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Welcometo 3 - | 2 4 AmQAidnal and Brain Fitness
Training Games

3 - | 2 4 g&anbitioning for the Mind and Body:  How it works

3-1 24 MBddAcan be used foreither supervised and unsupervised play/training
environments. Thecognitive training is the key element thatifferentiates 3 - | 2 4 gEfg@IAS
which are specifically designed to stimulate the body and the brain concurrently. This is
accomplished by:

1 Attracting participation and engaging sustained focus witlshort attention-grabbing
computer games, played sequentially in the pursuit afcore andmastery of skills

1 Providing full body exercise by stimulating the hands, feet, eyes, ears and vestibular
system in playing realgames with real tactile equipment (not simulated)

1 Featuring high levels of auditory and visual cues to engage creative mental problem
solving while the players are moving

1 Requiring high levels of attention and focus for success (stayipgesent)

Engagingin cognitive decisionmaking under pressure

9 Delivering a cardiovascular workout in a game format

E)

3 - | 2 4 pEEg@ming improves functional abilities (flexibility, balance,and endurance while
concurrently developing high levels of motorefficiency.
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System Specifications

Power: System CPU Controllef:10VACoutlet

System Pod charging kit: 119ACoutlet

Charge time:6-8 hours (Recommended overnight and while not in use)
Hours of use on a charge:-8 (can vary based orgames played)

Range of pods fronfor the CPUz p 1t 1T &

The system CPU

SEE: THE LETTER
SCORE

d
\ “rddad

The system CPU cdains the electronic controller, the sound system ad speakers, time
clock, scoreboardfouch key interface for making game and systerselections,and the
power supply.

5
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Power On/Off

The on/off switch is located on the right side othe CPU near the powecord. When powering on, the
system will take 30 seconds to check that all components are working properly. PleaggO NOT
TOUCHt during this check or your system will display an error message. If this occurs, simpiyrn
the system off, wait for 10seconds, then restart.

The systeni6-digit Alpha Numericlnterface

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

Scoreboard and Time clock
The system Time clock and scoreboard are locatdxlow the numeric interface.
Soundand VolumeOptions

There are2 ways to use the soundn the systemfrom 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 arve sets of game tones that can be used to indicate the right/wrong
hits and game fanfares.

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

The system Recharging system

A special power connector issupplied for connecting thewireless podsto a power supply which
plugs into a 110/ACoutlet. A set of §ods should takeabout 6-8 hours to charge and will provide
4 - 8 hours of play. Usethe system interfacebutton 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 ormedicine ball.

6
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Setup SMA2 4 EE OA 7PEAS AT AOO

4EA xEOAI AOGO 3-124£#EO0A 01 AO AOA OAOOAOEI A OQUOOAI O
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

I TAAOAA TAAO A PI xAO 1 001 A0S A4EA 0T A0 AAT AA I1TA
indoors or outdoors. The pods can be mounted on walls, floor ameh 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 adda higher cardio component.

To dabilize the stands for play involving ball play, use the tent pegs supplied if outdoors, or, for
indoors, place a 1620Ib 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 anel fusy For pod
placement tips, try watching some of ouwideos online to get a feel for how ther people are using
them.

Note the two keyhole cutouts on thHeack of the podor mounting.

& &
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Instruction on how to install mounts like these that will fiilnto the keyhole slots on the pod

back for temporary mounting.

Materials Required for this Install:

= =4 =4 =4 -8 -4 A

#3 Philips Head Screwdriver

Tape Measure

Pencil

, AGAT jwoe TO 1TTCAO POAAAOOAA(Q
Power Drill

vIpeo $OEIT "EO

Rubber Mallet

OAET OAO8O 4ADPA

Procedure

1.

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

AOAAO xEOE A PEAAA T &£ Ui 60 DPAET OA0OB0O OADAN

Now that the Pod locations have been selected, use your leve
and your pencil to draw a horizontal line (about 10 inches
long) through what will be the center of the target.

Make a vertical mark that crossed the horizontal line
AAT 00 16 O OEA OECEO 1.,
will be located.

- A A OO0 Ato the lgitbfghis mark. This will ensure that the marks are perfectly spaced
so that the mounting scews will be centered in thepod mounting holes after installation.

e

8
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There should now be a horizontal line on the wall with two vertical marks througldit v

766
APAOO j 3AA OEAOOOA ! Al OAQs 10 AAAE 1T &£ OEA E

5. Insert anchors into holes, using a rubber mallet if necessary to get them flush.
6. ) 1 OAOO OEA OAOAxO EIT O OEA AT AEIT O6h 1 AAOGET C ©0

& @&

7. TomountaO T Ah OEI PI U ET OAOO OEA ©6 DPOI OOOAET ¢ OAOA
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 liftéthe
tightness of the hold can be adjusted by loosening or tighténg the screws in the anchors.

Attaching to Pods Stands

Assembly

1. Unfold base from sides.

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

Peel off ¥t piece of Velcro.

Fix Velcroto the bottom front joint.

Peel of 2d piece of Velcro.

Fix Velcro to the bottom back joint.

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.

Nogarwd

Disassembly
1. DetachPod from stand.

9
¢mpx 3-124£FEOh ).toh8 E xxx80I AOOLAEOET A



PlacePod back in box.

Peel Xt piece of Velcro from the front joint.

Fix Velcro to front sice of stand.

Peel 2d piece of Velcro from back joint.

Fix Velcro to front side of stand.

Pull out bottom of the front side from the base.
Fold base under and in between both side.
Place Play Pod Stand in box.

©ooNOAWN

Fixing stand to the ground

1. Pull Pod standstakes from box.
2. Insert stakes through four corners of the stand base.
3. Step on stakes to secure into the ground

10
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System Start-up, Settings, and Operation

The system CPU

SEEt THE LETTER

d
\ 8484

The system CPU housdkle systems controller, eletronic boards,sound systemspeakers, 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 leftside of the CPUhear the power connect cord. When powering
on, the system will take ® seconds to check that all components are working properly. PleagsO)
NOT TOUCHny part of the systemduring this check or your system will display an error message.
If this occurs, simply turn the system off, wait for10 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

Thetime clock displays 4 digits of time includingenths during the final ten second countdown of a
game.

Thesystem 16digit alpha numeric mterfaceand keypad

The system Interface provides a linef information that is usedto navigate the system options.

11
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The system keypad is used to make selections to customize the system for use as well as select
games and ailor them. The keypad has fivé&et Up buttons:

SYSTEMor configuring the system and enteringsystems options.

SUITEAIllows users toplan and save a group of gamdsr easy to use lesson programs.
GAME Allows users to makesuite or game choices.

Up and Down Arrow keysAllow users to setsystem and game options.
ENTERAllows user to cycle through system and game options.

abrwbdE

: SETUP

system | [ sume

SMARTfit

S
H
0
R
T
C
v
N

N

System Start-up and Initialization

1 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 thesystem startup process will take you to the last game
that was played.

1 Reinitializing 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.

1 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.

12
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Setup the CPU

N

©No o~

Your wireless Pod system istored 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.

Remove CPU, Pods, power adaptor and charging cables as well as the power cord fie
case and set aside.

Close and lock case.

Stand case vertical and upright.

Unlock and pull handle all the way out.

Slide the Velcro backing of CPU through the case handle.

Make sure Velcro is tight and CPU is secure

Plugin one side of your power cabe into the right side of the CPU andhe other side into
the 110VACoutlet.

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.

2
3.
4.
5

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

Plug power cord into a 110VA&electrical outlet.

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

The pod may take 46 hours to fully charge.

Unplug your charging cord from the wall aitlet before starting up the CPU

13
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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
youde adding/subtracting the number of pods in play.

Make sure your Pods have sufficient charge
Turn your Pods off

Turn your CPU on

Change your system configuration to No Panel
Changewireless targets to the desired number
Turn CPU off

Turn each Pod on

Turn CPU on

N~ wWNE

This initialization process enables you to choose which targets to activate and provides the system
a vaiety 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. ) £ OEA #05 AEOPA GQ-OE @i. A ORE 008 obh@ERsteisdisted 4 EAT £
above for a successful startup.

4. ) £ OEA #05 OOEIT OAUO O.1 &EOOO 4A0OCAOGO6 10O O-EOI
methods to readdress targets as listed below.

5. To make sure your pod target 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

4AEAOA AOA OAOA AAOGAO xEAT 01T A0 T AU 1T AAA O AA OAA
not strike any targets during the initialization process oradditional procedures will be required.

There are 2 methods to addressing pods:

1 Method 1
1. Press the SYSTEM button followed by continuolyspressingthe ENTER key until
OEA #05 AEODPI AUGSG O! $$2%33 ./ 7 .|/
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2. 00A00 OEA Ob EAU O OEAO O! $$2%33 ./ 7 9%350
button to continue.
3. TheCPUWIlEODI AU O) $ 4! 2' %48l piess3ne BNTER kdy. OEA OOA«
4. 111 OAOCAOO OEI OI' A AEODPI AU A Okidonéndi AT 1 8 )
charged if it is a wireless pod or connected to power if it is a wired target.
5. Tap each targein 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 diplaying a letter, press the ENTERutton again to commit
these addresses to memory. Your system is now ready for play!

1 Method 2:
1. Turn all pods off.
2. Turn one of the pods on, and begin tappingear the color area, whilenext to the
power button, with force andat a continuows pace The target will display a date,
then display a( #6on top and(T #5on bottom. Continue tapping until thetarget
displaysA 4O p 5 OEAT RNOEAEI U 006 D .ATA i1 O0A i1 Of
3. Repeat this process to a second pddT OEI EO OEI| en®Omatedipedfor ® EAT OA
O 4 anil stop. Repeat until all targets are sequentially numbered TAT6.
4. Turn the CPU back on and all targetsill 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.

15
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If you have any difficulties, here are some reasons that a Pod mayt detect a target on startup:

1. The Pod or Target was not turned on. If a pod is on, one or more pixels will bli blue
every 5 seconds. If there is nblue pixelflash then itis 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
i ET1 OOAOG8 4ADp OEA OAA AOGOOIT 11 ORI £ZAAA 1T £ OEA
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 dar 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, etg, in this case you will need to change theF channel thathe controller
communicates on. See appropriate section to change tiR#~channel.

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

ThePod is not addressed:

1. The Podsarrived with no pre -programmed addresses. In some cases, a system may
arrive without pods beingaddressed

2. The system encountered a problem in a readdressing attempt. One can readdress for
any reason simply by selecting the addressifiction in the system menu (henu options
section for more details).

System Menu Structure

To get stated press:

SYSTEMutton z access the system menu

SUITEbutton z access to creating custom lesson plans

GAMEDbutton z access the gamsuite and game selectnenu

UP or DOWNDbutton z cycle through system and game select options
ENTERbutton z cycles throughgame customizationoptions

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

arwdhE

System Button:

1 System Select MeniBhort Press the System button brings up systeparameters. We use the
SYSTEM button to make choices about what compante 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 SMARTH(it panels.

1 Pressing the ENTERutton cycles through each setting optionnumber of wired targets,
number of wireless targets RF channel, system volume, attract music, auto restart, voice
instruction, tones, auto addressing, password and message.

16
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1 System Configurations Up and down arrow key cycles through a list of different
configurations: Panel 7,No Panel (Pods or Combo), Single9, Mini 5, Mini 9, Single 9 x2,
Mini 5 x2, Mini 9 x2, Mini 5 x3, and Mini 9 x3Then press the ENTER button to move to the
next option.

NO PRNEL

1 Number ofwired targets: Up and Down arrows are used tgelect howmany targets are
in your panel,then press the ENTER button to move to the next option.

1 Number ofwirelesspods Up and Down arrows are used to select how many wireds
targets or pods are in playthen press the ENTER button to move to theext option.

WIRELESS @

I RF radio This feature is used to move the RF radio band if interference froother
products or multiple SMARTfitproducts are used close to each other. It is specific to the

17
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wireless pods. The pods must be set to the same channel as wEflen press the ENTER
button to move to the next option.

RF CHRNNEL 8

1 System volume UP and DOWN keys increase and decrease the volume of the instructions
(start the game, end of game, elc.Then press the ENTER buttoto move to the next option.

#oL SYSTEM 1

9 Attract Music. Select the music played while attract mode is &ge using the UP and
DOWN keysThen press the ENTER buttoto move to the next option.

RTTRCT SONG 1

1 Auto Restart On/Off Change how games behave once they have concluded. With auto
restart on, the game will disply 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 theENTER buttonto move to the next option.

18
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RESTRRT ON

9 Voice instruction Choose whether or not to have voice instructions enabled. Turn Voice

Instruction on or off using the UP and DOWN keyEhen press the ENTER button to move to
the next option.

vOICE ON

9 Tones Selectwhich tones will be played to registe hits and misses. Select frortones by
pressing the up/down key.Then press the ENTER buttoto move to the next option.

GAME TONES 1

1 Target Readdress Select whether or not the pods need tanitialize the targets.
A ADDRESS NOW NO: The user can perform this operation by selecting yes
with the up anddown keys. T x DOAOO OEA Ob EAU O OEAC(
9%306 EO FEOPHAKAAE OEAT OEI x6 O BEQ@! RO %4
changed to yes and the CPU will begin readdrsag targets.
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A 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 secondow right target, etc. Until all targets
are addressed.Then press the ENTER buttoto move to the next option.

RJIRESS NOW HO

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

HESSAGE

Suite Button:

1 Design a Program Suit®©ne press of the SUITE button and the CPU bringsthp 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.

CRERTE SUITES

20
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1 Creative SuitesThe 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 thddfirhand side of the
keypad. Press the ENTER key to cycle to the next setting option.

SEEEETESBETERD

1 Suite LoopsThe 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.

1 Game PositionUse the UP or DOWN arrow key to select game position 1, then press the
ENTER key to cycle to the next setting option.

GAME POSITION 1
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1 Choose a Gameéhoose a game as you would in a normal game selection format, then
press the ENTER key to cycle to the next setting option.

TRACX COLOR ALL
SUITE

GAME

1 Game LoopThe up and down arrow key is used to select the numbef repetitions the
individual game will conseaitively play in the set program,then press the ENTER key to
cycle to the next setting option.

GAME LOOPS 1
SUITE

GAME

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

i OA
A

1 Level4EA ODP AT A Al x1 EAUO AAT AA OOAA
EOI

CAi A 1 AGAT AeEEEAOAT Ol U OEAT OOEOAGO
setting option.
A Duringad OAAE 3 OE O Add®, thelftargét lvalué Ibsess2fpoints for
every colorchange in between each strike.

1. The lower levels activate fast color changes

2. The higher levels activate slow color changes.
A During3 AARE 30EOA8O wh 'h *h +h AT A 1
Level 1 activates 3 targets
Level 2activates 5 targets
Level 3 activates all targets
Level 4 activates all target with minus 2 points for an
incorrect strike.
Level 5 activates all target with minus 5 points for an
incorrect strike.

0
0
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o

1 Sensitivity The up and down keys can be used tolset 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 touchit is important to note that

22
¢mpx 3-124£FEOh ).toh8 E xxx80I AOOLAEOET A



unlike touch screens, SMARTTit systems a re designed to be tapped or hit rather than
touched . For this reason, the sensors look for a shesgharp tap or hit rather than a push
with a finger or hand. The system is preset at medium sensitivity and should only be
changed when players are either heay handed or very light handedPress the ENTER key
to cycle to the next setting option.

1 Game Position (RepeatlUse 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.

GAME POSITION
SUITE

GAME

1 Play. The user will let the CPU load out, thepress Shortcut 1 to play Creative Suite 1 or
Shortcut 2 to play Creative Suite 2.

Game Button

1 Game Select MenwBhort Press of the GAME button brings up game selectipnise arrows
to cycle through games.
1 Game SuitesMultiple 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.
.1 4%d ) &£ OEA AOOI x EAUO AOAT 60 DPOAOOAA O OAI A
game played.
1 Game Settings menushort press of the GAME button followetly one press of the ENTER
button will send you to the game options to set time, volume, level, and sensitivity.

1 Game Time Here the up and down keys can be used to select game duratid?ress the
ENTER key to cycle to the next setting option.
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1 GameVolume volume for game sounds, hits, misses. Use the arrows to select volume
Press the ENTER key to cycle to the next setting option.

¥aL GANE 1

1 Gamelevel4EA ODP AT A Al x1 EAUO
Track use game level differe®@1 U OEAT OOEOAS C
next setting option.

A Duringad OAAE 3 OEOAS O, theftargét valug Ibsesfpoinfsifol  (
every color change in between each strike.
1. The lower levels activate fast color changes
2. The higher levels activate slow color changes.
A During3 ARE 30EOAEO wh 'h *h +h AT A 1

Level 1 activates 3 targets

Level 2 activates 5 targets

Level 3 activates all targets.

Level 4 activates all target with minus 2 points for an

incorrect strike.

Levd 5 activates all targes with minus 5 points for an

incorrect strike.

Al AA OBO0AA O OAI A
O OEOI AO 3AAE8 00A
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1 Game SensitivityThe up and downarrow keys can be used to select how sensitive the
targets becomeLow sensitivity means the target needs to be struck with the most force.
High senstivity means the target needs to be struck with a lighter touch.
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