Instructions for DEMO.EXE

     The accompanying program, DEMO.EXE will run four psychological tasks.

The baseline 'task' can also be run. To start the program, type DEMO at the c: prompt in MS-DOS mode. Enter a subject code not more than 5 characters in length. NOTE: You will not be able to run the Mental Arithmetic Task or any of the Task Instructions. There are no files for these tasks. 
     All tasks will run using the F1-F4 keys on the keyboard WITH THE EXCEPTION OF THE TRACKING TASK.  This task, and its instructions, will ONLY run with a joystick connected to the computer.  With the exception of the baseline task, you may interrupt the programs at any point after the instructions, and return to the main menu by pressing F10. Otherwise you will need to press ctrl-alt-del and exit the demo.exe program. The tasks last about 9.5 minutes. The following instructions will take you through each task step-by step. 
************************************************************************

1. Target Task

Press F1 to advance.
The program will run through 3 practice trials. You shoot by pressing the first button (F1). The direction of the cannon and the speed of the target is controlled by the program. 

When the practice trials are over, the program will automatically advance to the next screen.

Press F1 to practice again.

Press F3 to advance.

Press ENTER to begin. 

At the end of the task…

Press ENTER to return to the main menu.

************************************************************************
2. Scanning Task

Press F1 to advance. 

Again, the program will run 3 practice trials. The program will automatically advance to the next screen when the trials are done. 

Press F2 to practice again.

Press F3 to advance.

At the end of the program, you will be returned to the main menu. 

************************************************************************
3. Tracking Task (joystick required)


Move the joystick through 

its full range and then 

press the button on the top 
of the joystick to advance.
Move the joystick left 

and press F1 to advance.

NOTE: You may not be able to 
use this task. In recent trials, the

curser was not visible moving

through the path, making it

impossibly to move past the

practice module.  
4. Stroop Task
Press F1 to advance. 
After 5 practice trials, the program will automatically proceed to the next screen. 

Press F1 to practice again.

Press F3 to advance. 

Press ENTER to begin.

At the end of the task…

Press ENTER to return

to the main menu.

************************************************************************

6. Baseline


Press ENTER to begin. 


At the end of the task, press ENTER to return to the main menu. 

THIS IS THE TARGET SHOOTING TASK. YOUR JOB IS TO HIT THE TARGETS MOVING ACROSS THE TOP OF THE SCREEN. THE MORE HITS YOU MAKE, THE MORE BONUS POINTS YOU WILL EARN.


ANY QUESTIONS? 


IF YOU ARE READY FOR A PRACTICE RUN, PRESS THE FIRST BUTTON.





ANY QUESTIONS?


IF YOU WOULD LIKE TO PRACTICE AGAIN PRESS THE FIRST BUTTON. 


IF YOU ARE READY TO BEGIN, PRESS THE THIRD BUTTON.





PLEASE KEEP BOTH FEET FLAT ON THE FLOOR.


KEEP YOUR ELBOWS RESTING ON THE DESK TOP.


DO NOT MOVE AROUND


DO NOT TALK OUT LOUD.


THANK YOU AND GOOD LUCK.





END OF TASK


YOUR SCORE IS ___ OUT OF A POSSIBLE ___.





THIS IS THE MEMORY TASK. YOUR JOB IS TO WATCH THE TARGETS WHICH WILL APPEAR BY THE FOUR DOTS AT THE TOP OF THE SCREEN. WAIT WHILE THE SCREEN GOES BLANK AND THEN FIRE AT THE DOTS IN THE SAME ORDER IN WHICH THE TARGETS APPEARED.


THE MORE HITS YOU MAKE, AND THE FASTER YOU RESPOND, THE MORE BONUS POINTS YOU WILL EARN. ANY QUESTIONS?


IF YOU ARE READY FOR A PRACTICE RUN, PRESS THE FIRST BUTTON. 





ANY QUESTIONS?


IF YOU WOULD LIKE TO PRACTICE AGAIN, PRESS THE FIRST BUTTON.


IF YOU ARE READY FOR THE TASK, PRESS THE THIRD BUTTON.





PLEASE MOVE THE JOYSTICK AROUND THE FOUR BORDERS A FEW TIMES. PRESS THE TOP BUTTON WHEN THE NUMBERS STOP CHANGING.


##        ##        ##        ##        0





THIS IS THE TRACKING TASK YOUR JOB IS TO MOVE THE MARKER FROM ONE END OF THE SCREEN TO THE OTHER WHILE STAYING IN THE PATH BOUNDARIES. 


REMEMBER, UP AND DOWN ARE REVERSED ON THE JOYSTICK.


THE LONGER YOU STAY IN THE PATH BOUNDARIES AND THE MORE FREQUENTLY YOU COMPLETE THE PATH THE MORE BONUS POINTS YOU WILL EARN. 


ANY QUESTIONS? 


READY FOR THE PRACTICE TRIAL, MOVE THE JOYSTICK TO THE LEFT AND PRESS THE FIRST BUTTON. 





THIS IS A COLOR WORD TEST. IN THIS TEST YOU HAVE TO CHOOSE THE NAME OF THE COLOR FROM THE LOWER PART OF THE SCREEN WITH THE WORD ON THE UPPER PART OF THE SCREEN. DO THIS WITH EACH WORD YOU SEE ON THE UPPER PART OF THE SCREEN.


DURING THE TEST YOU’LL HEAR A VOICE READING NAMES OF DIFFERENT COLORS IN RANDOM ORDER. 


DO YOU HAVE ANY QUESTIONS? IF YOU ARE READY TO PROCEED, PRESS ONE.





ANY QUESTIONS? 


IF YOU WOULD LIKE TO PRACTICE AGAIN, PRESS THE FIRST BUTTON. IF YOU ARE READY FOR THE TASK, PRESS THE THIRD BUTTON.





DURING THIS TASK:


PLEASE KEEP BOTH FEET FLAT ON THE FLOOR.


KEEP YOU ELBOWS ON THE ARM OF THE CHAIR.


DO NOT MOVE AROUND.


DO NOT TALK OUT LOUD.


THANK YOU AND GOOD LUCK.








END OF TASK


YOUR SCORE IS _____ OUT OF A POSSIBLE _____.





PLEASE REMEMBER HOW MANY TIMES THIS COLOR APPEARS ON THE SCREEN.














DO NOT COUNT THIS TIME. PRESS THE FIRST BUTTON TO BEGIN.











