the correct number 

or answer, the program displays all other 

information related to the number. 

GET NUMBER 

BASED ON 

AMOUNTS 

GET DIGIT 

FOR  

PLACE VALUE 

GET AMOUNT 

FOR  

PLACE VALUE 

GET NUMBER 

BASED ON 

AMOUNTS 
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Moving to the next type of program in the GAMES section, there are programs on simple word prob-

lems based on the three basic arithmetic subjects (addition, subtraction, and multiplication). As with 

many programs in the GAMES section, different levels of difficulties are available for each subject  

such as adding single-digit number to single-digit numbers, adding two-digit numbers to two-digit 

numbers, and so forth. The WORD PROBLEMS programs offer two different methods for learning 

the three arithmetic subjects mentioned.  In the first method using addition for example, the program 

provides two numbers in a short statement and you need to input the correct answer. Similar re-

quirements are also used as with other similar lessons or programs. 

 

FIRST METHOD 
Enter An answer 

Five Levels 

 

Add 1 By 1 

Add 2 By 1 

Add 2 By 2 

Add 3 By 2 

Add 3 By 3 

 

The program in the 

screenshot right above 

is an example of a pro-

gram on math addition 

on the first lesson of 

“Add 1 By 1” level of 

difficulty. 

Five Levels 

 

Subtract 1 From 1 

Subtract 1 From 2 

Subtract 2 From 2 

Subtract 2 From 3 

Subtract 3 From 3 

 

The program in the 

screenshot right above 

is an example of a pro-

gram on math subtrac-

tion on the “Subtract 3 

From By 3” level of dif-

ficulty. 

Three Levels 

 

Multiply 1 By 1 

Multiply 2 By 1 

Multiply 3 By 1 

 

 

 

The program in the 

screenshot right above 

is an example of a pro-

gram on math multipli-

cation on the “Multiply 

2 By 1” level of difficul-

ty. 
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The SECOND METHOD for these programs gives one number and the answer, then you need to 

input the other number. Using math addition as an example, if the provided number is 855 and the 

given answer to the math problem is 939, you will need to find the other number which when added 

to or plus 855 that gives an answer of 939.  The three screenshots right below show one example 

each from the three math subjects (addition, subtraction, and multiplication). 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The eleventh of the fifteen GAMES program is called 9CHOICES and it is similar to the 3CHOICES 

program with exercises on the same four basic arithmetic math subjects. Many of the GAMES pro-

grams also have Mix programs that contains all four math subjects in the program instead of just 

one subject by itself. When a Mix program is started, the program will randomly choose from one of 

the four basic arithmetic subjects and presents the math problems associated with it. As with other 

GAMES or exercise programs, for every math subject there are different levels of difficulties. 

Besides testing your math skills, these pro-

grams also sharpens your mind by learning to 

quickly pin point the answer since only one 

answer is correct among the nine choices. 

One correct answer for a problem is also ran-

domly placed among the nine different spots. 

 

These programs like other GAMES programs 

have timers. The difference is that the timers 

for these programs count up. Why? Read the 

information in the NOTES. Basically, you are 

required to get at least 100 points or more; 

once you achieve that goal, the timer stops. 

The time shown when the session is over is 

the amount of time it took you to get at least 

100 points or more. Reports are not needed 

for these programs. 

The first or leftmost screenshot image is the initial screen for a math 

division program (similar to others respective to the math subject). The 

rightmost screenshot image shows a division problem based on dividing 

a single-digit number by another single-digit number. 
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The twelfth program called FIND MISSING in the GAMES section is about finding missing values 

based on given values. Only three of the basic subjects are included (addition, subtraction, multipli-

cation). The programs for addition and multiplication are built similarly. The subtraction programs 

have similarities with the addition and multiplication programs but since subtraction is different the 

way the programs work is modified for subtraction. 

These programs use up to six spots for values and one 

spot for the answer. Review the six spots on the screen-

shot image - the white colored rectangles with numbers 

from 1-6. One box with the text Answer is for the answer 

of the math problem presented.  

 

Depending on the level difficulty, an exercise may use 

more spots than others. Additional information is provided 

in the NOTES section. Math operators and expressions 

are not used; the key is to review the values in the provid-

ed spots and choose the correct answer based on three 

choices. Higher levels of difficulties have more given num-

bers (more spots with values), and the numbers in the 

spots may range from single up to three-digit numbers. 

 

Let’s use an example involving math addition for adding 

single-digit numbers to single-digit numbers. Before an ac-

tual example is shown, review the different components of 

the default screen for these programs on the right image.  

 

The long white rectangle box on top is used for indicating 

to you what to look for, either a number or the answer.  

 

Right below are the two different ways in which the pro-

gram randomly presents exercises for math problems. 

 

(i). Find the answer based on the total of numbers given. 

For each exercise, adding numbers together as an exam-

ple, the number of numbers provided in spots (white box-

es) used depends on the level of difficulty). 

 

(ii). Find one of the numbers based on a given answer 

and one or more of the other numbers. 

 

For each the math problem, choose the answer from one 

of the three given choices. Keep in mind, the math opera-

tors and expressions are not used in any of the three sub-

jects - when you select a math addition program, for ex-

ample, it is implied you understand the math problems are 

based on addition. 

Up to 6 Spots + Answer Spot  

 

If the math problem is addition for adding single-digit 

numbers together, two of the six spots may be used to 

display two numbers or one number and the answer is 

given depending on the random function of the pro-

gram.  

 

For example, if the math problem is “2 + 3” and the 

objective is to get the answer, two of the six spots will 

be filled, meaning the digits of 2 and 3 appears. If the 

objective is to get one of the two numbers, then the 

program will display one number in one of the six spots, 

and the answer to the math problem in the box allocat-

ed for the answer. Next, choose an answer from the 

three choices.  

 

Therefore, if three numbers are used then three of the 

six spots will be used along with the spot for the an-

swer. The highest level in the math addition programs 

uses all six spots for six numbers, and one spot for the 

answer. 
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 Programs with exercises for addition and multiplicand function in 

similar ways as mentioned. The screenshot image on the left is 

for adding single-digit numbers together. In this example, the pro-

gram randomly chooses to display two numbers and is asking for 

the answer - the Answer? text correlates to the A in the box.  

 

Here, the program is asking for the sum from the two numbers, 8 

and 9. Again, math operators and expressions are not used in 

these exercises. Select one of the three given choices (17, 22, 

and 24); the correct answer is 17. Whether the answer chosen is 

correct or not, a new math problem is generated but remains on 

the same level of difficulty until you decide to start another level of 

difficulty, which requires you to quit the current session and pro-

gram. The goal for these exercises is to get at least 100 points as 

fast as you can, therefore, the timer counts up. When the goal 

has been achieved, the timer stops and the time shown is the 

time it took you to meet the requirement of at least 100 points. 

 

The bottom screenshot image on the left is still based on adding 

single-digit numbers to each other; it is still the same program but 

this time the program has decided to provide one number and the 

answer. The goal for this problem is to find the other number that 

when plus the given number (9) equals 18. The answer of 18 is 

displayed in the box for the an-

swer. The letter N represents the 

number that you will need to find. 

The math expression is basically 

“N + 9 = 18.” The three choices 

for the other number are: 31, 29, 

9; the correct choice is 9. 

 

The screenshot on the right 

shows a different level of difficulty 

involving the six spots for the 

numbers and one spot for the an-

swer. This level is also based on 

adding single-digit numbers to 

each other. The program here is 

asking you to find the value for N 

when added to all the other num-

bers equals 26. The given five 

numbers have a sum of 23, 

therefore, the correct answer for 

this problem is 3. 

Besides adding varying numbers of single

-digit numbers, the difficulty levels also 

includes programs for adding single to 

three-digit numbers to each other and 

adding only two-digit numbers to two-digit 

numbers. Within these levels, the total 

number of numbers used for the spots 

may vary from two numbers up to four 

numbers. These levels are for those who 

want additional challenge if adding single-

digit numbers is too simple. The key is to 

test yourself from the lowest level of diffi-

culty program and slowly move up. 
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The subtraction exercises for these types of FIND MISSING programs are similar to the addition and 

multiplication programs in terms of the number of spots but due to subtraction there is one differ-

ence.  

 

Review the red numbers in the middle box of the top row of boxes (three boxes per row). These val-

ues are the starting point for the subtraction exercises.  

The first and second 

screenshot images are 

from a subtraction pro-

gram depicting the two 

different ways the pro-

gram functions. 

 

With a subtraction exer-

cise in these types of 

programs, you must find 

the correct answer 

among the three choices 

offered by looking at the 

red value (22) - this is 

the starting value in 

which to find the answer. 

 

For example, you will 

need to find the value for 

N, by subtracting 7 from 

22 to get the answer of 

6. 

Here is the expression 

for the math problem in 

the first screenshot. 

 

22 - 7 - N = 6 

 

Among the three choic-

es (22, 9, and 10) for 

the answer, 9 is the cor-

rect answer. 

 

The program randomly 

chooses either the 

method in the first or 

second screenshot im-

age. 

 

The second way the 

program provides the 

exercise is for you to 

find the value for the 

box containing A or the  

answer of the problem. 

The expression for the 

problem in the second 

screenshot image is the 

following. 

 

323 - 6 - 4 = A 

 

The answer for A is 313 

- subtracting 10 from 

323 gives 313. 

 

The rightmost screen-

shot image shows a 

subtraction exercise dis-

playing all the spots 

used. The expression 

for this math problem is 

shown below - find the 

value of N. 

 

659 - 9 - 3 - 0 - 7- N = 636 



 

ABELLNA MATH EDITION  APP VER 1.0                                                                                                                                                                                                                            29 

 

 

 

Math Edition App 

VI. DUEL GAMES / EXERCISES 

 

The thirteenth to the fifteenth GAMES programs are also on the four basic math arithmetic of addi-

tion, subtraction, multiplication, and division. Three different types of methods, Y/N, 3CHOICES, and 

ENTER for the exercises are available along with different levels of difficulties. One big difference 

between these three types of programs and the other programs in the GAMES section is that these 

programs offer a DUEL functionality. This DUEL functionality allows for two players at the same time 

to compete with each other involving countdown timers. The player with the highest points is de-

clared the winner. The points are dependent on each correct answer (10 points) and each incorrect 

answer (-9). Of course if there is a tie, the a tie message will be shown. 

 

Read the information in the NOTES for more details. The first of the three types involves YES and 

NO choices for the answers. The best way to play these games or exercises is to have each player 

facing one end of the Android smartphone, tablet, or any Android enabled device. Only the player on 

the RED side can start the program. Once the time runs out the program stops and a winner is de-

clared, if any. Begin a new program session by pressing the START button. Again as mentioned, 

different levels for each math subject is included. If you want to work on single-digit numbers only, 

you can, otherwise you can choose a more difficult level - two or three-digit number math problems. 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

Mix programs are also included in the three types of DUEL programs (Y/N, 3CHOICES, and EN-

TER). In a Mix program, all three to four math subjects are included in the program; each subject is 

randomly selected with one problem at a time. Therefore, in a duel Mix program, one player may get 

an addition math problem, while the other may get a multiplication problem, and so forth.  

 

 

RED 

TEAM 

 

 

BLUE 

TEAM 
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The second types of DUEL programs are based on three choice answers. A problem is generated 

by the program and three answers are available to be selected. Only one answer will be correct, 

while the other two answers are incorrect. All components of the duel programs (points, timer, num-

ber of correct answers, and total number of attempts) functions in the same way. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The Mix programs have two levels of difficulties: (i) programs with single to two-digit numbers; (ii) 

programs with single to three-digit numbers. This means for the single to two-digit numbers, the 

math expressions will contain only single-digit numbers, two-digit numbers, or a combination of a 

single-digit number and a two-digit number. Similar principles are applied for the Mix programs with 

single to three-digit numbers. 

 

The third and last of the DUEL program is based on entering the answers using the keys available in 

the programs. The same sets of rules are applied from the Y/N and 3CHOICES programs in regard 

to other common components including the levels of difficulties. For the DUEL ENTER programs, 

both players need to input their answers based on the provided math expressions. The total number 

of digits or characters must be inputted for an answer before a program will check the answer to see 

if the answer is correct or not. If an answer requires three digits such as in 681, and if only the 6 or 

just the 6 and 8 have been inputted, the program will remain idle until a third digit has been inputted 

before the program checks the inputted answer. 
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In all, there are over 370+ programs on the four math subjects of addition, subtraction, multiplication, 

and division including various levels of difficulties for each subject along with many different types of 

programs for teaching math skills and testing your skills.  

 

The math app is designed for only Android enabled devices such as smartphones, tablets, and other 

devices at this point. We are looking to incorporating Apple (IOS) in the future. 

 

All of this for only the price of $1.99. 

 

This document is available for download on the Abellna.com website under the APPS section. The 

Abellna Mental Math and Math Edition apps are not sold on the Abellna website, instead the apps 

are sold on the Google Play Store and on Amazon. The Abellna website merely provides additional 

information on the apps. 

 

 

Get our mental math app for the same price of $1.99 with over 570+ programs. Find more infor-

mation on the Abellna website under the APP section.     006fc0 
 

 

We are also reworking our Abellna Mental Math e-Book and making it into a three volume set which 

will include at least 600 additional more pages of new and revised mental math techniques. The 

three volumes will consist of about 3000 or more total pages.  

The screenshot images representation in this document are as close as the real screens of the appropriate programs or lessons. Updates are regularly 

performed for the app and some elements of the app may be changed during an update. An update usually consists of one or more of these purposes: 

(i) updates for fixing problems; (ii) updates for improving current functionalities and graphics; (iii) update of new features or programs added.   


