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Welcome to the Academix help module for teachers 

Aim (Objective) 
�
The aim of this document is to explain the basic work method of the programme as well as the 
practical implementation thereof. 

What is Academix? 
 
Academix is an educational programme which uses a dynamic method to achieve academic 
progress for all learners. The following areas are covered by the programme: 
 

�  Visual discrimination 
�  Sequences 
�  Analysis and synthesis 
�  Letter recognition (foundation phase) 
�  Word construction 
�  Concentration 
�  Memory 
�  Spelling 
�  Certain grammar principles e.g. plurals, diminutives, synonyms and antonyms 
�  Sentence construction 
�  Reading skills 
�  Comprehension�
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Education principles as foundation of the programme 
 
1.  Academix is not meant to be a beginner's reading programme, or even a developmental 

reading programme, but rather a bilingual education programme which achieves 
academic progress for learners in all subjects of which reading skills are an essential part.  
The basic viewpoint is that each learner should be confronted with challenging methods to 
help develop these abilities more effectively.  At the same time the lessons are graded so 
that the level of interest and age of each learner is satisfied.  This ensures that the 
programme can be used as a correctional reading programme and/or a developmental 
reading programme.  For example, the weak reader in grade 5 can use the grade 4 
lesson and the superior reader in grade 4 can use the grade 5 lesson to further improve 
(develop) his reading ability. 

 
2.  Reading and writing are directly correlated and must be taught in conjunction with each 

other.  To teach or improve reading or to correct wrong techniques in reading successfully 
one needs to incorporate the writing abilities. 

 
3.  Reading speed and comprehension 

The improvement of both these abilities is very important.  To concentrate on one of these 
and not the other would be a superficial approach. 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 s/he had incorrect in the 
lesson.  This helps her/him 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 firstly with flash words (Fun with Words).  In this 
section there are crossword puzzles, word searches, hangman games, word deciphering 
and word jumbles. 
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Modes in which the programme functions 
 

Teacher's mode 
The teacher's mode shows extra choices, e.g. the functions concerning changes or additional 
lesson material including learner administration is shown.  It is not visible in the learner's 
mode. 
Note:  The programme will only allow one teacher to register on the system.  The purpose of 
this is to prevent a learner registering her/himself as a teacher, thus gaining access to the 
teacher's mode. 

Learner's mode 
Certain functions, as mentioned in the previous paragraph, are not available.  Other than that 
the learner can access all the exercises. 
 

Age levels 
In both the teacher's and learner's modes there are different exercises depending on the level 
of the lesson.  If the learner's level is 01-03 A or E there will be three additional exercises in 
the Fun with Words section.  The three exercises are:  1. Words and Pictures. 2. Insert (fill in) 
the correct letters and 3. Find the word pairs.  The aim of these games is to provide the 
foundation to learners at their own level through enjoyable games. 
 

Sections in the programme 
The main screen of the programme will show nine pictures.  Each of these includes a full 
programme with numerous exercises offering different levels of difficulty. 
 

Fun with Colours 
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
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�
In this section three types of exercises are provided: 
 
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 follows:  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.  The game can be played repeatedly, as the pictures are randomly placed so that no 
pattern can be memorised.  Learners can be encouraged to repeat the exercise as many 
times as possible. 

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

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. 
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Degree of difficulty 
 
There are four different levels.  Level 1 flashes the tortoises as described above.  Examples of 
the types on each level are shown below. 
�

�

Flashing speed 
�
This is measured in milliseconds.  The larger the number, the longer the time the picture 
remain 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 
the flashing speed, reading speed or other parameters.  When clicking on the stopwatch the 
following message appears on the screen: 
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
On this screen the learner can adjust the reading speed and flashing speed according to 
her/his requirements.  In the above example the reading speed is 100 words per minute and 
the reading level at this speed is level 2. 
 
The reading speed can be changed by one of two methods, viz 

Level 2 Level 3 Level 4 

� � �
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1.  Type in the required reading speed in the block where the given reading speed is shown, 
or 
2.  Use the slide bar to change the reading speed.  Use the 'save' button to save the changed 
values. 
 
Reading speed 
 
The further the slide bar is to the left, the slower the reading speed will be. 
 
Flashing speed 
 
The further the slide bar is to the left, the faster the flashing speed will be.  The flashing speed 
can be adjusted in the same way as the reading speed. 
 
Expected reading speed table 
 
At the end of the indicated year learners should be able to achieve the following reading 
speeds in words per minute with an 80% comprehension: 
 
Gr 1 80  Gr 8 204  Gr 15 400 
Gr 2 115  Gr 9 214  Gr 16 1000+ 
Gr 3 138  Gr 10 224 
Gr 4 158  Gr 11 327 
Gr 5 173  Gr 12 250 
Gr 6 185  Gr 13 280 
Gr 7 195  Gr 14 340 
 
Note:  This table is only a guideline and may differ from learner to learner. 
 
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 can continue until all the pairs 
have been identified. 
 
The game can be played repeatedly as the pictures are 
randomly placed to prevent pattern memorisation. 
�
�
�
�
�
�
�
�

�
�
�
�



� 4�

�
2.  Sequences 
�
Level 1 
�
The sequences exercise has five different 
levels. 
The degree of difficulty increases on each level. 
Exercises on Level 1 use tortoises as indicated 
(below). 
 
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 its correct 
place 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 
�
This exercise has colours and two different levels.  
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In Level 1 three colours are flashed simultaneously at the chosen speed. 
�
In the following 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 exercise and three colours will flash 
immediately.  Use the drag and drop function 
to move any colour from the palette to its 
correct position.  After placing three colours in 
position, use the test button to check for 
correctness.  The programme will indicate 
whether they are right or wrong. 
 
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 when ten correct answers have been achieved.  Level 2 is the same 
as Level 1, but five colours are flashed instead of three. 
�

Fun with Shapes 
�
The Fun with Shapes exercises use the same 
method as the Fun with Colours exercises.  The 
difference is that instead of tortoises or chairs 
different shapes are flashed.  There are fewer 
levels in the similarity and sequence ranges, but 
more levels in the concentration and memory 
ranges. 
�
�
�
�
�
�
�
�

�
�
�

Fun with Pictures, Numbers and Letters 
�
These three types of exercises use the same method as the previous exercises. 
 
�
�



� � 0

Fun with Words 
�
The Fun with Words exercises differs completely from the previous exercises and requires 
further explanation. 

�
When you click on the Fun with Words icon the picture above appears on the screen.  The first 
important difference is that the screen is now divided into two areas.  The area on the right 
shows the name of the lesson.  The primary difference is that most of the exercises have 
some connection to the lesson shown in the area on the right. 
 
In the above example there are 14 icons in the yellow area.  The top four icons have no 
connection to the lesson on the right, but are four games with which to practice certain 
grammar concepts.  These are from left to right: 
1. Plurals 2. Synonyms 3. Antonyms 4. Diminutives 
�
More than 200 examples are generated equally in each of the four areas.  The learner has the 
chance to answer until s/he has 10 correct answers, thus completing the exercise. If the 
exercise is activated again, other examples will be generated. 
�

In the example shown, the learner must click on 
the dot next to donkeys, then on the test icon 
(yellow drum).  The programme will indicate 
whether the answer is right or wrong.  The colour 
of the drum will change to green and the test 
button to start.  When you click on start the next 
example will appear on the screen. 
�
�
�
�
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�
The synonyms, antonyms and diminutives work according to the exact same principles as the 
plurals. 
�
The last three icons of row 3 are   three games that appear 
as the level of lesson 01E to 03E is indicated. 
�

The first game shows a picture and a word with one letter missing.  The learner must 
press the missing letter on the keyboard.  
�

�
The same picture may appear more than once, but each time a different letter will be missing 
from the word.  The game is completed when 10 correct answers have been given. 
 
This game can be played repeatedly as different pictures and missing letters will appear each 
time.  If the incorrect letter is pressed, the correct word will appear. 
 
This game is meant for gr 0 and gr 1 learners.  Three and four letter words are selected from 
the lesson and appear with the middle letter missing.  The learner must press the missing 
letter on the keyboard.  A clue to what the word is, is given in the left hand block.  When the 
correct answer is given, the train starts to move and a blue arrow appears.  Click on the blue 
arrow for the next word. 
 
The third game is also not related to the lesson, but is most enjoyable for ground phase 
learners.  In this game the correct word pairs must be identified.  See example. 
 
Choose a word in each column to form the correct pair.  Choose one word from the left 
column and one word from the right column to form the correct pair, and then click on the 
yellow test button. 
�
The rest of the games use words taken from the lesson. 
�

�
This icon activates the flash words or spelling section of the programme. 
 
 

This is probably the most important exercises in the programme, since they practice several 
areas. 

�
The most important words from the lesson are flashed 
alternatively. After each flash the correct word must be typed in, 
using the correct case (upper case or lower case, i.e. capital 
letters or small letters). 
 
The first important area practiced is, of course, the correct 
spelling of the words.  Secondly, the eye span width is 
exercised:  as the lesson gets more difficult, the words become 
more difficult and longer. 
 
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. 
�
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Remedial use 
�
Although this programme was developed with the average learner in mind, it works equally 
well to improve the strong learner's reading ability, as well as that of the underachiever, 
because the flash speed can be adapted to suit the needs of different learners. 
�

�
This icon activates the game Decipher the Word 
 
 
 
This icon activates the Crossword Puzzle 
 
 

 
This icon activates the Hangman game 
 
 

 
This icon activates the Word Search game and has 10 different levels.  The choice 
of levels is made after clicking on the icon, but before starting the game.  
�
�

The number of 
blocks, the 
direction and with 
or without lines are 
used to show 
different levels of 
difficulty. 
�
�
�
�
�
�
�

�
This icon activates the Word Jumble game.   

�
�
In this game the most important 
words from the lesson are shown 
with their letters scrambled.  
Using the drag and drop function, 
the correct word must be built on 
the row at the bottom.  After 
placing all the letters in their 
correct places, click on the test 
button to continue to the next 
word.  The exercise is�complete 
when all the words are correct. 
�
�
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Fun with Sentences and other games 
 
The Fun with Sentences section has only two exercises, namely a jumbled sentence exercise 
that works like the Word Jumble game, and a phase flash section that works like the word 
flash game. 
 
The first game is the Classroom game. 
�

�
The aim of the game is to use the mouse to wake each tired student.  The game cannot be 
finished, but the score can improve.  The aim is to optimise the eye span width and exercise 
eye movement. 
�

Fun with Stories 
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
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�
The Fun with Stories section is where the learners read stories using different reading 
techniques.  The programme has nine reading techniques that can be used.  It is important to 
use the techniques in the sequence as they appear on the screen.  The learner must start at 
the binoculars, then move to block A, block B, block C etc. to block E.  (Note:  Block F will be 
inactive during this part of the game) 

�
5�Review of the lesson 
 

 
 
- Tests reading speed 
 

 
 
- Eye movement reading 
 
 
 
- Fixation Reading (3, 2 or 1 fixations – in this order) 
�
�

�
 - Mark Reading 
�
�
�
- Application Reading 
 
�

�

TOOLS (only available in teacher's mode) 
�
1.  Improving reading speed 
�
In this option the last 20 results of the learner's reading speed is shown on a graph.  Should all 
reading marks be required, they can be viewed at the Administration section.  The last 20 
dates are shown on the x-axis, while the y-axis shows numbers in equal intervals between the 
lowest and highest values achieved by the learner. 
 
Note:  These values may not correlate exactly to the actual reading speed, but are very close 
to the actual achievement.  If there is a larger difference between the highest and lowest 
values, then the intervals will be greater.  It is important to note that, should there be many 
readings on the same day, they may not all be in time sequence, but they will be in date 
sequence. 
 
Note:  Results of the flash speed exercises are not shown on the graph, but are included in 
the reading marks of the learner administration. 
�
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2.  Progress with comprehension 
�
The percentage achieved by the learner for each comprehension test is shown here in graph 
form.  As with the reading speed the last 20 values are indicated on the graph.  As the results 
used here are percentages, the y-axis values are indicated in intervals of 10 from 0 to 100. 
 
3.  Add a lesson 
 
Should you want to add your own lesson material, this is the place to start. 
 
There are four items to be completed on the screen below. 

�
�
�

a. Name of the file 
This is an ordinary ASCII text file, which shows and stores the actual reading exercise.  
It can be changed in one of two methods: 
It can be changed in the programme's Editor or in Windows Notepad (see the section 
on lesson review for more details). 

 
b. Lesson description 

This is the name that the programme shows in the lesson to allow the learner to select 
it. 

�
c. The level 

Choose the level from the dropdown list.  There are Afrikaans and English levels to 
choose from. 

 
d. Click on the icon with the three dots to choose a picture for the new lesson 

�
Click on 'save' and the lesson will be added to the list of lessons.  To change the lesson, click 
on an icon with binoculars or on 'edit/ change lesson'.  You can change any aspect in the 
lesson (see lesson review for more details) 
�
4.  Learner administration 
 
Here one can view the learner's results and print reports 
 
5.  Teacher's help 
 
This is the file you are reading currently. 
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�
6.  Change language choice to Afrikaans 
 
The language choice of the 'engine' of the programme can be changed to English or 
Afrikaans. 
Note:  This does not change the language of the lesson;  the 'engine' can be in Afrikaans, 
while the learner choose Level 01E and receive the lesson, spelling words and 
comprehension test in English. 
�

The three sections of the programme concerned with the actual reading lesson, 
namely Words, Sentences and Games, and Stories each have an icon with binoculars 
on it.  This must be used to review the lesson. 

 
Note:  Several functions of the programme are not included in the learner mode.  The learner 
has no functions enabling him/her to change lessons.  If the teacher or parent wishes to make 
changes, it is necessary to access the programme with teacher's rights.  Only when the 
programme is in teacher's mode will it show the lesson change functions. 
�
The review screen is as follows: 
The screen has five main sections, each with several smaller sections.  The first main section 
is 'stories'.  In this section one can change the text to be read by learners. 
 
All Academix lessons can be changed according to requirements, including lessons that are 
added to the programme. 
�
�

�
�
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1.   Story 
 
On this screen the content of the lesson can be changed.  If it is a new lesson, nothing will be 
printed in the large white block.  The lesson can then be typed in or cut and pasted from any 
other Windows programme.  To retain everything in the white block, click on 'save'. 
�

� � �To�prevent future problems, we recommend that the programme is kept in the normal 
C:\Academix form.  All new files must be saved under 'lessons' at C:\Academix. 
 
The 'Edit grammar' button is used to change or add to the plurals, diminutives, 

synonyms or antonyms exercises. 
 
The 'Print lesson' button is used to print the lessons. 
�
�
�
�
2.   Spelling Words 
�

�
�
In this section there are columns with information.  The top section shows the spelling word, 
its description and the 'Hangman' clue.  (To see the Hangman clue, click on the line and 'edit' 
button.)  The following screen will be shown. 
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�
�
In the table below a list of 3- or 4-letter words are shown to play the Insert the Correct Letter 
game.  
�
�
�
�
�
�
3. Comprehension questions 

�
�

�
�
�
The screen has three options.  Comprehension questions can be added, changed or 
discarded. 
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4.   Graphics 
 
The graphics option is used to match a picture to the correct lesson (other than the picture 
which is already there). 
 
5.   Crossword Puzzle and Word Sums 
 
This screen can be used to edit the crossword puzzles and implement new crossword 
puzzles. 
 
The word sums can be changed or new word sums added.  The word sums shown here are 
on the level of the lesson being completed. 


