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Installation
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· CPU: Pentium III or better, may work on fast Pentium II systems.
· Operating System: Windows 98 or higher

· Hard Disk Space: 50MB or more

· RAM: 128MB or more
· Sound card and video card

Macintosh requirements: PowerPC or higher, OS 8.0 or higher, 30MB or more hard disk space, 128MB or more RAM. ** This version not yet available **
Note: These requirements are approximate only. The software has not been tested on all configurations and all systems.
Other Requirements

You must have the Java language installed on your computer. If this is not the case, you can download java from the Sun website: http://www.java.com.
Installation
1. Insert the CD-ROM in your drive.
2. Using Windows Explorer, copy the folder “Das Zahlenrennen” to a chosen location on your hard disk drive.

3. Right-click on the “Das Zahlenrennen” folder, select properties, and deselect “Read only”. You will be asked if you want to apply this to all sub-folders, the answer is “yes”.

4. Open the folder, and double click on doubleClickToStart.bat to start the game.

5. Select “Vollbild” (full screen).

6. The game starts with a copyright screen, press on any button or click to continue.

The next screen is the title screen, you must click on the number “1” to start. You will then find yourself at the registration screen. To start, you select the name of the student who will play, and press “Start”. If it is the first time a particular student is using the game, you must register them (see below).
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It is very important that each student is registered and plays always and only under their own name. This is because the game adapts to the performance level of each individual student, and keeps a record of the student’s previous progress.

Each student is started at the same level. After a few turns, the program will start to adapt to his or her performance, and will continue to do so whenever the student plays.

A “demonstration” student can be used to get an idea of what the game is like at the more difficult levels. However do not use this student for anything other than this purpose!

In order to enter a new student, click on “Neues Kind”. Enter the students’ details on the right hand side of the screen, and click on “Enter”.
In order to modify the information for a student, click on “Ändern”. Modify the students’ details on the right hand side of the screen, and click on “Enter”. Attention: if you change the name of the student, you must go into the Data directory using Windows Explorer and change the name of their data files. Otherwise the computer will not be able to find them.
In order to delete a student, select that student by clicking on their name in the list. Then click on “Löschen”
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The Design of the Software
The aim of the game is quite simple. Students are presented with two numbers, and have to select the larger, in order to go forward that number of squares on a board. Numbers are presented in increasingly symbolic formats, and eventually small addition and subtraction sums are also presented. As the game gets more difficult, students also have an increasingly short deadline by which they must respond, or the enemy character takes the larger number.

On the board, students race against the enemy character, and try to avoid “traps” which send them backwards. If their character makes it to the end first, they get to collect a reward. After they have collected seven rewards, they can unlock a new character.

This basic training is designed to refine and automatise what we call “number sense”, our ability to rapidly and automatically understand the meaning of numbers (i.e. to automatically recognize that 7 is larger than 3, by 4 units). We think that this ability is what underlies a comprehension of mathematics and the ability to manipulate quantity in order to perform and understand arithmetical calculations and number facts.

Because the game adapts to the level of the child, and constantly provides the child with rewards no matter what their rate of progress, the child is motivated to continue training their number sense and starts to develop a positive association with mathematical activities.
Playing the Game: Specific instructions
Open the folder “Das Zahlenrennen”, and double click on doubleClickToStart.bat to start the game.

Select “Vollbild”.

The game starts with a copyright screen, press on any button or click to continue.

The next screen is the title screen, you must click on the number “1” to start. You will then find yourself at the registration screen. To start, you select the name of the student who will play, and press “Start”. If it is the first time a particular student is using the game, you must register them (see above section).
On the instruction screen, you must click the seashell or the flowers at the bottom of the screen to continue after instructions have been read to the child.

On the next screen, the child chooses a graphical theme or “world” (underwater or jungle). This choice is completely irrelevant to the functioning of the game algorithm, it is essentially the same game, but with different graphics. So it is fine for children to always just choose whichever they prefer.

The next screen is the character choice screen. On this screen, the child chooses a character to play. At the beginning of the game, all the characters are locked, except the dolphin and the monkey. As the child progresses in the game, more of the characters will become unlocked.
On the main screen of the game the child makes a choice between two numbers, by clicking the mouse anywhere in the large coloured square on the side he/she chooses. Attention: As a parent/teacher, you should NOT help the child make this choice, because this will prevent the software from correctly adapting to the child’s ability. The child sometimes has a deadline by which if they do not respond, the enemy character will take the larger number (this is when they hear “Wähle schnell!” and the enemy character starts moving towards the key or vine in the middle).
On the next screen, the child gets to move that amount on the game board. To move the gold pieces or coconuts to the board, the child simply clicks on the next square (starting with the top left square and moving across, then down). The enemy player should then be moved in the same way. If a player lands on the other, he sends the other back one space. If a player lands on a trap (anemone or carnivorous plant), she goes back the number of squares indicated.
At the end of each game, if the child won the race by getting to the end first, they get to rescue a reward fish or butterfly. Once they win all of the seven types of fish or butterfly, they get access to a new character (in that world).
Data Files

All the data files for the game are stored in the directory “Data”.

There is one file which lists all the students registered (StudentList.txt). In addition, each student has one file of the type LastName_FirstName_Alg.txt, which stores the data which the game uses to adapt to his/her level. Do not alter either of these types of file, or the software may not function!
Finally, each session of the student has a file LastName_FirstName_SessionNumber.txt, which is a comma delimited file which can be opened in Excel to inspect the game data.
Using the Menu and Quitting the Game

To access the game menu, press on the “Menu” scroll on the top left of the screen.
· To exit the game and start a session for a new student, press “Neues Kind”

· To exit the whole program, press “Beenden”

· To continue with the current game, press “Zurück zum Spiel”

Keyboard Shortcuts

Esc – quit game
F8 – pause game

F10 – game menu
Troubleshooting

PLEASE NOTE: We cannot guarantee that the software works on all systems, with all hardware and software configurations. We do not guarantee that it is bug free. We undertake to make our best effort to fix all major bugs, but we make no guarantees that this will be possible for all bugs.

You may send bug reports to Anna Wilson (ajwilsonkiwi@yahoo.fr). You should describe the bug in as much detail as possible (which screen you were on, what you did, what the software did, etc.)
The game won’t start!

You probably don’t have java installed on your machine. Visit the Sun website: http://www.java.com to download it. You will then need to install it and reboot your machine.

The game crashes or freezes

Exit the game by using Ctrl-Alt-Del, selecting “Task Manager”, selecting “NumberRace”, and clicking “End Task”. Then try re-starting the game.

If this continues to occur, check the following:

· Right click on the “Das Zahlenrennen” folder and check that “Read-only” is NOT selected. If it is, follow item 3 under “Installation”.

· Make sure that you are not running other programs at the same time

· Try restarting your computer, does this fix the problem?

· Have you altered any files in the “Data” directory? If so, replace them with a backup, or reinstall the game.

· Did the game previously work, and now it has stopped? Try re-installing.
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