
 

   

{a!w¢Ŧƛǘϰ CǳƴŎǘƛƻƴŀƭ ŀƴŘ .Ǌŀƛƴ Fitness 
Training Games 

Getting Started User Manual Rev 8.1 

{a!w¢Ŧƛǘϰ tƭŀȅ tƻŘǎ ŀƴŘ tŜǊŦƻǊƳŀƴŎŜ tƻŘǎ 
 

2017 
 



 

 

 

 

 

 

 

 

 

 

 

Unlike other fitness equipment which may require additional insurance, SMARTŦƛǘϰ Pods have been 

approved by the Fitness Insurance Industry for use under general liability insurance.  Please check 

with your insurer to confirm insurance laws in your state. 

 

PARTICIPANTS SHOULD CONSULT A DOCTOR BEFORE STARTING ANY EXERCISE PROGRAM. 

The content of this workout program is made available with the understanding that SMARTfit Inc. 

disclaims all responsibility for any injury incurred as a consequence of 

participating in this program without first consulting a physician or otherwise qualified health care 

professional. 

 

Thank You. Enjoy your new {a!w¢Ŧƛǘϰ system! 

 

SMARTfit Inc. 

www.smartfitinc.com  
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#ÈÁÐÔÅÒ ρ 

Welcome to 3-!24ÆÉÔΆ Functional and Brain Fitness 
Training Games  

3-!24ÆÉÔΆ Conditioning for the Mind and Body:  How it works  
 

3-!24ÆÉÔΆ pods can be used for either supervised and unsupervised play/training  

environments. The cognitive training is the key element that differentiates 3-!24ÆÉÔΆ programs 

which are specifically designed to stimulate the body and the brain concurrently. This is 

accomplished by: 

 

¶ Attracting participat ion and engaging sustained focus with short attention-grabbing 

computer games, played sequentially in the pursuit of score and mastery of skills  

¶ Providing full body exercise by stimulating the hands, feet, eyes, ears and vestibular 

system in playing real games with real tactile equipment (not simulated) 

¶ Featuring high levels of auditory and visual cues to engage creative mental problem 

solving while the players are moving 

¶ Requiring high levels of attention and focus for success (staying present) 

¶ Engaging in cognitive decision-making under pressure 

¶ Delivering a cardiovascular workout in a game format 

 

3-!24ÆÉÔΆ programming improves functional abilities (flexibility, balance, and endurance) while 

concurrently developing high levels of motor efficiency.   
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#ÈÁÐÔÅÒ ς 

System Specifications  
 
Power:  System CPU Controller: 110VAC outlet  
System Pod charging kit: 110VAC outlet 
Charge time: 6-8 hours (Recommended overnight and while not in use) 
Hours of use on a charge: 4-8 (can vary based on games played) 
Range of pods from for the CPU ɀ ρππȭ 

 

 

 

The system CPU  
 

 
 
The system CPU contains the electronic controller, the sound system and speakers, time 
clock, scoreboard, touch key interface for making game and system selections, and the 
power supply.   
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Power On/Off 

The on/off switch is located on the right side of the CPU near the power cord. When powering on, the 

system will take 30 seconds to check that all components are working properly. Please DO NOT 

TOUCH it during this check or your system will display an error message. If this occurs, simply turn 

the system off, wait for 10 seconds, then restart. 

The system 16-digit Alpha Numeric Interface 

The system Interface provides a line of letters for communicating with the system and making 
choices.  A keypad is used to make selections that are addressed later in this chapter. 

Scoreboard and Time clock 

The system Time clock and scoreboard are located below the numeric interface. 

Sound and Volume Options 

There are 2 ways to use the sound in the system from the system control button. Volume control is 
available for each type of sound and users have the option to deactivate any of the sound options: 

1. Game tones.  There are five sets of game tones that can be used to indicate the right/wrong 
hits and game fanfares.  

2. Voice instructions: Voice instructions are optional and are available in English, French, 
Spanish and German.  Systems are shipped with English unless specially requested when 
ordering your system. 

The system Recharging system 

A special power connector is supplied for connecting the wireless pods to a power supply which 
plugs into a 110VAC outlet.  A set of 6 pods should take about 6-8 hours to charge and will provide 
4 - 8 hours of play.  Use the system interface button to find the settings.  

 

   

 

Sensitivity 

There are 5 levels of touch sensitivity on the pods that range from a light touch of a child to a heavier 
touch of an athlete or medicine ball. 
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/ƘŀǇǘŜǊ о 

Set-up SMA24ÆÉÔΆ 7ÉÒÅÌÅÓÓ Pods 
 

4ÈÅ ×ÉÒÅÌÅÓÓ 3-!24ÆÉÔΆ 0ÏÄÓ ÁÒÅ ÖÅÒÓÁÔÉÌÅ ÓÙÓÔÅÍÓȟ ÐÅÒÆÅÃÔ ÆÏÒ ÏÎ ÔÈÅ ÆÉÅÌÄȟ ÉÎ ÔÈÅ ÇÙÍȟ ÏÒ ÉÎ ÔÈÅ 
classroom.  The Play Pod systems differ from the Performance systems in color only.  Performance 
pods are black and the Play Pods come in 6 different colors. 

 

The CPU is always mounted on the secured case using the Velcro strap provided and needs to be 
ÌÏÃÁÔÅÄ ÎÅÁÒ Á ÐÏ×ÅÒ ÏÕÔÌÅÔȢ  4ÈÅ 0ÏÄÓ ÃÁÎ ÂÅ ÌÏÃÁÔÅÄ ÁÎÙ×ÈÅÒÅ ×ÉÔÈÉÎ ρππȭ ÏÆ ÔÈÅ #05 ÁÎÄ ÃÁÎ ÂÅ 
indoors or outdoors.  The pods can be mounted on walls, floor and on the pod stands and placed in 
any configuration desired by the trainer.  Place them close together for more intense cognitive 
games and further apart to add a higher cardio component.   

 

To stabilize the stands for play involving ball play, use the tent pegs supplied if outdoors, or, for 
indoors, place a 10-20lb weight inside each Pod Stand. 

 

Here are some suggested mounting locations: 

 

Hanging Wireless Pods on Walls  

Install temporary mounting hardware for the Pods to be mounted for play.  It is recommended that 
the Pods be spread out over the largest distance possible to allow players to take advantage of all 
the available space.  Pods can be spaced up to 100 feet apart, so be creative and have fun!  For pod 
placement tips, try watching some of our videos online to get a feel for how other people are using 
them. 

 

Note the two keyhole cutouts on the back of the pod for mounting. 
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Instruction on how to install mounts like these that will fit into the keyhole slots on the pod 
back for temporary mounting. 

 

Materials Required for this Install: 

¶ #3 Philips Head Screwdriver 

¶ Tape Measure 

¶ Pencil 

¶ ,ÅÖÅÌ ɉψȱ ÏÒ ÌÏÎÇÅÒ ÐÒÅÆÅÒÒÅÄɊ 

¶ Power Drill 

¶ υȾρφȱ $ÒÉÌÌ "ÉÔ 

¶ Rubber Mallet 

¶ 0ÁÉÎÔÅÒȭÓ 4ÁÐÅ 

 

Procedure: 

1. First, determine where on the wall the Pods should be located.  It is helpful to mark these 

ÁÒÅÁÓ ×ÉÔÈ Á ÐÉÅÃÅ ÏÆ ÙÏÕÒ ÐÁÉÎÔÅÒȭÓ ÔÁÐÅȟ ÊÕÓÔ ÔÏ ÇÅÔ ÁÎ ÉÄÅÁ ÏÆ ×ÈÅÒÅ ÙÏÕÒ ÐÏÄÓ ×ÉÌÌ ÇÏȢ  

 

2. Now that the Pod locations have been selected, use your level 

and your pencil to draw a horizontal line (about 10 inches 

long) through what will be the center of the target. 

 
 
 
 

 
 
 

3. Make a vertical mark that crossed the horizontal line 

ÁÂÏÕÔ τȱ ÔÏ ÔÈÅ ÒÉÇÈÔ ÏÆ ×ÈÅÒÅ ÔÈÅ ÃÅÎÔÅÒ ÏÆ ÔÈÅ ÐÏÄ 

will be located. 

 
 

 
 

4. -ÅÁÓÕÒÅ ψ ρȾψȱ to the left of this mark.  This will ensure that the marks are perfectly spaced 

so that the mounting screws will be centered in the pod mounting holes after installation. 
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There should now be a horizontal line on the wall with two vertical marks through it ό υȾόȱ 
ÁÐÁÒÔ ɉ3ÅÅ 0ÉÃÔÕÒÅ !ÂÏÖÅɊȢ  !Ô ÅÁÃÈ ÏÆ ÔÈÅ ÉÎÔÅÒÓÅÃÔÉÏÎÓ ÏÆ ÔÈÅÓÅ ÌÉÎÅÓȟ ÄÒÉÌÌ Á ωȾυϊȱ ÈÏÌÅȢ 

 
5. Insert anchors into holes, using a rubber mallet if necessary to get them flush. 

6. )ÎÓÅÒÔ ÔÈÅ ÓÃÒÅ×Ó ÉÎÔÏ ÔÈÅ ÁÎÃÈÏÒÓȟ ÌÅÁÖÉÎÇ ϴȱ ÐÒÏÔÒÕÄÉÎÇȢ 

 

 
7. To mount a 0ÏÄȟ ÓÉÍÐÌÙ ÉÎÓÅÒÔ ÔÈÅ ϴȱ ÐÒÏÔÒÕÄÉÎÇ ÓÃÒÅ×Ó ÉÎÔÏ ÔÈÅ ÌÁÒÇÅ ÐÏÒÔÉÏÎ ÏÆ ÔÈÅ 

Keyhole.  Push down on the pod so that the screw shaft seats in the smaller portion of the 

keyhole.  The Pod should now be held snug against the wall, but still removable if lifted.  The 

tightness of the hold can be adjusted by loosening or tightening the screws in the anchors. 

 

 

Attaching to Pods Stands 

Assembly 

1. Unfold base from sides. 

2. Insert the bottom lip of the front side into the base. 

3. Peel off 1st piece of Velcro. 

4. Fix Velcro to the bottom front joint. 

5. Peel of 2nd piece of Velcro. 

6. Fix Velcro to the bottom back joint. 

7. Take Play Pod out of box and fix the back of a Play Pod to front side 

of the stand. 

8. Make sure the top of the back side is under the acromion. The stand 

should function in a similar  way to a stabilizing joint.  

Disassembly  

1. Detach Pod from stand. 
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2. Place Pod back in box. 

3. Peel 1st piece of Velcro from the front joint. 

4. Fix Velcro to front side of stand. 

5. Peel 2nd piece of Velcro from back joint. 

6. Fix Velcro to front side of stand. 

7. Pull out bottom of the front side from the base. 

8. Fold base under and in between both side. 

9. Place Play Pod Stand in box. 

 

Fixing stand to the ground 

1. Pull Pod stand stakes from box. 
2. Insert stakes through four corners of the stand base.  

3. Step on stakes to secure into the ground.  
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/ƘŀǇǘŜǊ п 

System Start-up, Settings, and Operation  
 

The system CPU 

 

 

The system CPU houses the systems controller, electronic boards, sound system, speakers, time 
clock, scoreboard, touch key interface for making game and systems selections, and the power 
supply.   

 

Power On/Off 

The on/off switch is located on the left side of the CPU near the power connect cord. When powering 

on, the system will take 30 seconds to check that all components are working properly. Please DO 

NOT TOUCH any part of the system during this check or your system will display an error message. 

If this occurs, simply turn the system off, wait for 10 seconds, then restart. 

User Name 

The user name is used to access the SUITE button to create a program lesson design. 

Scoreboard 

The scoreboard displays up to four digits of score. 

Time Clock 

The time clock displays 4 digits of time including tenths during the final ten second countdown of a 

game. 

The system 16-digit alpha numeric interface and keypad 

The system Interface provides a line of information that is used to navigate the system options.  
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The system keypad is used to make selections to customize the system for use as well as select 
games and tailor them. The keypad has five Set Up buttons: 

1. SYSTEM: for configuring the system and entering systems options. 

2. SUITE: Allows users to plan and save a group of games for easy to use lesson programs.  

3. GAME: Allows users to make suite or game choices. 

4. Up and Down Arrow keys: Allow users to set system and game options. 

5. ENTER: Allows user to cycle through system and game options. 

 

 

System Start -up and Initialization  

 

 

¶ When the CPU is turned on, it will go through an initialization process where it will identify 
all the active (turned on and addressed) targets. In most cases, it will have been initialized 
before it shipped in which case the system start-up process will take you to the last game 
that was played. 

¶ Re-initializing is sometimes necessary when starting your system for the first time after it 
has been upgraded, or when you want to instruct the CPU to add OR eliminate wireless pods 
for the workout session.   

¶ When the CPU firsts turns on, it will allow you to select which configuration you plan to use 
and will set the system accordingly. Refer to page 14 under system configuration. 
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Setup the CPU 

 

   

 

1. Your wireless Pod system is stored in a secured case with wheels.  It is used to transport 
the system as well as to support the CPU during use by strapping it onto the handle after 

standing it upright. 

2. Remove CPU, Pods, power adaptor and charging cables as well as the power cord from the 

case and set aside. 

3. Close and lock case.  

4. Stand case vertical and upright. 

5. Unlock and pull handle all the way out. 

6. Slide the Velcro backing of CPU through the case handle. 

7. Make sure Velcro is tight and CPU is secure 

8. Plug in one side of your power cable into the right side of the CPU and the other side into 

the 110VAC outlet. 

 

Charging Your Wireless Pod  

A special power charging cable is supplied which connects to the back of the wireless pods.  Up to 
six pods can charge at a time and a single charge should provide up to 18 hours of play.   

1. Charge all pods prior to setting the system up for the first time. 

2. Plug power cord into a 110VAC-electrical outlet.  

3. Plug the other ends of charging cord into the back of each Pod.  

4. The pod may take 4-6 hours to fully charge.  

5. Unplug your charging cord from the wall outlet before starting up the CPU. 
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System Start Up When Adding or Subtracting Pods 

There is a special process when including pods into your system. Follow the steps below when 
youȭre adding/subtracting the number of pods in play. 

1. Make sure your Pods have sufficient charge 
2. Turn your Pods off 
3. Turn your CPU on  
4. Change your system configuration to No Panel 
5. Change wireless targets to the desired number 
6. Turn CPU off 
7. Turn each Pod on 
8. Turn CPU on 
 

This initialization process enables you to choose which targets to activate and provides the system 
a variety of ways it can be used. 

 

No First Target or Mismatch of Targets  

1. When the CPU is turned on, it will go through an initialization process.   
2. Here it will identify all the active (turned on and addressed) pods.  
3. )Æ ÔÈÅ #05 ÄÉÓÐÌÁÙÓ Ȱ.Ï &ÉÒÓÔ 4ÁÒÇÅÔȱ ÏÒ Ȱ-ÉÓÍÁÔÃÈ ÏÆ 4ÁÒÇÅÔÓȢȱ 4ÈÅÎ Æollow the 8 steps listed 

above for a successful startup. 
4. )Æ ÔÈÅ #05 ÓÔÉÌÌ ÓÁÙÓ Ȱ.Ï &ÉÒÓÔ 4ÁÒÇÅÔȱ ÏÒ Ȱ-ÉÓÍÁÔÃÈ ÏÆ 4ÁÒÇÅÔÓȱ ÔÈÅÎ ÆÏÌÌÏ× ÔÈÅ ÏÎÅ ÏÆ ÔÈÅ Ô×Ï 

methods to readdress targets as listed below. 
5. To make sure your pod targets are on (targets that are on will have a blue light that blinks every 

five seconds in the lower and upper right of the display).  
 

Readdressing Targets  

4ÈÅÒÅ ÁÒÅ ÒÁÒÅ ÃÁÓÅÓ ×ÈÅÎ 0ÏÄÓ ÍÁÙ ÎÅÅÄ ÔÏ ÂÅ ÒÅÁÄÄÒÅÓÓÅÄȢ )ÔȭÓ ÉÍÐÏÒÔÁÎÔ ÔÏ ÎÏÔÅ ÔÈÁÔ ÕÓÅÒÓ ÍÕÓÔ 
not strike any targets during the initialization process or additional procedures will be required.  

There are 2 methods to addressing pods: 

¶ Method 1 
1. Press the SYSTEM button followed by continuously pressing the ENTER key until 
ÔÈÅ #05 ÄÉÓÐÌÁÙÓ Ȱ!$$2%33 ./7 ./ȱ  
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2. 0ÒÅÓÓ ÔÈÅ ÕÐ ËÅÙ ÓÏ ÔÈÁÔ Ȱ!$$2%33 ./7 9%3ȱ ÉÓ ÄÉÓÐÌÁÙÅÄȟ ÔÈÅÎ ÐÒÅÓÓ ÔÈÅ %.4%2 
button to continue.   

3. The CPU will dÉÓÐÌÁÙ Ȱ)$ 4!2'%43 9%3ȩȱ ÁÎÄ ÔÈÅ ÕÓÅÒ will press the ENTER key.  
4. !ÌÌ ÔÁÒÇÅÔÓ ÓÈÏÕÌÄ ÄÉÓÐÌÁÙ Á Ȱȩȱ ÓÙÍÂÏÌȢ  )Æ Á ÔÁÒÇÅÔ ÄÏÅÓ ÎÏÔȟ ÍÁËÅ ÓÕÒÅ it is on and 

charged if it is a wireless pod or connected to power if it is a wired target.   
5. Tap each target in sequence, starting with the targets closest to the CPU and work 

your way out tapping each target until you reach the furthest one.  They should 
respond to the tap by reading out sequential letters of the alphabet.   

6. When all targets are displaying a letter, press the ENTER button again to commit 
these addresses to memory.  Your system is now ready for play! 

 

¶ Method 2:  
1. Turn all pods off.  
2. Turn one of the pods on, and begin tapping near the color area, while next to the 

power button, with force and at a continuous pace.  The target will display a date, 
then display a ȰT #ȱ on top and ȰC #ȱ on bottom. Continue tapping until the target 
displays Á Ȱ4 ρȱ ÔÈÅÎ ÑÕÉÃËÌÙ ÓÔÏÐ ÁÎÄ ÍÏÖÅ ÏÎ ÔÏ ÔÈÅ ÎÅØÔ ÔÁÒÇÅÔ. 

3.  Repeat this process to a second pod ÕÎÔÉÌ ÉÔ ÓÈÏ×Ó Ȱ4ρȱ ÔÈÅÎ ÔÁÐ one more time for a 
Ȱ4ςȱ and stop. Repeat until all targets are sequentially numbered T1 ɀ T6.  

4.  Turn the CPU back on and all targets will display sequential letters starting at A. 
 

 

Locate your pods in the configuration suitable for the activity level of the class.  The further apart 
they are located from each other, the more players will increase the cardio component of the class. 

 



16 
΄ ςπρχ 3-!24ÆÉÔȟ )ÎÃȢ Ɇ ×××ȢÓÍÁÒÔÆÉÔÉÎÃ.com 

If you have any difficulties, here are some reasons that a Pod may not detect a target on startup: 

 

1. The Pod or Target was not turned on.  If a pod is on, one or more pixels will blink blue 
every 5 seconds.  If there is no blue pixel flash then it is not on, press the red button on the 
face to turn it on. 

2. The wireless pod has turned itself off.   Wireless pods will blank the display after 5 
ÍÉÎÕÔÅÓȢ 4ÁÐ ÔÈÅ ÒÅÄ ÂÕÔÔÏÎ ÏÎ ÔÈÅ ÆÁÃÅ ÏÆ ÔÈÅ ÐÏÄ ÔÏ ÓÅÅ ÉÆ ÔÈÅ ÐÏÄ ÉÓ ÏÎ ɉÁ Ȱ-Ȱ will  
momentarily show on the display.) 

3. The Pod ran out of stored power.  If the Pod does not turn on when you push the red 
button on the face, it has run out of power and needs a recharge.   

4. The Pod was out of range or something is blocking communication with the CPU.  Make 
sure the pod has a clear line of site to the CPU controller and is within 100 feet of the 
controller.  A common cause is interference from another source (alarm systems, other 
wireless devices, etc.), in this case you will need to change the RF channel that the controller 
communicates on. See appropriate section to change the RF channel. 

5. If none of these options work, contact technical support. 
 

The Pod is not addressed: 

1. The Pods arrived with no pre -programmed addresses.  In some cases, a system may 
arrive without pods being addressed.   

2. The system encountered a problem in a readdressing attempt.   One can re-address for 
any reason simply by selecting the address function in the system menu (menu options 
section for more details). 
 

System Menu Structure  
 

To get started press: 

 

1. SYSTEM button ɀ access the system menu 
2. SUITE button ɀ access to creating custom lesson plans  
3. GAME button ɀ access the game suite and game select menu 
4. UP or DOWN button  ɀ cycle through system and game select options 
5. ENTER button  ɀ cycles through game customization options  

Wait 5 seconds after modifying a setting for your change to take effect. 

 

System Button:  

¶ System Select Menu:  Short Press the System button brings up system parameters. We use the 
SYSTEM button to make choices about what components of the system will be used for the 
session.  In most cases, these options will not change unless the number of pods will change or 
if the system will be operating with SMARTfit panels. 

¶ Pressing the ENTER button cycles through each setting option; number of wired targets, 
number of wireless targets, RF channel, system volume, attract music, auto restart, voice 
instruction, tones, auto addressing, password and message.  
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¶ System Configurations:   Up and down arrow key cycles through a list of different 
configurations: Panel 7, No Panel (Pods or Combo), Single 9, Mini 5, Mini 9, Single 9 x2, 
Mini 5 x2, Mini 9 x2, Mini 5 x3, and Mini 9 x3. Then press the ENTER button to move to the 
next option. 

 

¶ Number of wired targets:   Up and Down arrows are used to select how many targets are 
in your panel, then press the ENTER button to move to the next option. 

 
¶ Number of wireless pods:   Up and Down arrows are used to select how many wireless 

targets or pods are in play, then press the ENTER button to move to the next option. 
 

¶ RF radio:   This feature is used to move the RF radio band if interference from other 
products or multiple SMARTfit products are used close to each other. It is specific to the 
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wireless pods. The pods must be set to the same channel as well. Then press the ENTER 
button to move to the next option. 

 
¶ System volume:   UP and DOWN keys increase and decrease the volume of the instructions 

(start the game, end of game, etc.). Then press the ENTER button to move to the next option. 
 

¶ Attract Music:   Select the music played while attract mode is active using the UP and 
DOWN keys. Then press the ENTER button to move to the next option. 

 

¶ Auto Restart On/Off:  Change how games behave once they have concluded.  With auto 
restart on, the game will display scores and restart itself, ready for another game to start 
immediately.  With Auto Restart off, the system will remain idle and only start a new game 
when the menu button is pressed.  Turn Auto Restart on or off using the UP and DOWN 
keys. Then press the ENTER button to move to the next option. 
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¶ Voice instruction:  Choose whether or not to have voice instructions enabled.  Turn Voice 
Instruction on or off using the UP and DOWN keys. Then press the ENTER button to move to 
the next option. 

 

¶ Tones: Select which tones will be played to register hits and misses.  Select from tones by 
pressing the up/down key. Then press the ENTER button to move to the next option. 

 

 
¶ Target Re-address: Select whether or not the pods need to initialize the targets.  

Á ADDRESS NOW NO: The user can perform this operation by selecting yes 

with the up and down keys. .Ï× ÐÒÅÓÓ ÔÈÅ ÕÐ ËÅÙ ÓÏ ÔÈÁÔ Ȱ!$2%33 ./7 

9%3ȱ ÉÓ ÄÉÓÐÌÁÙÅÄȢ  The displaÙ ×ÉÌÌ ÔÈÅÎ ÓÈÏ× Ȱ)$ 4!2'%43 ./7ȩȱ 4ÈÉÓ ÉÓ 

changed to yes and the CPU will begin readdressing targets.  
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Á Readdressing Targets is performed when all the targets show a question 

mark. The user will tap the top left target to the top right target, to the 

second row left target, to the second-row right target, etc. Until all targets 

are addressed.  Then press the ENTER button to move to the next option. 

 

¶ Message: The message displayed here is the message that shows up on the targets during 
the Attract mode.  

 

Suite Button:  

¶ Design a Program Suite: One press of the SUITE button and the CPU brings up the setting 
options to configure a program. The up and down arrow keys set each individual setting, 
while the ENTER key cycles to the next setting. Once an individual setting option is ready, 
the user will press the ENTER key to move to the next option. 
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¶ Creative Suites: The user uses the up and down arrow key to set creative suite 1 or 2, 
which correlate with the SHORTCUT 1 & SHORTCUT 2 keys on the far-left hand side of the 
keypad. Press the ENTER key to cycle to the next setting option. 

 

¶ Suite Loops: The up and down arrow key will select the number of loops the entire suite 
program will run through the games. Press the ENTER key to cycle to the next setting 
option. 

 

¶ Game Position: Use the UP or DOWN arrow key to select game position 1, then press the 
ENTER key to cycle to the next setting option. 
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¶ Choose a Game: Choose a game as you would in a normal game selection format, then 
press the ENTER key to cycle to the next setting option.  

 

¶ Game Loop: The up and down arrow key is used to select the number of repetitions the 
individual game will consecutively play in the set program, then press the ENTER key to 
cycle to the next setting option. 

 

¶ Time: The up and down arrow keys are used to select the game duration, then press the 
ENTER key to cycle to the next setting option. 
 

¶ Level:  4ÈÅ ÕÐ ÁÎÄ ÄÏ×Î ËÅÙÓ ÃÁÎ ÂÅ ÕÓÅÄ ÔÏ ÓÅÌÅÃÔ ÇÁÍÅ ÌÅÖÅÌȢ 3ÕÉÔÅȭÓ ÔÉÔÌÅÄ ×ÉÔÈ 4ÒÁÃË ÕÓÅ 
ÇÁÍÅ ÌÅÖÅÌ ÄÉÆÆÅÒÅÎÔÌÙ ÔÈÁÎ ÓÕÉÔÅȭÓ ÔÉÔÌÅÓ 3ÅÅËȢ 0ÒÅÓÓ ÔÈÅ %.4%2 ËÅÙ ÔÏ ÃÙÃÌÅ ÔÏ ÔÈÅ ÎÅØÔ 
setting option. 

Á During a 4ÒÁÃË 3ÕÉÔÅȭÓ "ȟ #ȟ $ȟ &ȟ and H, the target value loses 2 points for 
every color change in between each strike. 

1. The lower levels activate fast color changes. 
2. The higher levels activate slow color changes.  

Á During 3ÅÅË 3ÕÉÔÅȭÓ %ȟ 'ȟ *ȟ +ȟ ÁÎÄ 1  
1. Level 1 activates 3 targets. 
2. Level 2 activates 5 targets. 
3. Level 3 activates all targets.  
4. Level 4 activates all targets with minus 2 points for an 

incorrect strike. 
5. Level 5 activates all targets with minus 5 points for an 

incorrect strike.  
 

¶ Sensitivity: The up and down keys can be used to select how sensitive the targets become. 
Low sensitivity means the target needs to be struck with the most force. High sensitivity 
means the target needs to be struck with a lighter touch. It is important to note that 
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unlike touch screens, SMARTfit systems a re designed to be tapped or hit rather than 
touched . For this reason, the sensors look for a short-sharp tap or hit rather than a push 
with a finger or hand. The system is pre-set at medium sensitivity and should only be 
changed when players are either heavy handed or very light handed. Press the ENTER key 
to cycle to the next setting option. 
 

¶ Game Position (Repeat): Use the UP or DOWN arrow keys to select game 2 and repeat this 
same process for each game. There is a total of 5 games of available storage in each suite 
program.  

 

¶ Play: The user will let the CPU load out, then press Shortcut 1 to play Creative Suite 1 or 
Shortcut 2 to play Creative Suite 2. 

 

Game Button: 

¶ Game Select Menu:  Short Press of the GAME button brings up game selection ɀ use arrows 
to cycle through games.   

¶ Game Suites:  Multiple short presses of the GAME button cycles through the game suites. 
Then confirm the suite by pressing the up or down arrow keys to select a game in that suite. 
./4%ȡ )Æ ÔÈÅ ÁÒÒÏ× ËÅÙÓ ÁÒÅÎȭÔ ÐÒÅÓÓÅÄ ÔÏ ÓÅÌÅÃÔ Á ÇÁÍÅȟ ÔÈÅ ÓÙÓÔÅÍ ×ÉÌÌ ÒÅÖÅÒÔ ÔÏ ÔÈÅ ÌÁÓÔ 
game played. 

¶ Game Settings menu:  Short press of the GAME button followed by one press of the ENTER 
button will send you to the game options to set time, volume, level, and sensitivity. 

 

¶ Game Time:   Here the up and down keys can be used to select game duration.  Press the 
ENTER key to cycle to the next setting option. 
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¶ Game Volume: volume for game sounds, hits, misses.  Use the arrows to select volume. 
Press the ENTER key to cycle to the next setting option. 

 

¶ Game Level:  4ÈÅ ÕÐ ÁÎÄ ÄÏ×Î ËÅÙÓ ÃÁÎ ÂÅ ÕÓÅÄ ÔÏ ÓÅÌÅÃÔ ÇÁÍÅ ÌÅÖÅÌȢ 3ÕÉÔÅȭÓ ÔÉÔÌÅÄ ×ÉÔÈ 
Track use game level differenÔÌÙ ÔÈÁÎ ÓÕÉÔÅȭÓ ÔÉÔÌÅÓ 3ÅÅËȢ 0ÒÅÓÓ ÔÈÅ %.4%2 ËÅÙ ÔÏ ÃÙÃÌÅ ÔÏ ÔÈÅ 
next setting option. 

Á During a 4ÒÁÃË 3ÕÉÔÅȭÓ "ȟ #ȟ $ȟ &ȟ ÁÎÄ (, the target value loses 2 points for 
every color change in between each strike. 

1. The lower levels activate fast color changes. 
2. The higher levels activate slow color changes.  

Á During 3ÅÅË 3ÕÉÔÅȭÓ %ȟ 'ȟ *ȟ +ȟ ÁÎÄ 1  
1. Level 1 activates 3 targets. 
2. Level 2 activates 5 targets. 
3. Level 3 activates all targets. 
4. Level 4 activates all targets with minus 2 points for an 

incorrect strike. 
5. Level 5 activates all targets with minus 5 points for an 

incorrect strike.  

 
¶ Game Sensitivity: The up and down arrow keys can be used to select how sensitive the 

targets become. Low sensitivity means the target needs to be struck with the most force. 
High sensitivity means the target needs to be struck with a lighter touch. 
 
 
 
 




























































