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PUMDOSE. .t et e araar e e e e e et e e teeeeeeeeeeenrnnn 1
What IS ACAUEMIX2...ciiiiieiieeeiiiiiiiiiies rtriirre s s sa e s e e e e e e eeaaaaees teeeeeeeeeeeeeeeeersrnnnnrennnns B
Teaching principles underlying the program .........ccccooiiiiiiiiiiiiiies cvviiiiiiieree e 1
Modes in which the programme funClions ... e 2
Teacher 0.8...MO.d . i s "2
Functions of the Teacher MOGE. ................ccccccccvvveees eeieiiieeeeeees reaaans 3
Lear nNer 0.5 . MO B . i eeeeeeee e .3
SECtiONS Of the PrOgIaM: ..o e aaara e eas 3
Primary SCROOI (0-7) ...uvviiiiiiiiiiiiei s e ees e 3
HIgh SCNOOI (8-12) ...t e arrrb e e e 4

FUN WIth COIOUIS ... ..ot e eree e e e s 5
FIashing SPEEA..........uiiiiiiiiiiiiies e e 6
Expected reading SPEEA..........cccuuiiiiiiiiiiiiiis e 7

FUN With SNAPES......cooiiii e e 10

Fun with Pictures, NUMDErs and LetErS.........ovvivviiiiiiiiiiiiiir e ee e eaaees 11

FUN WItR WOEAS coiiic et et e et e e e e e e et eeeeaaaans 11
REMEAIAI USE....oiiiiiiiiiiiiiiiiiis et s e e e e e e e e e e e 13

Fun with sentences and other games. .............vvvviiiiiiiiiins e, 25

FUN WIth STOFIES ...t s e a e 30

A: Testthe reading SPEEd...........oooiiiiiiiiiiiiiiiis e 30

B:  Progressive reading......cccccoiiiiiiieiiii e e, 31

C: Eye movement reading........cccccveeiiiiiiiiiiiies cviieiiiiee e aaaaeee 31

D: Fixation reading (3, 2 or 1 fixations T in that order) ..........ccccceeeeiiiennnnnnn. 32

E: Mark reading (3, 2 or 1 fixations T inthat order) .........ccccoevvvviiivinnnnne .32

F:  Application reading ... e e, 33

Tools (Only available in teacher mode).............viiiiiiiiiiiiins i, 34
Reading SPeed ProgreSS. ... ccceiiii i eeeeeeiieiitt e e 34
COoMPrenenSION PrOgIESS.......ccvvvuuriiiiiiiiiiiaiies  crviisieaaesaaaeeaaaaaaaeearrees aaeeeeereenn. 34
Adding a lesson (Only in Teacher mode)...........coovvvviiiiiiiiiiiies evvvvviiienneeeennn 35

Word sum adminiStration. ..........cceeeieeeiiiiiiiiiiis ceeeeee e e 40
Teacher sofe.a.s.s.0.8.L.a0.. s . 42
AAMINISITALION. ..ot e aaarrrr e aae s 42

FUN WIth GaMES...coiiiiiii it it teaaee e e e s e e 48
Recommended schedule for lesson planning..........ccccccccccveciiiiiins cvvviiiiiiieee e, 49



Purpose

The purpose of this document is to explain the basic operation of the program and the
practical implementation of the program.

What is Academix?
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Academix is an educational program which implements a dynamic way for pupils
to achieve academic progress in all their subjects. The following areas are all
addressed in the program :

Visual discrimination

Succession

Analysis and Synthesis

Letter recognition (foundation phase)

Word building

Concentration

Memory

Spelling

Some grammatical principles like plurals, diminutives, synonyms and antonyms
Sentence construction

Reading Skills

Understanding

Teaching principles underlying the program

1.

Academix isin essence not meant to be an initial reading program, or even just a
reading development program, but rather a bilingual education al program with
reading skills as an essential part. These reading skills will increase student®
progress in all their subjects. Academixis of the opinion that students, if helped
at every level of the school program with new and challenging methodology,
should develop these skills more effectively. At the same time the content is
graded to satisfy the interest and age level of each individual pupil.

Therefore, the program can be implemented as a corrective reading program
and/or a development reading program. For instance, a weaker Grade 5 pupil
can easily be given the Grade 4 material. Alternatively, the strong Grade 4
students can be given Grade 5 material to develop their reading skills.

Readng and writing are directly related to each other and the one cannot be
developed successfullywithout the other. To teach or improve upon reading
skills, or even correct incorrect reading techniques, provision must be made for
writing as well.

Reading Speed and understanding

The improvement of both these abilities is very important. To concentrate on one
of these and not the other would be a superficial appro ach. Speed reading
without comprehension has no value and maximum comprehension at a slow



pace inhibits maximum scholastic achievement. It is also important to note not
only how many questions, but also which questions have been correctly
answered. To improve comprehensive reading we encourage the learner to
search for the correct answers to those he/she had incorrect in the lesson. This
helps him/her to practice reading critically and simultaneously take note of
important facts.

4. Spelling
Academix makes provision for the learners to practice the correct spelling of
difficult new and important words. This is achieved using flash words (Fun with
Words). In this section there are also crossword puzzles, word searches,
hangman games, word deciphering and word j umbles. There is also additional
training for spelling at the d¢-un with Sentencesbsection.

Modes in which the programme functions
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The teacher's mode shows extra choices e.g. the functions concerning changes or
additional lesson material including learner administration is shown. This is not visible in
the learner's mode.

Note : The programme will only allow one teacher to be registered on the system. The
reason for this is to prevent a learner registering himself as a teacher, thus gaining
access to the teacher's mode.

|
QZ@ How does someone register a teacher?
— /

When Academix is opened, a password is required.

When the program is opened for the first
Enter your password time no password will be registered. Type a
| o password for the teacher. Make the password
something easily remembered in the future

@ = = like@dmind or t he teacher s name.

Are you a new student?
When you type in the new password
Academix will ask if you are a new Yes No
student.
Answer Yes

The next screen will show.



't is very i mportéanomtoheebd§ péhedibeebser
Complete the following information will be registered as a student.

Please keep in mind that if you have

registered the first user as student, th en the

Password: |admin

Name: "’ program will still have the teacher option
Sumame: @  available for the next user.
Class name: v
Level |1 - J‘ If Academix does not have a teacher
—75, option it means that a teacher has
Language: | Afrikaans i ({E‘% already been created and you will
Type of User. |Student v ~  need to know what that password is,

Student for if you cannot remember there is no other
W way for you to find that password in the

program.
THEREFORHT IS VERY IMPORTANT TO MAKE A NOTE OF WHAHE PASSWORD IS

The only way to reset a forgotten password is to remove the program from the
computerdé6s control panel, as well as del
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I f you dondédt want to uninstall the prmsgram becalt

into the program and saved some of their progress, Info -Edu can help to retrieve the
password at a nominal fee. To do this, you will need to be online and also have
TeamViewer installed on the computer.

Functions of the Teacher mode

Add new lessons or modify existing lessons.

Print a report of pupil results .

Administration of classes.

Administration of pupils.

Access to the fixed parameters screen

Access to the fixed parameters screen to change reading speed and flash speed,
if it has not yet been allocated to pupils.
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Certain functions, as mentioned in the previous paragraph, are not available. Other than
that the learner can access all the exercises.

Sections of the program

It is important to note th at the main screens for the prim ary school and secondary
school are different.

Primary school (0-7)



The screen below is the main menu for Academix, Grades 0 through 7.

03 Academix - Jan Venter [Teacher Mode] ¥ X

High school(8-12)

The screen below is the main menu for Academix, Grades 8 through 12.

3 Academix - Jan Venter [Teacher Mode] - X

s HRDHDHD
Name "~

The lady with the lamp

Seashore ife

The piane crash

Time

0 Blessed Tyrant!
Charles Schuiz

The first people in space.

Stranded
NG 3
ST
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On the main screen of the program there are ten pictures. Each one represents a
different section. By clicking on any of the pictures on the left, the corresponding section
will be displayed on the right.

For instance, if you click on the balloons the ¢-un with coloursdexercise will display on
the right, with the corresponding levels displayed in the primary school picture. If you
click on the book on the left hand side, the different lessons will display for the current
difficulty level that the student is on, as in the high school picture.



The different sections are:

1. Fun with Colours

2. Fun with Shapes

3. Fun with Pictures
4, Fun with Letters

5. Fun with Numbers
6. Fun with Words

7. Fun with Sentences
8. Fun with Stories

9. Fun with Games
10. Toolbox

Fun with colours

After the pictures have been flashed
according to the chosen flashing
speed, they are covered with
pictures which are all the same. The
student must now click on the corner
where they think they saw the
correct picture. For the correct
choice, Academix will make a certain
sound and a picture will also appear
on the screen to show that the
choice was correct.

In this section there are 3 types of
exercises.

1. Similarity

These exercises have four different levels.
' The degree of difficulty increases as the
level increases. Exercises on level 1 use
the tortoises as indicated in the picture.
The exercise functions as fdlows: If you
click on the green drum with your mouse,
five tortoises will be flashed on the
screen. The middle one will always be the
same as one of those in the four corners.

r Flisspned: =[5000 Milisekondes ]
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If the choice is incorrect it will be indicated by a
different sound and picture, and the correct pair will
be highlighted. The exercise is complete when the
learner achieves ten correct answers.

Flash Speed [1000 ms]

Correct: 0 Incorrect: 1

Degree of difficulty
There are four different levels. Level 1 flashes the tortoises as described above.

Examples ofthe types of each higher level are shown below.

L \ Level 3 Level 4
, v v
£, A,

Flashing speed

3% This is measured in milliseconds. The ger the number, the longer the time the picture
@ remains on the screen before being covered. The degree of difficulty can be changed by

increasing or decreasing the flashing speed. The icon with the stopwatch is used to change
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the flashing speed, reading spd or other parameters. When clicking on the stopwatch the
following message appears on the screen:

sl Change speed X

Flash Speed

S 1000 | ms SO

Reading Speed

The level of this speed is approximately: Grade 1

S 80 - o o)

Width of Reading pane Fortt and Colours

U B -

Fusce id |i9u|q est.
Etiam imPer‘diet dui sit e tmer
amet lorem varius Back Colour

tincidunt. Maecenas

On this screen the learner can adjust the reading, as well as flashing speed based on
the requirements. In the above picture the reading speed is 80 words per minute and
shows roughly on what level this is.
I
/ w If the learner has been given sufficient rights in the fixed parameters section he
~ V' can adjust his own reading speed to his preference. If he does not have the
rights to do so, the teacher password will be required to make any changes.

The reading speed can be changed on one of two ways.
1) Type the preferred reading speed into the box where the current reading speed
is displayed.
2) Use the dlider bar to adjust the reading speed.
Use the save button to store any changes made.

The flashing speed can be changed in the same way as the reading speed.

Expected reading speed

( Students should be able to read at the following reading speeds with an
oy, 80% comprehension at the end of each year.
4 ch{ﬂ Grl 80  Gr8 204 Gri15 400
7 Gr2 115 Gr9 214 Gr16 1000+
Gr3 138 Gr10 224
Gr4 158 Grl1l1 237
Gr5 173 Gri12 250
Gr6 185 Gri13 280
Gr7 195 Gr14 340
NOTE: This table is only a guideline and may differ from student
to student.




As part of the similarity exercise there is also a memory game. It can be activated using

the following icon:

The memory game shown below is then activated. The aim of the game is to pair
together pictures which are identical and click on them. If the learner chooses correctly,

. the pair will remain open. The learner
& 0 Of J.0
3 =‘ {=IC 0

. can continue until all the pairs have
000 been identified.
& 0 The game can be played repeatedly as
! = g . Q a Q 00 the pictures are randomly placed to
& 0 & 0 & 0 & 0 & 0
0 00 00 0 00
o] oNe)] o) oXe)] oMe)] o)
OOQ 000 000 000 000 000
c s 0 0 o 0
0 00 0 00

prevent pattern memorisation .
Sequences

Level 1

Flits Spoed [1000 ms]

B 8 St ol @

Reg: 0 Verkeerd: O

egm

The sequences exercise has five different levels. The degree of difficulty increases on
each level. Exercises on Level 1 use tortoises as indcated (above). The exercise
functions as follows:

Use the mouse to click on the green drum. Three tortoises will flash onto the screen,
one at a time, each at the chosen speed. If the chosen speed is 1000 milliseconds, the



picture will flash on the screen for 1 second. After the last picture has been flashed, they
will be shuffled and appear in a different sequence above the drums.

Each picture must be placed in the correct order by using the drag and drop
function.

A tune will sound to indicate that all three are in their correct places. Click on the green
drum to start the next row and continue until you have 10 correct rows. This game can
also be played repeatedly as the random select function is used to place the pictures
differently each time.

Level 2

The tortoises are replaced by chairs and four pictures are flashed. The method is
identical to that of Level 1.

Level 3

Chairs are still used, but five pictures are flashed. The method remains the same as in
Level 1 and Level 2.

Level 4

A mother and son are used and five pictures are flashed. The method is the same as in
the previous levels.

Level 5

The mother and son are replaced by pumpkins. The method is the same as in the
previous levels.

3. Concentration and Memory

2,

S

> »
. b 0 Geselekteerde kleur
‘& [ ]

L

The concentration and memory exercise with colours has three levels. In level 1, 3
colours are flashed simultaneously at the chosen speed. Level 2 has 4 colours and level
3 has 5 colours.

In the above example colours are flashed at 1000 milliseconds or 1 second. All three
colours are flashed simultaneously for 1 second. Press the start button to commence the

9



exercise and three colours will flash immediately. Use the drag and drop function to
move any colour from the palette to its correct place. After all 3 colours have been
placed the program will indicate if it is correct or not. Press the start button to flash the
next row of colours. If the answer is wrong, the programme will show the correct
colours just below them, as in the example. The exercise is complete after 10 correct

matches are made.

Flits Spoed [1000 ms]

:
W

Reg: 0

Fun with shapes

Similarities

000 %

Geselekteerds kleur

[ ]

Verkeerd: 1

The d¢-un with shapesbdexercise works
exactly like the, d&-un with coloursd
exercise.

They also include exercises with
similarity, sequences and concentration
and memory.

The only difference is that the pictures
that are flashed are not tortoises and
chairs etc, but are now different shapes.
With similarities there are 3 levels and
both sequences, and concentration and
memory have 9 levels.

10



Shapes usedon level 1

e d A K

Shapes usedon level 2

Soxceow

Shapes usedon level 3

W P =

Fun with Pictures, Numbers and Letters

These three types of exercises use the same method as the previous exercises.

Fun with words

ey  @ER =0 The d~un with Wordso exercise differs
q»v ‘I.'.'i' Q .
i} ﬁ .\ @ completely from the other exercises,

Lovel and deserves a bit more explanation.

0E v

Name A

At school
Fluffy the rabbit
My famity

My pets

Let's paint

My dog Rusty v
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When you click on the d-un with Wordsdicon the picture above is displayed. The first
important thing to notice is that the screen is divided into three parts and looks
completely different to previous screens.

Right at the top are the different exercises indicated with small pictures. If you hold the
mouse pointer on any picture a small explanation will appear in the bottom left corner.

The middle section indicates the lessons andthe bottom section has a picture of the
lesson, showing what the lesson is about.

]

ﬁ%?\ The use of pictures has a specific aim in mind. It stimulates forethought in the

«i% students. Students have to look at the picture and cultivate a preconception of
—/ what the lesson will be about. Students can even be encouraged to talk to fellow

students about what they think the lesson is about , before reading it.

T The top area also indicates
Tmae ﬁ what level the lessons are
Level on at that moment.
ME - Students can willingly
TR change the level if they
00E ~| want to. Clicking on the
E:IIE En adventure dropdown will show the
02A  puse available levels.
@2E |
E%E e 200 If the user has bought a
LS . primary school program,
%:m]_t ey only levels 0 - 7 will be
0RE retorm W

displayed. Each level has
an A or E next to it indicating the language, Afrikaans or English. Level 04A will for
example select level 4 Afrikaans for that lesson.

{%@ Note: Although the student is able to change the levels by himself, it is not

¢ advisable to do so without the teacher & consent. A change in the level almost
always necessitates a change in the reading and flash speed in which case the teacher
is required to type in her password.

The primary difference in Fun with Words is that most of the exercise has something to
do with the lesson. In the above example the first 3 icons are linked to Grades 41 7.
and the rest to all the grades. The icons from left to right are: Plurals, Synonyms,
Opposites, Flash words, Deciphering words, Crossword, Hangman, Search words and
Build words.
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ﬁ This icon activates the flash words or spelling section of the programme.

This is probably the most important section of the program since it targets several
different areas.

In this exercise the important words from the lesson are flashed one by one. After the
word is flashed the student has to type the word in. The firstimpo rtant area exercised
here is spelling. The second important factor is eye span width. The harder the lessons
become the longer the words get.

A third important aspect practiced is length of fixation. Learners can start with the
normal 1000 millisecond length, gradually decreasing to 250 milliseconds, which is a
good guideline on any level.

Lastly memory is also exercised.

Reamedial use

Although this programme was developed with the average learner in mind, it
works equally well to improve the strong le arner's reading ability, as well as
that of the underachiever, because the flash speed can be adapted to suit the
needs of different learners.
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This icon activates the ®ecipher the wordsdgame.
a iy . . . . .
mqg When the icon is clicked the following screen is opened.

a b cde f g h i j k I m
S M a2mxV 22 X oo & e O
n opq g r s t uvw Xx y 2z
BE OO0 + ¢ & & -« 8
OeOOXH

Correct: 0 Number of Words 10 Incorrect: 0

The clue above the block is only displayed once the green drum is clicked. The clue is
presented in the cypher code.

The purpose of this game is for the student to use the cypher to decode the words.
Once the words are typed in the block the green drum can be used to test the answer.

OenOOx

puppy =»

The program will show if the word is correct or not. If the word is correct the blue arrow
can be pressed to go to the next word. If the answer is incorrect the program will
display the correct answer.

14



& This icon activates the crossword puzzle.
..---
L]
L]

l!
EIEI

Eﬁ 7 Down: You wear them on your feet.
Stop

f It is important to note that this section of the program is not operated using the
/ {g& mouse but with the arrow buttons on the keyboard.
’ If the red block is moved onto a space marked with a number, the clue for that
word will be displayed. The correct word must then be typed in.

It is important to understand how the movement works. If you move the red block to
one of the blocks with a clue on it, you can start typ ing the answer without moving the
red block again via the arrow keys. The red block will automatically move in the corr ect
way instructed by the clue.

Once the first word is entered the red block can be moved to the next space with a clue

on it. Then start typing the next answer. If there is already a letter in that block from

another answer, just start typing the answer duplicating the first letter. The program will

automatically direct the answer in the right way, down or across.

[ I f you do n Getthe first letter ovepthetalyeady inserted letter of

L. another answer you can move the red block to the next available open block for

\\4‘”@ that answer, BUT the program will not automatically move the red block for you.
" You will have to move it manually using the arrow buttons. So if you want to

15



have the red block move automatically, you have to start typing in the block that has
the clue on it.

It is also important to note that as you type the letter s they will be black. If the word is
finished and correct, it will turn blue. Corresponding words inside that word will still be
black until fully completed, and correct.

When all the clues have been answered correctly the entire crossword puzzle wil be
blue and a message will appear stating that the puzzle is complete and you can return
to the main menu.

ﬂ
EIEI

% This icon activates the dHHangman gamed
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a b c d e f a b c¢c | |d e f
g h i i k | g h i ] k |
m n o p q T m n o p q T
5 t u v W x S t u v w X
Yy =z y 2

Correct: 0 Correct:

When this exercise is started the screen on the left is displayed. The student then click s
on the green drum to activate the placeholder squares as in the screen on the right.

When you click on the help button one letter will appear prompting the start of the
hangman process.

Sewing together different fabrics.

%DDDDDDD

[+F]
=3
o
=8
3]
-

-]

@ﬁ

Correct: Incorrect: 0

Letters can be typed in using the keyboard or by using the mouse to click on the letters
provided. If a corr ect letter is selected it will be displayed in the placeholder squares

17



corresponding to that letter & correct place in the word. If the letter is present more than
once in the word, all the corresponding places will be filled in.

Sewing together different fabrics.

%DDDDDDD

al|lb||lc|(d||e f

g h i ] k I

m n o p q r

S t u vV W X

y z

D e

Correct: 0 Incorrect. 0

If an incorrect letter is chosen the hangman process will progress one step at a time.

The purpose of this exercise is to identify the correct word before the scarecrow is
completely hung, as in the example.

If the student fails to correctly identify the word in time the program will indicate that it
is wrong, and display the correct word in red letters.
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