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Astech Training Software

Reviewed on MS Windows. Suitable for 98, NT, 20QB,
(Also available for MAC OS computers)

Author: Gerry Kennedy
ICT Consultant in Education and Assistive Technology

Songs & Stories Mouse Skills No.1 —
Level 1: Junior

Background

The Songs & Stories Mouse Skills No.1 softwaresassin the development of access skills for stuglesio have
physical and/or learning disabilities. Lorraine Gay is a New Zealand based Paediatric Occupatiimedapist.
She has designed and created a number of SwitchlansgeTraining CDs, and the result is the ‘Astech
Approach’. This is one of the nine training progsaavailable. Consistent with all well designedwafe in this
genre, it can be used with other assistive deviggdgding mice, trackballs, joysticks, touch screen alternative
keyboards (e.g. IntelliKeys™) that can perform neofigctions.

Users who present with a number of different neaisbe challenging for staff, therapists and parensourcing
appropriate software. Their access and learningseeist be met in a cohesive, complementary maifher.
extensive work undertaken by the Astech team hageprthat the functional use of assistive technplgrrues
benefit in both communication and control for studevho have one or combined disabilities. The derp
needs of users involving physical, sensory and itiwgrimpairments can be successfully accommodatetithe
Astech Approach caters directly to these users.

Twenty years experience in the field has culminatetklivery of these entertaining and captivagmggrams.
They are vibrant and colourful, have excellent fegground, contain delightful music and sound é&ethe
adult and child voices are clear and well pace@ddition, it is refreshing to hear the accentsifidew Zealand.
The programs are interactive and they can be imgéead with individual users or as a set for a total
teaching/training system. ‘Each module of the systedesigned for a general age group and speskiic
acquisition. The actions that the user needs tenstahd and then learn to master in his/her owa tiralude:

When to activate the device

When not to activate it

How to make choices using the device in a numbeliffgrent contexts

Attainable goals can be realised if the team supmpthe child/user undertakes the following:
Identify a long term vision with an appropriate doterm goal
Identify the progression of skills necessary to
achieve this goal
Believe the child can attain these skills
Make a commitment to teach the skills necessary

~
The Software — How It Operates S Q ngs &

TheMouse Skills No. 1 Junior CBay be operated from

the CD, or run from your computer after the corgdrave »@ o) ”

been copied to an appropriate directory (E:g§Program .{ B4 .
Files\Astech\Mouse Ski)lsThe entire contents will require

about 120MB space on a hard disk. Note: Single copy

versions must be used on only one computer andssat ’AOUSQ 5’“"5 NO 1
across an Intranet or network. Level 1 Junior
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The title screen and introduction appear afterdhing the software. You may elect to watch anaéiisor click
to move to the Menu Screen. As you move your mabseit, a number of graphics (i.e. pictures) wilhzate as
you explore the screen’s contents. There are fitigiies from which to choose.
- Step 1: Click the Mouse on the Green Page

Step 2: Roll the mouse over the target

Step 3: Click the mouse on the target

Step 4: Click the mouse on 2 targets

Step 5: Click the mouse on the named target

Another active area on this menu screen isvbase

Training button. It leads you to a series of onscreen pages

that provide important background to the softwaie

Astech Mouse Skills Series provides backgrounth¢o t

purpose of the Mouse Skills package, and why tifievace

was developed. The Mouse Skills Training Systenoes,

and this guides you through the various actividied the

rationale for each Step and how the program warks.five

steps are explained and the purpose of each idycitated for first time users or to those who reer to this
software genre. It serves as a simple, yet effectielp system.

The Software — What It Offers
Step 1: Click the Mouse on the Green Page

Humpty Dumpty: The song of Humpty Dumpty is playesihg a young girl’s voice,

in stages. A green screen (with a dark blue bolidet)splayed. The user is prompted

to ‘Click the Mouse”. This is clearly spoken in adult female voice. When the left

mouse button (or Trackball, IntelliKeys, or Touatré&en button, area or key) is

pressed, the next stage of the song is heard. Asthgraphics teamed with high

interest sound effects are played. After successiipletion of each stage of the

song, the full Humpty Dumpty song it is played agai full, with amusing animation and sound effedtse
software ignores extra mouse clicks during the aiwah or spoken sequences.

Little Chick Gets Lost: This story of the Little €k is spoken in an
adult female voice, as the narrator. As with Hunpiympty, the

green screen indicates that the device must begateEach scene has
a black background for good visual differentiatiith brightly
coloured, simple, large graphics.

HINT: If you have users who are vision impairedam@e cursor
and/or coloured cursor may assist some users. @hang cursor size
in My Computer/Control Panels/Mouse or acquire fvom sites such asww.tucows.com

The entire program is error free and there is me fimit. The mouse cursor can be positioned anyaba the
screen. Be sure to set the screen size to 800 pig6I3 (i.e. picture elements or ‘dots’) otherwéstarge border
appears. The cursor is ‘dead’ or inactive if plairethe coloured border. This is where errors camiade!

The other characters including the chick’s, frogaw’s, sheep’s and snake’s
voices are also spoken using an actor’s voicedrstary. Graphics are simple
in design and are large in size, thus caterings&wuwho are vision impaired.
The characters move (e.g. shrink and enlarge)egstétk, so the user knows
who is currently speaking. The theme of animalthis story caters particularly
to young children. Unlike some other training paogs, it has content that
maintains interest for a length of time.
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You can opt to begin with the story first. Eachgand story is broken up. This is a deliberategief@ature as it
follows the turning of a page in a story or songbd&ome users cannot read conventional books jssdfiware
provides a way for them to interact with a storytiogir own terms. They learn to control a device are
rewarded with suitable and motivating content. an stop the song or story at any time by clickinghe
Home button (which is always positioned at thadyatleft hand corner of the screen display).

NOTE: The three songs and three stories are the same ones on Songs and Stories Press No.1. These were
initially designed for the Astech Switch Training Series. The only difference is the cue for pressing the device is
“Press the Mouse”, rather than “Press the Switch”.

Step 2: Roll the mouse over the target

The song is the popular “Row, Row, Row Your Boat"this activity the user practices
moving the cursor over a set target area. Theuicison
is voiced as “Go to th€éarget'. Users can practise
moving and controlling the mouse (or assistive dei
Slow, deliberate movements can be practised, Witls s
such as holding the mouse or device, pushing atidgpunovements as well as
attending and coordinating skills all being invahand learnt. The targets are
large and made very obvious. Over correction andom movements can be
quickly checked and assessed. It's a great opptyrtimevaluate performance.

Colour contrast in this step is excellent. Dubioammments and suggestion to throw teachers overlvalirchuse
some giggles and general mirth! There are sourattsfiind the voices are clear and the lyrics funtdnsistent
in this package, the graphics are simple in degigrthey are uncluttered and easy to recognizelaiciguish.

The ‘Cheese on the Breeze’ story follows. Agairny gan opt to hear the story
first. The auditory cue or prompt here is “Gddoget. Squeak is the main
character in the story, and Squeak likes cheesepokition of the character
moves each time, so that the user must contratutsor movement so as to
target the designated area correctly. When itigectly targeted, the graphic
animates. The story then continues. Music combinigid sound effects will aid
in help maintaining the user’s interest. It wilpesially help users who need
constant positive affirmation and direction.

Step 3: Click the mouse on the target

The two previous skills are testedStep 3 Clicking and
targeting are used to accomplish tasks. The targetates
when the cursor rolls over the area with backgrozoidur
changing. The target graphic continues to animatiéthe
device is clicked or pressed. If the user movesthsor
off the target area, it reverts to a still grapénd the

background changes back to the starting coloun@sichange

each time a target is animated.

Characters from the song and story serve as tavyetsrbal cue of
“Click target’ is heard. Old McDonald’s farm is the song with a

child singing the lyrics. Other children join inetithorus. A duck in
New Zealand makes a distinctive “quack” sound, thexovered!

The story of “Hurry Up Teddy” is the continuing stof Teddy
Bear. An adult female re-tells the story of Teddg.is quite a lazy
Teddy and does not like to be woken. The songsarstory are
engaging and will be useful in Music Therapy sessio
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Step 4. Click the mouse on 2 targets

This is similar to Step 3 except that there aretiwgets per screen (or page). The
verbal cue is either “Clickarget or “Click targetandtarget.

When you successfully click on the targets, thesagpear one at a time, after you
move the cursor to each one and then click. Onamathere is no time limit. Users
can take as long as they wish or need. The usetlickreither target in any order.

People working with the user can use appropriadepts, language and gestures to help
direct the user.

Humpty is revisited with the user now has to clicktwo target areas. The story and song
are the same but the skills required have been made complex. The Little Chick Gets
Lost represents the story in this Step.

Step 5: Click the mouse on the named target

Old McDonald had a Farm is used in Step 5 as thg wdith Cheese on the Breeze as the story, witlaRip
Squeak. In Step 5, the user must locate the caarget and click on it. All the previous skillsatat in Steps 1-4
are combined. Users must listen to the song oy siod choose the correct target from a choice ofgraphics.
The directions are voiced, so that children withrirvgg impairments may need some direction and stippo

If the target chosen is incorrect, a responseised) as “No,
click thetarget'. The word “No” appears and replaces the
wrong choice. The area animates, continually cgddind the
original graphic disappears. The other target aaits to be
targeted and clicked. When the correct choice idana
successfully, the story or song continues.

If the correct target is chosen and the cursorased over that area, the target area changes cdlbarcursor
changes to a finger and the target graphic movén/ilicked, the story or song continues. The ahildser
needs to listen and discriminate. If a user has lbeposed to the previous steps, he or she wilivkihe
characters and be able to visually recognize them.

Additional Information: Astech Software

Astech is a New Zealand base company and spedatizssistive device training,
cause and effect titles thus providing a comprefiermrsange of software for beginning
technology userd.orraine Grundy a practising Occupational Therapist, has designed
the software in consultation with other practitimmerhe Astech range of delightful
programs provides entertaining and motivating @i for children. They may also
cater to some adults with intellectual or physutiabbilities, depending upon each
individual's cognition, preferences, likes and giei.

The individual programs are part of a comprehen8stech Switch Training Approach. On each CD, thismn Astech
Switch Training Information section that guides teacher, aide, therapist, carer, trainer or patentigh the steps involved.

The programs can be purchased for MS Windowdaxr OS or as hybrid CDs (that will operate on aitilatform). On MS
Windows, you will require at least a Pentium (or BMquivalent) 200MHz processor with 64 MB of RAM faster
processor with more RAM would be advisable. If toenputer specifications are not followed, the syontzed sound and
animations may not work satisfactorily. A CD or D\Eive is needed to either run the software froem@D or install the
contents into a directory/folder on your hard driVle display settings should be set to 16 Bitaoio 800 x 600 mode for
optimum results.

A sound card is definitely required (with exteroalinternal speakers) or you can use the prograitmsasheadphone. If two
users wish to work alongside each other (i.e. thilden, an aide or carer with a student/cliengntla headphone ‘splitter’
may be required. A switch adapted mouse, Intell&eith or without a switch, or a switch box willasle switch access.
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