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INTRODUCTION 
Thank you for purchasing ReadingDoctor® ReadingSoundsϰ 1 Professional (RS1P) by LearningScience® Pty 

Ltd, the fun, effective, scientifically based software designed to teach foundation literacy skills. 

 

Rapid advances in technology, the ever-increasing affordability 

ƻŦ ƘƻƳŜ ŎƻƳǇǳǘŜǊǎ ŀƴŘ ŎƘƛƭŘǊŜƴΩǎ ƛƴǎŀǘƛŀōƭŜ ŀǇǇŜǘƛǘŜ ŦƻǊ ǳǎƛƴƎ 

information technology makes computer based teaching and 

remediation systems a key solution to providing effective 

literacy instruction. We are confident that after using RS1P, you 

will be convinced that it is the most effective computer based 

system of teaching foundation literacy skills available.  

 

Please take a few moments and read this manual to ensure that you get the optimum benefit from 

wŜŀŘƛƴƎ{ƻǳƴŘǎϰ 1 Professional.  Note that RS1P is not designed to be used by students without any 

supervision. The most effective method of quickly understanding how RS1P works is to read this manual and 

spend time learning about the various features in the program before introducing activities to students. We 

suggest that you print this manual and experiment with the features of the program while you read.  

RS1P has been developed by Bartek Rajkowski, a speech-language pathologist and researcher specialising in 

the assessment, treatment and diagnosis of literacy difficulties. The program is based on years of research 

into the underlying mechanisms of reading acquisition and thousands of hours of clinical experience in 

teaching children how to read. Bartek works with children who have literacy difficulties at his private 

practice, Adelaide Speech Pathology Services (www.adelaidespeech.com). He is currently completing a PhD 

investigating the underlying cause of literacy difficulties at the Flinders University of South Australia.    

So how do children learn to read? In order to become competent readersΣ ǎǘǳŘŜƴǘǎ Ƴǳǎǘ ƭŜŀǊƴ ǘƻ ΨōǊŜŀƪ ǘƘŜ 

codeΩ ƻŦ ǿǊƛǘǘŜƴ ƭŀƴƎǳŀƎŜΦ Since written English is essentially a symbolic representation of the sounds of the 

language, an understanding of the sound structure of language (phonological awareness) facilitates the 

transition between spoken and written language skills. The past several decades of research have provided 

conclusive evidence that an understanding of the 

relationship between the sounds in language and the 

written (orthographic) representations of those sounds is 

the most crucial skill involved in literacy development. 

Research has shown that good readers are very skilled at 

using letter-sound relationships when reading, while 

difficulty in understanding that words are made up of 

sounds and just how sounds are represented by letters is a 

hallmark of the struggling reader.  

Teaching beginning and struggling readers to rapidly, automatically and accurately recognise letter-sound 

patterns and to use this knowledge to construct and deconstruct words is challenging due the abstract 

nature of letter-sound relationships. CƻǊ ŜȄŀƳǇƭŜΣ ǘƘŜǊŜ ƛǎ ƴƻ ǊŜŀǎƻƴ ǿƘȅ ǘƘŜ ǎǉǳƛƎƎƭŜ άǎέ ǊŜǇǊŜǎŜƴǘǎ ǘƘŜ 

ǎƻǳƴŘ κǎκ ŀǎ ƛƴ άsǳƴέΦ Understanding that letters represent certain sounds poses a great challenge to 

beginning readers and especially to those children struggling with reading, since there is no meaningful 

relationship between the way that letters look and the sounds they make.   

άReadingDoctor® Software is 

fun, effective, scientifically 

based software designed to 

teach foundation literacy 

ǎƪƛƭƭǎέ 

ά¢ƘŜ ǇǊƻƎǊŀƳ ƛǎ ōŀǎŜŘ ƻƴ years of 

research into the underlying 

mechanisms of reading acquisition 

and thousands of hours of clinical 

experience in teaching children 

Ƙƻǿ ǘƻ ǊŜŀŘΦέ 

http://www.adelaidespeech.com/
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Once children learn the sounds that letters make, 

they need to be able to rapidly, automatically and 

accurately apply these skills in joining sounds 

together when reading unfamiliar words - the 

ƭŜǘǘŜǊǎ άǎ-t-o-Ǉέ ƳŀƪŜ ŦƻǳǊ ƛƴŘƛǾƛŘǳŀƭ ǎƻǳƴŘǎ (/s/ -

/t/ -/o/ -/p/ ), which when joined together, say the word /stop/. The opposite process occurs when spelling. 

/ƘƛƭŘǊŜƴ ƴŜŜŘ ǘƻ ōŜ ŀōƭŜ ǘƻ ǳƴŘŜǊǎǘŀƴŘΣ ŦƻǊ ŜȄŀƳǇƭŜΣ ǘƘŀǘ ǘƘŜ ǿƻǊŘ άǎǘƻǇέ Ŏƻƴǘŀƛƴǎ ǘƘŜ four individual 

sounds /s/ -/t/ -/o/ -/p/, which may be represented in writing as the visual pattern, άǎǘƻǇέΦ These skills form 

the backbone of reading and writing ability in all children learning to read, and allow the student to read 

unfamiliar words independently. Research indicates that children with learning difficulties such as dyslexia 

have a neurological glitch which makes learning these skills particularly difficult.  

In addition to being able to apply sound-symbol knowledge in reading and spelling unfamiliar words, 

children learning to read need to be able to recognize commonly occurring irregularly spelt words, that is, 

words which do not conform to typical sound-ƭŜǘǘŜǊ ǇŀǘǘŜǊƴǎ όǎǳŎƘ ŀǎ άǎaiŘέΣ άwhoέ ŀƴŘ άȅachǘέύΦ These 

words must be learnt with an emphasis on visual patterns rather than letter-sound relationships. 

At the heart of ReadingDoctor® Software is a highly 

effective, innovative system of teaching sound-symbol 

relationships. The engaging, arcade-style games in the 

program use a unique, patent pending, self adjusting 

multisensory system of visual and auditory mnemonic 

cues called the RapƛŘ [ŜŀǊƴƛƴƎ aŀǘǊƛȄϰ. These cues ŀǊŜ ŀŘƧǳǎǘŜŘ ŦƻǊ ŜŀŎƘ άǘŀǊƎŜǘέ to be learnt (for example 

a letter-sound or a word), based on ǘƘŜ ǎǘǳŘŜƴǘΩǎ ǇŜǊŦƻǊƳŀƴŎŜΦ ¢Ƙe wŀǇƛŘ [ŜŀǊƴƛƴƎ aŀǘǊƛȄϰ provides the 

student with self-adjusting, multƛǎŜƴǎƻǊȅ ΨǎŎŀŦŦƻƭŘƛƴƎΩ ŦƻǊ ŜŀŎƘ ƛƴŘƛǾƛŘǳŀƭ ǘŀǊƎŜǘΦ ¢Ƙƛǎ ǎŎŀŦŦƻƭŘƛƴƎ ǎǳǇǇƻǊǘ 

builds independence and rapidly strengthens the crucial skills taught in the program. The Rapid Learning 

aŀǘǊƛȄϰ Ŏƻƴǘƛƴǳƻǳǎƭȅ ƛŘŜƴǘƛŦƛŜǎ ǎǘǳŘŜƴǘΩǎ ǎƪƛƭƭ ǎǘǊŜƴƎǘƘǎ ŀƴŘ ǿŜŀƪƴŜǎǎŜǎ, adjusting tasks accordingly. It 

eliminates targets which the student finds easy, and builds new skills through providing carefully attuned 

levels of assistance based on how difficult students find each target. It automatically identifies when a 

student finds it difficult to discriminate between targets and adjusts the level of support for the confused 

targets until successful discrimination is achieved. As the student begins to master a new target, the 

program reduces the level of visual and auditory mnemonic support until independence is established. In 

this way, new skills are taught according to the specific needs of each learner and time is not wasted on 

already established skills. The program uses engaging arcade-style animation and sound. A scoring system 

rewards correct, quick responses. This feedback combined with the self-adjusting multisensory scaffolding 

support results in the accurate, rapid and automatic recognition of letters and words required for reading.   

The program allows the reading instructor (teacher, 

parent, speech-language pathologist etc.) to quickly set 

up individually tailored programs for students using 

the large library of targets, with full customization of 

activities if desired. Student progress is recorded in 

detailed student reports which may be easily sent by 

email to other reading instructors involved in teaching 

the student. In addition, all skills taught in the program 

may be tested in order to monitor progress and identify areas of weakness. Finally, a large library of 

άIn order to become competent readers, 

students must learn to break the code 

in written languageέ 

ά!ǘ ǘƘŜ ƘŜŀǊǘ ƻŦ ǘƘŜ ǎƻŦǘǿŀǊŜ ƛǎ ŀ ƘƛƎƘƭy 

effective, innovative system of 

teaching sound-ǎȅƳōƻƭ ǊŜƭŀǘƛƻƴǎƘƛǇǎέ 

ά¢Ƙƛǎ ŦŜŜŘōŀŎƪ ŎƻƳōƛƴŜŘ ǿƛǘƘ ǘƘŜ ǎŜƭŦ-

adjusting multisensory scaffolding 

support results in the accurate, rapid 

and automatic recognition of letters 

and words required for reading.   
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flashcards with adjustable visual cues to assist in target recognition is available for printing from within 

RS1P. These flashcards enable reading instructors to reinforce all of the skills taught in the program in card 

based games which are fine tuned to the ǎǘǳŘŜƴǘΩǎ ability level. 

RS1P teaches and strengthens the following essential literacy skills: 

¶ Letter-sound knowledge  
(Knowledge of the letters or groups of letters which represent the individual sounds in language) 

¶ Phonological awareness  
(Awareness of the sound structure of language) 

¶ Phonemic awareness  
(Awareness of the individual sounds in words) 

¶ Blending  
(The ability to join sounds together to make words) 

¶ Segmentation  
(The ability to break words up into separate sounds) 

¶ Sight word recognition  
(The ability to recognise the most common words in written language) 

¶ Auditory discrimination  
(The ability to tell the difference between similar sounds or words) 

¶ Articulatory awareness  
(Awareness of how sounds are made by the mouth and articulators) 

¶ Visual discrimination  
(The ability to tell the difference between visually similar letters or words) 

¶ Word knowledge  
(Vocabulary)   

RS1P was designed to be intuitive and quick to use, while providing the level of customizability and depth 

expected by providers of literacy instruction such as: 

¶ Classroom teachers 

¶ Special education teachers 

¶ School support staff (such as School Services Officers)  

¶ Parents 

¶ Speech-language pathologists 

¶ Educational consultants 

¶ English as a Second Language (ESL) teachers 

¶ Tutors 
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In summary, ReadingDoctor® software provides a scientifically based, fun and highly effective solution to 

teaching vital skills to beginning and struggling readers. It facilitates fluent, independent reading ability 

ǘƘǊƻǳƎƘ ǘŜŀŎƘƛƴƎ ŎƘƛƭŘǊŜƴ ǘƻ ΨōǊŜŀƪ ǘƘŜ ŎƻŘŜΩ ƻŦ ǿǊƛǘǘŜƴ ƭŀƴƎǳŀƎŜΣ ǿƘƛƭŜ ŜǎǘŀōƭƛǎƘƛƴƎ ŀ ǎǘǊƻƴƎ ƪƴƻǿƭŜŘƎŜ ƻŦ 

irregularly spelt, frequently occurring words which cannot be decoded using common letter-sound patterns.  

The objective of this manual is to provide an instructional guide to using the program. Detailed information 

about reading research and the theoretical foundations underpinning the program may be found on our 

website www.readingdoctor.com.au. The website includes downloadable video tutorials as well as 

information for specialists, teachers and parents regarding literacy development and research based 

instruction. 

We hope you enjoy using ReadingDoctor® Software. If you have any suggestions or comments that may help 

us improve our software, please do not hesitate to contact us. 

 

 

 

Yours Sincerely, 

 

 

The LearningScience® Pty Ltd Team 
  

http://www.readingdoctor.com.au/
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ABOUT READINGDOCTOR® SOFTWARE 
ReadingDoctor® Software was created by LearningScience® Pty Ltd. ReadingDoctor® and LearningScience® 

are registered trademarks of LearningScience® Pty Ltd. wŜŀŘƛƴƎ{ƻǳƴŘǎϰ ŀƴŘ wŀǇƛŘ [ŜŀǊƴƛƴƎ aŀǘǊƛȄϰ ŀǊŜ 

trademarks of LearningScience® Pty Ltd.  

 

ReadingDoctor® Software is protected by a pending international patent. 

Contacts 

LearningScience® Pty Ltd 

ACN:   120 961 971 

ABN:  98 120 961 971 

 

Address: 67 Edward Street 

  Norwood 

  South Australia 

  5067 

 

Phone:   1300 66 99 40  
(Local call cost from a landline for Australian customers, nationwide. Calls from a mobile will 

incur an extra charge) 

Fax:        +61 08 8331 9884  

Email:   support@readingdoctor.com.au  

LearningScience® Pty Ltd Team 

Bartek Rajkowski 
Director; Research, Development and Testing; Program, Graphic and Sound Design; Prototype and Additional 

Programming; Manual 

 

About Bartek: 

Bartek is a speech and language pathologist specialising in the assessment, diagnosis and remediation of 

reading and writing difficulties. He works in private practice at Adelaide Speech Pathology Services 

(www.adelaidespeech.com), and is very passionate about working with dyslexic children and their families. 

He is currently completing a PhD investigating the underlying cause of literacy difficulties at the Flinders 

University of South Australia. He is a keen musician and avid computer enthusiast. He lives with his very 

patient wife Jane, and very lovable son Joel, to whom this software is dedicated. 

 

Bartek may be contacted at bartek@readingdoctor.com.au. 

 

mailto:support@readingdoctor.com.au
http://www.adelaidespeech.com/
mailto:bartek@readingdoctor.com.au?subject=RS1P%20Inquiry
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Paul Malyschko 
Programmer; Testing 

 

About Paul: 

Paul is a freelance programmer and designer.  He has completed a Bachelor of Visual Communication 

(Illustration Design) from the University of South Australia.  The little time he has left not spent on 

programming or design is spent with his girlfriend and friends, on game design, music, writing and other 

creative endeavours. 

 

Paul may be contacted at paul@readingdoctor.com.au. 

 

Michael Burns 
Commercialisation Consultant 

 

About Michael: 

Michael has been involved with the commercialisation of early stage technology and capital raising for over 

15 years, including seven years as a Commercialising Emerging Technologies (COMET) Business Advisor with 

AusIndustry. 

 

Michael may be contacted at burnsm@strategon.com.au. 
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SYSTEM REQUIREMENTS 
Minimum system requirements: 

Intel Pentium III (or equivalent) processor 

Windows XP, Windows Vista 

Direct X 6.0 or better 

64 Megabytes of RAM 

1024 x 768 (or better) screen resolution with 32 bit colours 

250 Megabytes of Hard Disk Drive space 

Internet Connection (required for license activation) 

 

Recommended system requirements: 

Intel Pentium IV (or equivalent) or greater processor 

Windows XP, Windows Vista 

Direct X 8.0 or better 

256 Megabytes of RAM 

1024 x 768 (or better) screen resolution with 32 bit colours 

Direct X 8.0 (or better) compatible soundcard 

250 Megabytes of Hard Disk Drive space 

Internet Connection (required for license activation) 

INSTALLATION 
If you downloaded the program from the internet: 

1. Save the άReadingSounds_1_Pro_SETUPέ file to your hard drive 

2. Open the file by double clicking on it 

3. Follow the instructions on the screen  

 

If you purchased the program on CD-ROM: 

1. Insert the CD-ROM into the CD-ROM drive 

2. Follow the instructions on the screen 
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bƻǘŜΥ ƛŦ ǘƘŜ άŀǳǘƻǊǳƴέ ŦŜŀǘǳǊŜ ƛǎ ŘƛǎŀōƭŜŘ ƻƴ ȅƻǳǊ ǎȅǎǘŜƳΣ ǘƘŜ /5-ROM will not automatically run the 

ƛƴǎǘŀƭƭŀǘƛƻƴ ǇǊƻƎǊŀƳΦ LŦ ǘƘƛǎ ƻŎŎǳǊǎΣ ƭƻŎŀǘŜ ŀƴŘ Ǌǳƴ ǘƘŜ ŦƛƭŜ άReadingSounds_1_Pro_SETUPέ ŦǊƻƳ ǘhe CD-ROM 

ǳǎƛƴƎ άaȅ /ƻƳǇǳǘŜǊέ ƻǊ άCƛƭŜ 9ȄǇƭƻǊŜǊέ ƛƴ ²ƛƴŘƻǿǎΦ 

EVALUATION PERIOD 
All ReadingDoctor® Software products offer an opportunity for you to evaluate the software before 

purchasing it. When you first install RS1P, the program will be in evaluation mode. RS1P, may be evaluated 

by clicking άStart Free Trialέ when the program is launched. Evaluation mode offers all of the features of the 

full version of the software, however the program will cease to function after the evaluation period expires. 

If you wish to continue using the software, you may purchase it by using the online registration mechanism. 

If you do not have an internet connection, please contact us to register by phone or fax.    

REGISTRATION 
You will need to register RS1P in order to continue using it following the evaluation period. Registration is 

handled by !ŎǘƛǾŜa!wYϰ Digital Rights Management (DRM) software from ¢ǊȅƳŜŘƛŀ {ȅǎǘŜƳǎϰ. Registration 

of the software immediately turns the evaluation version of RS1P into the full version. Information you send 

through the registration mechanism is encrypted with the latest encryption technology, so you can be sure 

that your details are kept confidential and secure. 

 

To register the program online: 

 

Registering the software using the online registration mechanism is instant and secure. Once you have 

registered the software, an internet connection is no longer required. To register the software: 

 

1. Run the program by selecting it from the START menu or double clicking on it from the Windows 

desktop 

2. When the registration screen appears, click άBuy Full Versionέ 

3. Follow the instructions on the screen 

 

To register by phone:  

Please call LearningScience® PTY LTD on 1300 66 99 40 (South Australian business hours only. Local 

call cost for Australian customers from a landline, nationwide. Calls from mobiles incur additional fees). 
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USING THE PROGRAM 

GETTING STARTED 
RS1P has been designed to be intuitive and easy to use, and has been thoroughly tested in our clinic. The 

easiest way to become acquainted with the software is to explore and experiment with the various activities 

and features before introducing it to students. It is suggested that you have the software running while you 

read this manual. 

 

To get started: 

Once the program has been installed, launch the program by double clicking the RS1P icon on the desktop, 

or clicking on the RS1P program item in the Windows® άStartέ menu.  

TITLE SCREEN 
The title screen is used to launch the program and access our website. Click on the readingdoctor.com.au 

button to visit our website. Click on the red tick button to start RS1P. 

Using the Inbuilt Help System 
As soon as you start the program, an onscreen άhelpέ feature provides support as you learn to use the 

software. Once this feature is turned on (it is on by default when you first run the software), just move your 

mouse over something and information will appear in a yellow frame at the bottom of the screen: 

 

 
 

The help feature may be turned on and off by pressing the ReadingDoctor® Logo at the top right of the 

screen: 
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LOGIN SCREEN 
The Login New Student screen allows you to create new student records or select existing student records 

for students who will use the software. When a new student record is created, a data file containing the 

ǎǘǳŘŜƴǘΩǎ ǇǊƻƎǊŜǎǎ reports, individual settings and test results is created. Every time the student uses the 

software, this information is updated and saved automatically.   

 

 

Creating a New Student File 
To create a new student record: 

 

1. Click on an <empty> student record field 

2. ¢ȅǇŜ ǘƘŜ ǎǘǳŘŜƴǘΩǎ ƴŀƳŜ όƛŦ ŀ ǎǘǳdent is entering their name and forgets to include a capital, the 

program will convert the first letter into a capital letter) 

3. Press ENTER 

 

¢ƘŜ ǎǘǳŘŜƴǘ Řŀǘŀ ŦƛƭŜ Ƙŀǎ ōŜŜƴ ŎǊŜŀǘŜŘΣ ŀƴŘ ǘƘŜ ǎǘǳŘŜƴǘΩǎ ƴŀƳŜ ƛǎ ǎŜƭŜŎǘŜŘΦ ¢ƻ ŎƘŀƴƎŜ ǘƘŜ ǎŜƭŜŎǘŜŘ ǎǘǳŘŜƴǘΣ 

simply click on an existing student record field. The currently selected student is displayed at the top of the 

screen. If this area is blank, a student has not been selected. Once you have selected a student, press the 

red άtickέ button to go to the Main Menu screen. 
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To delete an existing student record: 

 

1. Click on an existing name 

2. Click the rubbish bin 

3. Type ǘƘŜ ŀŘƳƛƴƛǎǘǊŀǘƛƻƴ ǇŀǎǎǿƻǊŘ όǘƘŜ ŘŜŦŀǳƭǘ ǇŀǎǎǿƻǊŘ ƛǎ ΨǊŜŀŘƛƴƎŘƻŎǘƻǊΩύ and press ENTER 

4. Confirm file deletion 

 

There is no limit to the number of students which may be entered in RS1P. Once a page is filled with student 

names, the program will automatically generate a new page of empty student record fields. The program 

automatically arranges the student names in alphabetical order. When more than one page of student 

names exists, use the arrow buttons to navigate between pages. 
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MAIN MENU 
All of the features of RS1P are accessible from the Main Menu screen: 

 

 
 

From the Main Menu, you may: 

 

1. Access activity menus 

2. Access the flashcard printing feature 

3. Access the testing feature 

4. Return to the Login New Student screen 

5. Set program options 

6. Exit the program 

 

To access the various features, click the blue button corresponding to the feature or activity you wish to use 

using the mouse. The following section outlines the activities and features available from the Main Menu in 

more detail.  
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THE ACTIVITY INTERFACE 
To load a preset activity from the Main Menu: 

1. Click on an activity type (such as Letter Sounds) 

2. Click one of the blue buttons within the activity menu (such as All Sounds in the Letter Sounds 

activity menu) to load a preset activity 

Each activity in RS1P is presented within an easy to use interface:  

 

 

 

 

Targets to be mastered are presented on άtilesά in the tile display area, which features a self-adjusting Rapid 

Learning Matrixϰ for displaying response choices, providing visual cues to assist in discrimination, providing 

feedback on performance and receiving student responses. The control panel allows the student to control 

the game. It provides feedback regarding progress, and provides additional learning support such as visual, 

auditory and articulatory cues. It also presents the student with correct responses following errors.  

The main features of this interface are consistent between activities in order to maximize ease of use for the 

student.  

 

 

Control panel 

Tile display area 
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Features of the Tile Display Area   

Tile Features 

Targets to be learnt by the student are presented on tiles in the Tile Display Area: 

 

 

Tiles adjust visual and auditory mnemonics/cues according to the level of support required by the student 

for that particular target. They also display a Tile Progress Bar, which tells the student how many responses 

are required to complete the tile and eliminate it from the RŀǇƛŘ [ŜŀǊƴƛƴƎ aŀǘǊƛȄϰ όǘhe number of empty 

squares in the progress bar indicates the number of correct responses in a row required to complete the tile 

ŀƴŘ ŜƭƛƳƛƴŀǘŜ ƛǘ ŦǊƻƳ ǘƘŜ wŀǇƛŘ [ŜŀǊƴƛƴƎ aŀǘǊƛȄϰ).  

The objective of the self-adjusting visual and auditory cues/mnemonics is to support the student in 

providing a response until independent, automatic recognition of the target is achieved. The objective of the 

progress bar is to provide feedback regarding progress and the number of responses required to complete 

the target, as well as provide reinforcement for correct responses.  

Timer Bar 

A correct response must be provided within a given time period for each presented target. The timer bar at 

the bottom of the Tile Display Area displays the time left to identify the current target, as well as the time 

bonus that will be attained if the target is correctly identified within that time period:  

 

 

²ƘŜƴ ǘƘŜ ǘƛƳŜ ōŜƎƛƴǎ ǘƻ Ǌǳƴ ƻǳǘΣ ŀ άǘƛŎƪ ǘƻŎƪέ ǎƻǳƴŘ ǿŀǊƴs the student that they are about to run out of 

time. If the student runs out of time, the tile corresponding to that target is reset, and the student is 

provided with support in finding the correct tile. 

The objective of setting a time limit for each response is to facilitate rapid, automatic recognition of the 

targets to be learnt by the student. 

  

Tile Progress Bar 

Visual mnemonic 

Target 

Time remaining Time bonus 
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Features of the Control Panel 

The main features of the control panel are summarized below: 

 

 

Visual Support Screen 

The visual support screen is a television screen which provides additional visual support to help the student 

select a correct response. This visual support is adjusted automatically depending on the studeƴǘΩǎ ǇǊƻƎǊŜǎǎΦ 

It is also used to help the student find the correct tile following an incorrect response. 

 

The objective of the visual support screen is to provide visual support in helping the student to correctly 

identify targets until independent recognition of targets is achieved.  

{ǘǳŘŜƴǘΩǎ bŀƳŜ 

5ƛǎǇƭŀȅǎ ǘƘŜ ŎǳǊǊŜƴǘƭȅ ǎŜƭŜŎǘŜŘ ǎǘǳŘŜƴǘΩǎ ƴŀƳŜΦ 

Score Screen 

The score screen ŘƛǎǇƭŀȅǎ ǘƘŜ ǎǘǳŘŜƴǘΩǎ ǎŎƻǊŜΦ {ǘǳŘŜƴǘǎ ŀǊŜ ǊŜǿŀǊŘŜŘ ŦƻǊ ǉǳƛŎƪΣ ŎƻǊǊect responses. There are 

no scoring penalties for incorrect responses. 

Visual support screen 

Help button 

Start/stop game button 

Speed bonus indicator 

Ψ[ƛǾŜǎΩ ƛƴŘƛŎŀǘƻǊ 

Time elapsed/activity type 

{ǘǳŘŜƴǘΩǎ ƴŀƳŜ 

Score screen 

Repeat button 

Ψ/ƻǊǊŜŎǘ ƛƴ ŀ ǊƻǿΩ 

bonus indicator 

 Articulatory cue screen 

ReadingDoctor® 

Bonus indicator 
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The objective of providing a student score is to provide reinforcement for fast, correct and consistent 

identification of targets. 

Help Button 

This is the in-game help button. The student can press this button to hear instructions for the current 

activity. 

Repeat Button 

This button presents the target again.  

Start/Stop Game Button 

This button starts and stops the game. It may also be used to pause the game, since a confirmation screen is 

presented before exiting the current activity and returning to the menu screen. 

Speed Bonus Indicator 

Each time the student provides a quick correct response, a new bar appears 

on the speed bonus indicator. Once 10 fast responses have been provided, 

a rabbit speed bonus feature is activated. Every time a subsequent fast, 

correct response is provided by the student, a speed bonus of 1,000 points 

is awarded to the student. An incorrect or slow response resets the άspeed 

bonusέ mechanism. 

 

The objective of the speed bonus system is to reward fast identification of 

targets by the student.  

Correct in a Row Bonus Indicator 

Each time the student provides a correct response, a new tick appears 

on the correct in a row bonus indicator. Every time the student provides 

5 correct responses in a row, they are awarded a bonus score. This 

bonus score increases by 1000 points every time a further 5 correct 

responses in a row are achieved. An incorrect response resets the 

correct in a row bonus indicator. So for example, when a student 

achieves 5 correct responses in a row, a bonus of 1,000 points is 

awarded. For 10 in a row, a bonus of 2,000 points is awarded. For 15 

correct responses in a row, 3,000 points are awarded, and so on, up to a 

maximum of 20,000 points. The άȄмΣ ȄнΣ ȄоΧέ at the bottom right of the άcorrect in a rowέ bonus indicator 

corresponds to the number of times the άcorrect in a rowέ bonus indicator has been filled with ticks.   

 

The objective of the άcorrect in a rowέ bonus system is to reward students for consistency in providing 

correct responses.  
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Tile Completion Bonus 

When the student completes a tile without any errors, 

bonus objects appear on the screen. These bonus 

objects display entertaining animations. The student 

must collect these falling bonus animations by moving 

the mouse over them to collect a 500 point bonus per 

object. If all bonus objects are successfully collected, the 

student is rewarded with a 5000 point bonus.   

 

The objective of the tile completion bonus system is to 

provide the student with a reward for consistently 

providing correct answers. 

Articulatory Cue Screen 

The articulatory cue screen displays an animated mouth which articulates the targets as they are presented 

ǘƻ ǘƘŜ ǎǘǳŘŜƴǘΦ ¢ƘŜ ƻōƧŜŎǘƛǾŜ ƻŦ ǘƘŜ ŀǊǘƛŎǳƭŀǘƻǊȅ ŎǳŜ ǎŎǊŜŜƴ ƛǎ ǘƻ ǎǘǊŜƴƎǘƘŜƴ ǘƘŜ ǎǘǳŘŜƴǘΩǎ ŀǊǘƛŎǳƭŀǘƻǊȅ 

awareness (awareness of how speech sounds are made) and understanding of the relationship between 

speech patterns and written representations of language. The articulatory cue screen is active during the 

letter sounds, blending and segmentation activities.  

Lives Indicator  

The lives indicator provides the student with information regarding the number of available lives left to 

complete the current activity. By default, students begin each activity with 12 lives. Once the number of 

lives reaches zero, the game is over. The lives mechanism may be switched off and the number of incorrect 

responses required to άlose a lifeέ may be adjusted in the Options menu (which is accessible through the 

Main Menu).  

 

The objective of the lives mechanism is to limit the number of incorrect responses in an activity. This 

prevents students who are finding an activity difficult from becoming frustrated due to long game durations. 

ReadingDoctor® Bonus Indicator 

 

Each time a student finishes a tile without error, ŀƴ ŜȄǘǊŀ ƭŜǘǘŜǊ ƛǎ ƘƛƎƘƭƛƎƘǘŜŘ ƛƴ ǘƘŜ ǿƻǊŘ άwŜŀŘƛƴƎ5ƻŎǘƻǊέ 

on the ReadingDoctor® bonus indicator. Once the student completes all of the letters in the word, a bonus 

of 20,000 points is awarded. 

Time elapsed/activity type 

The time elapsed/activity type display bar displays the current activity type, and the time elapsed in minutes 

and seconds since the student began the activity.  
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ACTIVITY TYPES  
Letter Sounds Activities 

The Letter Sounds menu screen 

enables you to load and customize 

wŀǇƛŘ [ŜŀǊƴƛƴƎ aŀǘǊƛȄϰ ŀŎǘƛǾƛǘƛŜǎ 

designed to quickly and effectively 

teach and reinforce letter-sound 

relationships.  

To load a preset Letter Sounds 

activity, click one of the blue 

activity buttons. 

To create, load or save a custom 

Letter Sounds activity, click on the 

Create Activity button.  

Initial mnemonic support, the 

number of tiles to include in the 

activity and the start and end score for tiles in the activity may be adjusted for all Letter Sounds activities. 

For more information, see the άOptions in Activity Menusέ section.  

The following preset Letter Sounds activity types are available:      

All Sounds 

Load an activity containing all 25 

single letter sounds (a, b, c, d, e, f, 

g, h, i, j, k, l, m, n, o, p, r, s, t, u, v, 

w, x, y, z). 

 

 

 

 

Vowels 

Load an activity containing the 5 

single letter vowel sounds (a, e, i, 

o, u). 
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Consonants 

Load an activity containing the 20 

single letter consonant sounds (b, 

c, d, f, g, h, j, k, l, m, n, p, r, s, t, v, 

w, x, y, z). 

 

 

 

 

b d p 

Load an activity containing the 

commonly confused letters b, d 

and p. 

 

 

 

 

 

 

Create Activity 

Create Activity allows you to 

create, load or save a custom 

activity with any combination of 

letter sounds from the letter 

sounds library.  

 

For example, you could create a 

custom letter sound activity 

designed to teach discrimination 

between voiced and voiceless 

consonants f/v, t/d, p/b, k/g and 

s/z. More information regarding 

the create activity option may be 

found in Creating Custom Activities 

section.  
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Consonant Blends Activities 

The Consonant Blends menu 

screen enables you to select and 

ŎǳǎǘƻƳƛȊŜ wŀǇƛŘ [ŜŀǊƴƛƴƎ aŀǘǊƛȄϰ 

activities designed to quickly and 

effectively teach and reinforce 

consonant blends. 

To load a preset Consonant Blends 

activity, click one of the blue 

activity buttons. 

To create, load or save a custom 

Consonant Blends activity, click on 

the Create Activity button.  

Initial mnemonic support, the 

number of tiles to include in the 

activity and the start and end score 

for tiles in the activity may be adjusted for all Consonant Blends activities. For more information, see the 

Options in Activity Menus section.  

The following preset Consonant Blends activity types are available:      

All C Blends 

Load an activity containing all 

Consonant Blends (sl, sm, sn, fl, fr, 

st, sw, sp, sk, thr, str, spr, spl, scr, 

shr, tr, bl, pl, cl, gl, dr, br, pr, cr, 

gr). 

 

 

 

2 letter C Blends 

Load an activity containing all 2 

letter Consonant Blends (sl, sm, sn, 

fl, fr, st, sw, sp, sk, tr, bl, pl, cl, gl, 

dr, br, pr, cr, gr). 
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3 letter C Blends 

Load an activity containing all 3 

letter Consonant Blends (thr, str, 

spr, spl, scr, shr). 

 

 

 

 

 

Create Activity 

Create Activity allows you to 

create, load or save a custom 

consonant blends activity with any 

combination of consonant blends 

from the consonant blends library.  

 

For example, you could create a 

custom consonant blend activity 

designed to teach the student to 

practice discriminating between 2 

letter consonant blends which are 

minimal pairs (pairs which differ by 

only one feature), where the 

second consonant in the blend is 

/l/ or /r/.  More information 

regarding the create activity option 

may be found in Creating Custom 

Activities section.  
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Blending Activities 

The Blending menu screen 

enables you to select and 

ŎǳǎǘƻƳƛȊŜ wŀǇƛŘ [ŜŀǊƴƛƴƎ aŀǘǊƛȄϰ 

activities designed to quickly and 

effectively teach and reinforce 

blending skills. 

To load a preset Blending activity, 

click one of the blue activity 

buttons. 

To create, load or save a custom 

Blending activity, click on the 

Create Activity button.  

Initial mnemonic and blending 

support, the number of tiles to 

include in the activity and the start 

and end score for tiles in the activity and the level of vocabulary for words in the activity may be adjusted for 

all Blending activities. For more information, see the Options in Activity Menus section.  

The following preset Blending activity types are available:      

CVC Blending 

Load an activity containing CVC 

(consonant-vowel-consonant) 

words, such as άcat, potέ and 

άhenέ, from the word library. 

 

 

CCVC Blending 

Load an activity containing CCVC 

(consonant-consonant-vowel-

consonant) words, such as άspot, 

crabέ and άclubέ, from the word 

library. 
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CVCC Blending 

Load an activity containing CVCC 

(consonant-vowel-consonant-

consonant) words, such as άlost, 

lampέ and άsoftέ, from the word 

library. 

 

 

CCVC & CVCC Blending 

Load an activity containing a 

combination of CCVC (consonant-

consonant-vowel-consonant) and 

CVCC (consonant-vowel-

consonant-consonant) words, such 

as άlost, stop ά and άsoftέ, from the 

word library. 

 

Create Activity 

Create a custom Blending activity 

in which you specify the word 

patterns to include. Activities 

containing any   combination of 

CVC, CCVC and CVCC words form 

the word library be created using 

this option. For example, you 

could create a custom blending 

activity designed to teach the 

student to practice blending CCVC  

words that begin with άsέ, or to 

practice blending CVC words with 

άaέ or άeέ in the medial (middle) 

position.  More information 

regarding the create activity 

option may be found in Creating 

Custom Activities section.  

 

 

  


