Instructions For Operating the
Bassett Adder

DO NOT OPERATE THE MACHINE UNTIL YOU HAVE READ
THESE INSTRUCTIONS CAREFULLY

obtain the best- results in the use of any machine, the directions
given must be followed e

Read the instructios at follow carefu]ly, and take a little time to
become thoroughly familiar with'the machine and its correct operation.

Extreme speed must not be expected from the very start. Remember
that speed comes only with practice in the opcrztlcn of any device.

Go slow enough to-be sure you are right, and as you become accus-
tomed to using the machine; speed will be acquired naturally and without
any special mental effort.

In operating use a stylus (enclosed in box. )

Hold stylus at right angles to face of the machine.

Always move the bands downward. ..To move them upward wotild
injure the mechanism;

As the stylus is pulled down; 'always. press ﬁxmly against, the back ot
the slot ‘This will prevent the stylus slipping out of the proper hole.

slot is numbered, the first right hand slot being numbered 1" and
the others consecutively to the left. The number appears at the top and
just above cach-slot. This.shows you which columns to use when register-
ing on the machine. A number having four figures, you would start at
golumn 4, and with a numbcr havmg six figures you would start at column

efore adding set machine to zero.

TO RESET TO ZERO.

Place the stylus in the hole just ABOVE the black index mark, which
is seen on the operating band between the holes, and pull down to the bot-
tom of the slot. Do this first in the extreme right hand column and then in
each column to the left successively. The totals will now all show zero.
(In rcscttmg to zero when you find 2 band which does not show a black
inde: be because it is hidden under the red signal at the base of the
slot; in thls case place your stylus in the hole ]ust above the red signal and
bring down to the bottom of the slot.)

‘TO ADD.

Place your stylus in hole of band opposite the figure of the keyboard
which you wish to adrl in the proper column, and bring the band down to
the bottom of the s

Register the ﬁgures to be added one item at a time, registering n on
the machine fram Jeft to right s you wnuld write it on-papar.
example:—To register 25 you would firet pull down 2 in calamn 3, then

column 2, and lastly 5 in column 1. Ciphers are not registered. Col-
umns where they occur are skippe

After you have registered an item complete, glance at the base of the
slots and where a RED SIGNAL has been thrown into view, place your
stylus in the hole, showing above the edge of this red signal and pull it
down, Do this with the first red signal to the right and then with each red
signal to the left successively. This is done only after registering cach
item, and only in those columns which show a red signal. The total will
then show correctly up to that point.

When pulling down a red signal, this will sometimes cause another red
signal to be thrown; this must be pulled down as well as the others.

The slots which have not thrown the red signal, of course, are skipped,
and when no red signals are thrown in any column, proceed with your addi’
tion, registering the next item.

machine may be vlaced on the work right over the figures and
moved down as each item is registered. This will keep your place and
show the item you are registering plainly.

EXAMPLE IN ADDITION EXPLAINED IN DETAIL.
Sct machine to zero. (See To Reset To Zero.)
Register 5 in column 3 and 7 in column 2 and 5 in column 1. No
red signals were thrown. Next register 1 in column 4 and skip
column 3 and column 2 because ciphers are not registered, and
register 8 in column 1. Note that one red signal was thrown, so
place stylus in hole of band directly over it and pull it down. Now
register 68.78 in the proper columns. Now note that three red
signals were thrown, so pull them down from right to left succes-
sively. Next register 500. Note that no red signals were thrown,
so proceed to register the next item, which is .37. No red signals
were thrown, so register the next item, wl-uch is .04, and as one
red signal was thrown pull that down and note that this threw
another red signal in column 3, so pull that down, and this threw
another red signal in column 4, so pull that down. Now note that no more
red signals were thrown, so register the next item, which is 7.50. No red
signals were thrown, so register 40.61. Now pull down the two red signals
which were thrown and as you have registered the last item the correct
result is shown in the totals.
After registering each item and pulling down the red signals which
were thrown, the correct total up to that point appears in the openings.

(See other side for Subtraction and Multiplication.)



SPLIT ADDING.

Different commodities, or feet and inches, or hours and minutes, or
pounds and tonms, etc., may be added at the same time. As an example,
use the four left hand columns for feet and the four right hand columns
for inches. When the total of each is gained, divide the right hand total
by 12 and add that result to the left hand total.

With pounds and tons you would need five or six right hand columns
for pounds.

With hours and minutes, divide the minutes by 60.

‘With pounds and tons, divide the pounds by 2000.

ADDING FRACTIONS.
Fractions may be added -by changing each fraction to a decimal, ac-

cording to the following table:
5 = .0625 s #5.=.5625 #8125
625 %
6875 %255
75

Y= .25 % = .50
Point off as many columns at the rlght of the machine as there will be
decimal places in the fractions you are to add, and proceed just as in ad-
dition, adding the decimals in_these columns, ‘Whole numbers may be
added at thc same time by adding them in the columns to the left of the
al -po; The frgures showing -in the total openings to the left of
the declmal pomt are the sum of the whole numbers and those to the right
of the decimal point show the remaining decimal, which can be changed
back to a fraetion by referring to the table.
A HANDY GUIDE FOR SPLIT ADDING.
1In splitting the keyboard for different commodities, or in pointing off
the decimal place, slip a rubber band around the body of the machine, let-
ting it rest between the columns where the split should occur, or between
the columns where the decimal point should be. This will aid you in
quickly finding the proper columns when adding.
SUBTRACTION.
Place on the machine the number from which the Subtraction is to be
ad

e number to be [€ ) is regi: on the machine
by reglslermg the difference in each column, of the figure to be subtracted
and 10; as an example, if you were going to subtract 471, you would p
down 6 i in column 3 (because 6 is the difference between 4 and 10), and pull
down 3 in column 2 (because 3 is the difference between 7 and 10), and pull
down 9 in column 1 (because 9 is the difference between 1 and

Each time a figure of the subtrahend is registered in its proper " column,
note whether the red signal was thrown in the slot directly to the left.

the red signal was not thrown in the column directly to the left, you
must immediately pull down 9 in each column to the left successively until
a red signal is thrown. This red signal is immediately pushed out of sight
without moving the band beneath it. If, however, the red signal was thrown,
you do not pull down the 9 in the next column fo the left, but immediately
push the red signal out of sight without moving the band beneath it.

After pushing the red signal out of sight each time, this is your indica-
uuln to proceed to register the next figure of the subtrahend in its proper
column.

After registering the last or extreme right hand figure of your subtra-
hend the correct result of your subtraction will be seen in the total openings.

MULTIPLICATION.

Two methods of multiplication are given; the first method is quicker
than the last because the multiplication is done mentally with each figure
and the result is placed or registered on the machme, using the proper
columns in accordance with the rules given for addition.

EXAMPLE GIVEN IN DETAIL.

Note the positions of the different numbers registered. This denotes
the proper columns. The 2 being registered in column 2 and the 4 in col-

The relation of the other figures denote their columns

576 4 X 6—register 24 No red signals were throw:
X34  4X7—register 28 1 red signal was thrown. Pull this down.
—— 4 X 5—register 20 No red signals were thrown.
3 X 6—register 18 No red signals were thrown.
3 X 7—register 21 No red signals were thrown.
3 X 5—register 15 No red signals were thrown.

Totals now show 195.84.
ANOTHER METHOD OF MULTIPLYING THE SAME PROBLEM.
Use the first right-hand or column 1 for the initial position for the first
right-hand figure of the multiplier and column 2 for the initial position when
the second figure of the multiplier is used, etc., according to the number of
figures of the multiplier.
Register 576 four times, using column 1 as initial position; then register
576 three times, using column 2 as the initial position. The registering in
detail would be as shown:
576 No red signals.
576 3 red signals. Pull them down.
576 1 red signal. Pull it down.
576 2 red signals. Pull them down and another is thrown, making 3 inall.
576 1 red signal. Pull it down.
576 2 red signals. Pull them dowf
576 1 red signal. Pull it down.
Totals now show 195.84.
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