
Standardising any normal distribution 
Based on what we did yesterday, we now know that if we 
are given any normal distribution, then we can do the 
following to find our probabilities: 
(a) Convert your x-value to a -z value with our handy-

 dandy formula   
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(b) Sketch the area that you are seeking and shade it in 
(c) Either use a z-table or use your TI to find the 
 probability 
 
We can actually skip the conversion step but only if you 
can remember a complicated calculator maneuver.   
 
If given a normal distribution with m and s , then we can 
do the following keystrokes to find probabilities: 
From page 737: 

 
 
[FYI:  I can never remember this but can remember what 
we did yesterday, so I just do the three steps from the top of 
this page.] 
 
 
 



 
Let’s try #1 on page 738 
X  is a normally distributed random variable with 70=m  
and 4=s .  
Find: 

)74( ³xP  
(a) Convert 
 
 
 
 
(b) Sketch area 
 
 
 
 
 
 
(c) Find probability with table and then with our TI 
 
 
 
 
 
 
 



 
 

)66( £xP  
(a) Convert 
 
 
 
 
(b) Sketch area 
 
 
 
(c) Find probability with table and then with our TI 
 
 
 
 

 
 
 
 



)4.686.60( ££ xP  
(a) Convert 
 
 
(b) Sketch area 
 
 
 
(c) Find probability with table and then with our TI 
 
 

 
 
 
 
 
 
 
Find quartiles (kvalues) 
This can be done by reading the z-table in reverse or by TI. 
 Let’s consider Example 14 which is about snails. 

Cute snail   Not so cute snail   
From:  Google Images 



 
Notice that the z-table does not contain a P-value of .95 so 
we have to compensate.   
 
 
Using our TI will be a lot easier!  We still need: 

10
70-k

 but we will set this equal to invNorm(0.95) 

This will mean that )]95.0([1070 invNormk +=  
 
“invNorm” is contained in the DISTR menu 



 
 

We can also use the following keystrokes to achieve the 
same result: 

 

 
If time, then try page 739 #2 
 
Scroll down for solutions 
 
 
 
 
 
 
 

 
 
 



 
Homework:  page 738  2, 3 and page 739 #1 [use your TI 
for this one] 


