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CROSS-TRAINER 

OVERVIEW 
Cross-Trainer is designed to enhance the way students understand and learn by improving the 

thinking strategies and conceptual skills that are required in a variety of learning situations.  

 

The Cross-Trainer software suite is based on three key findings from research conducted in the 

fields of cognitive science and education. 

1. Many children do not develop their cognitive abilities to the level assumed by the school 

curriculum.  

2. Specially designed cognitive interventions can improve cognitive abilities.  

3. Improvements in cognitive abilities are associated with improved school learning.  

 

Students need prerequisite cognitive skills to achieve a high level of academic performance. 

School curricula challenge students to organize facts by certain criteria, identify similar ideas, 

and draw contrasts between events or concepts.  When children have not sufficiently developed 

these cognitive abilities to the level that is demanded by the school curriculum, the outcome is 

often frustration, poor performance, or learning that is based more upon rote memorization than 

on conceptual understanding.  

 

The Cross-Trainer software program does not explain how to use step-by-step procedures 

toward visual-spatial understanding, nor does it explicitly teach the rules of logical reasoning. 

Rather, the program places students in problem solving environments where they have the 

opportunity to construct their own, more advanced understanding of these concepts.  Cross-

Trainer challenges students to internalize more effective problem solving skills by promoting 

their success in specifically designed activities.  When students solve the challenges that Cross-

Trainer presents, they are inspired to further develop these skills, and often become more      

self-confident, independent, and productive in many aspects of their lives.  

 

It is important to recognize that the life-skills curriculum in our society is becoming increasingly 

complex.  Children not only need to master reading, arithmetic, and writing, they also need to 

master fundamental thinking skills such as visual-spatial perception, logical reasoning, receptive 

and expressive communication, and auditory processing.  Working well with others, abstract 

reasoning, and efficient problem solving have become increasingly important in our 

technologically driven world.  Strong cognitive abilities can support our students as they seek to 

thrive academically, personally, and later, professionally.  Cross-Trainer provides teachers and 

parents with an affordable, easy-to-use tool for developing this essential cognitive foundation.  

 

Testimonial 
“11 year old student spent a total of 17.2 hours on Cross-Trainer over one term. 

 The student has previously had many interventions without improvement and been static for a few 

years.  

 The Aston results show that his visual spatial memory has improved 5 levels from well below the level 

of a 4 year old to a 10 year old level. 

 Teachers report that his concentration and self confidence have improved immensely. 

These outcomes are very positive.” 
IAN JOHNSON, RTLB, HOKITIKA 
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PURPOSE 
Cross-Trainer provides a fun and effective way for students to develop the cognitive foundation 

that is necessary for academic success.  Improving performance across subjects as varied as 

reading, math, science, and social studies – it offers an interface that’s easy to navigate, and 

rich graphics that stimulate without distracting. 

 

Cross-Trainer can be used by all students from age 7 to adult to strengthen their thinking, 

memory and problem solving abilities.  Cross-Trainer can help learning disabled, special needs 

and mainstream students improve their cognitive development.  Use of Cross-Trainer as well as 

Lexia Reading greatly increases the effectiveness of the Reading Program - especially for 

students who experienced visual-memory, processing or concentration issues. 

 

Cross-TrainerTM: Visual-Spatial benefits students who have 

underdeveloped visual-spatial abilities or who could benefit from 

enhancing these skills.  E.g. Students who struggle to copy from the 

white board may be demonstrating underdeveloped visual-memory. 

  

The software can be effective for students who need to improve in 

subjects that emphasize visual and conceptual learning, such as 

mathematics and science.   

 

 

 

Skills reinforced include:  

 Visualization   

 Visual tracking   

 Mental rotations   

 Visual memory 

 Spatial orientation 

 Multi-perspective coordination 

 

 

Cross-TrainerTM: Logical Reasoning benefits students by providing 

the foundation for creating new ideas, comprehending theories, and 

recognising relationships.  Logical reasoning skills are crucial to basic 

organisation, discerning patterns, and drawing inferences, all of which 

are necessary in conceptual learning.  

 

 

 

 

 

Skills reinforced include:  

 Classification   

 Exclusion   

 Inductive reasoning   

 Deductive reasoning  

 Conjunction  

 Patterning 
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REMEDIATION ENHANCEMENT 

ADD/ADHD Critical Thinking 

Dysgraphia Comprehension 

Dyslexia Meta-Cognitive 

NVLD Executive Functioning 

Aspergers Organization 

Resilience Focus/Concentration 

BENEFITS AND FEATURES 

Cross-Trainer activities are designed to make the learning experience an engaging and pleasant 

one, since software is of no value if users quickly lose interest.  Cross-Trainer maintains student 

enthusiasm using Lexia’s tested and proved methods: non-distracting backgrounds, direct 

manipulation of learning target elements, immediate positive feedback, and lack of negative 

feedback. 

 Automatic branching keeps the student in a challenged state, minimising boredom and 

frustration. 

 Students practice independently of teachers. 

 Built-in assessment tool ensures that students work at the point of maximum benefit and 

interest. 

 Detailed reports show student progress. 

 Recommended usage 20 - 40 minutes, 3 times per week. 

 Using the software is a cost-effective alternative to one-on-one tutoring. 

 10 different activities with 25 levels each!  Upper levels exceed average adult skill levels 

ensuring benefit to all users. 

 

Cross-Trainer can be used for both Remediation and Enhancement 

THE COGNITIVE INTERVENTION 



 

 

IMPORTANT TIPS FOR TEACHERS 
1. Ensure students have a hand controller guide visible at all times and press the analogue 

button at the start of all sessions (see page 30 for controller guide). 

2. Cross-Trainer is designed for intensive use over a prolonged period of time.  We suggest 

using the software 3 to 4 times a week, for 20-30 minutes each time.  Usage should be 

adapted to avoid frustration or fatigue.  Regular use is more important than time.  Some 

students may initially need you to sit with them while they work until they gain sufficient 

understanding of the controller to effectively navigate through the activities independently. 

3. Cross-Trainer has 10 activities with 25 levels in each activity.  Achievement levels vary for 

different age groups.  You should not expect all students to reach the same levels.  The 

following can act as a guide of achievement levels to aim for when addressing cognitive 

deficits:  Primary - level 10;    Intermediate age - level 15;     High School - level 20.   

Studies have shown that intensive usage for 8 weeks followed by a break of up to 4 weeks 

optimises achievement levels, which is especially important in remediation situations.  

Repeat usage periods until suitable levels for the student’s age and needs are achieved.  

4. All Cross-Trainer users start on level 1 regardless of their age.  The program offers a choice 

of activities, which branch upwards until students begin to make errors, ensuring they 

understand the fundamentals of each activity.  The program places users into their 

appropriate level of challenge quickly, thereby preserving their interest and self confidence.  

As students accuracy and speed reduces, their progress through levels generally slows. 

5. When students initially launch Cross-Trainer, they find it fun, and reasonably easy to use. 

As the activities become increasingly difficult, students generally progress more slowly. This 

is when students are learning the most.  It is crucial that the teacher listen for signs of 

frustration and avoidance. E.g. “This is boring, I don’t like it any more.  I can’t do this.”  

Teachers must encourage students to continue until they succeed, thereby ensuring 

students’ confidence in their ability to improve: 

 It may help to prepare students in advance by telling them, “We are going to use this 

program to help you think better. Sometimes it will feel hard, but you need to try your 

best. The times it feels hardest are the times it’s helping you the most.”  

 Students need to understand that Cross-Trainer is not just for having fun, but it is also 

helping them learn.   

 Use of the hint button should be encouraged (button 2 on the controller). 

 Graphs found in the ADMIN Reports section can also be a useful to show students their 

progress so far.   

6. Many teachers place a chart near the computer with a list of the students who are to use 

Cross-Trainer that day so that students can get the next student on the list as they finish. 

7. If a student must quit in the middle of an activity, the data from that micro-level will not be 

saved; however, all previously achieved micro-levels from that level will remain intact. 

8. The bar charts on the activity screen will fill in only if students complete the exercises 

correctly; hence, they must work carefully. In addition, some units have more than one 

exercise, or have practice exercises; therefore, the bar charts will not necessarily change 

every time a student uses Cross-Trainer.  

9. Students should understand that the activities available to them vary from student to 

student, because the program is tailored to meet individual student needs.  The program 

will not always offer all activities and may even limit students to one activity at times. 

10. Cross-Trainer automatically branches to the next micro-level, or to another activity, based 

on student performance. Because the integrated placement tool in the program places 

students into their appropriate level of challenge, it is not recommended that you reassign 

placements. However, to restrict students or classes to specific activities, you may set 

activity levels and turn them off.  For instructions to do this, see “Assigning Activity Levels 

in Cross-Trainer” in the On-Screen Help, within the program. 

11. Full on-screen help guides for both program usage and administration, reports etc. 

are viewable in the ADMIN facility in the program.   

Refer to Quick Setup - Accessing Guides on page 6. 
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The directions in this chapter are intended to get you started using Cross-Trainer as quickly as 

possible after installation.  They do not provide complete instructions for the administrative area 

of the program.   

Please refer to the On-Screen Help in the program for full information and directions related to 

the administrative functions.   

 

ACCESSING THE GUIDES FROM WITHIN THE PROGRAM  
To access the Cross-Trainer Guide or Administrator’s Guide from within the program:  

1. Click ADMIN in the Select a Student Name screen. 

2. Pull down the Help menu, and click Cross-Trainer or Administrator’s Guide.  The 

selected guide opens on-screen. 

3. A list of all program administration functions available to admin users can be found on page 

10. 

 

STARTING UP 
1. Double-click the Cross-Trainer icon on your desktop. 

2. Click Yes to run the program in full-screen mode (recommended, as it’s less distracting), or 

No to run in a sub-window. 

3. Click Don’t Ask Again to maintain this display option for subsequent use of the program. 

The Lexia logo displays. 

4. Click anywhere in the logo screen to continue. 

 

Before you can begin the activities, you must 

enter at least one student name.  If you are 

opening the program for the first time and there 

are no student names, you will be prompted 

through the process. 

 

 

 

 

 

 

 
 

ADDING STUDENTS 
1. Click ADMIN in the Select a Student Name 

screen (above).  The Students and Classes 

screen displays (at right). 

2. Click Add Student.  The Student 

Properties screen displays. 
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3. Fill in the student’s First Name, Last Name, and User 

Name (must be unique) fields, using the Tab key to move 

from one field to the next.  (The student’s middle initial is 

optional.)  IMPORTANT: If you have more than one 

student with the same name, you must develop a system to 

differentiate between the students, e.g., adding a number 

to the first or last name.  Otherwise, when selecting a 

student, all of the names will be the same. 

4. Fill in the password field for each student (optional, but 

recommended).  Passwords prevent students from using 

other students’ names to perform activities.  If students 

share names, their reports become invalid, and their activity 

levels become inappropriate.  Be sure to keep a record of 

each student’s password.  

5. Click OK to close the Student Properties screen and the new 

student name is added to the list.  Students are now ready 

to use the program. 

 

 

ADMINISTRATIVE PASSWORD PROTECTION 
In most schools it is important to protect the administration area of the program with a 

password to prevent unauthorized users from accessing and possibly corrupting data. 

Cross-Trainer is delivered with the Administrative (ADMIN) screen password-protection feature 

turned off to enable you to add students and classes quickly the first time you open the 

program. 

 

To set administrative passwords: 

1. While in Admin screen, click Admin Options tab. 

2. Click on Modify Administrator Passwords 

3. Set a password for ’Sysadmin’ and click save.   

4. Repeat process for ’Keyadmin’ on same screen using a different password. 

5. Record your passwords somewhere safe. 

 

 

Optional Extras:  

Click the Grade pull-down list to select a year level.  Adding year levels enables you to sort 

students by year, and to easily increment levels from year to year.  

Click Demographics to add other optional student information: birth date, gender, notes, etc.  

Click OK to close the demographics screen.  
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Once you have set the System Administrator (sysadmin) password, all users will be prompted 

for a user name and password when they click the ADMIN button.  Only one or two 

knowledgeable people should know the sysadmin password.  Others will need either the Key 

Administrator user name (keyadmin) and password, or a Class Administrator user name (class 

name) and password to enter the administrative section of the program.  The functions that are 

available to the three different levels of access are indicated in the Administrative Functions List 

on page 10.  If no password has been assigned to a user name, leave the password field blank, 

and click OK.   (See the On-screen Help for more information about passwords). 

 

USING CLASSES 
Cross-Trainer software enables you to create classes and enroll students in classes, but these 

steps are optional. Students may be enrolled in more than one “class,” thereby enabling classes 

to be used to group students by their room location, lead teacher, and/or by ability.  Classes are 

also used to limit teacher access to critical functions.  If you set a ‘sysadmin’ password (highly 

recommended if running on a network), then all teachers will need to access the administrative 

area of the program through either the ‘keyadmin’ user name, or a class name.  The most 

restricted user access is “class administrator” access, i.e. access through a class name.  

 

We recommend that you create classes if any of the following are true:  

1. Cross-Trainer is running on a network, serving many teachers and students.  

2. You want to be able to generate Class Reports.  

3. You want to turn off activities for large groups of students.  

4. You do not want teachers to be able to add or delete classes and students.  

 

CREATING CLASSES 
You must be logged in as keyadmin or sysadmin to perform this function. 

1. Click the Students and Classes tab. 

 

 

 

 

 

 

 

 

2. Click Add Class. 
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3. Type the class name into the Class Name field. 

The Class name serves as a “user name,” after the sysadmin password has been assigned. 

4. Fill in the password field (for all classes).  To get a list of all class passwords, run a Class 

Roster Report. 

5. Click OK.  The new class name displays under the Classes list.   

 

Now you must enroll students into the class: 

1. Click a class name. 

2. Click a student name. To select multiple students hold down the Control key as you click on 

the names.  To select a sequence of students click on the first name, hold down the Shift 

key, and click the last name in the sequence. 

3. Click Enroll in Class.  The selected name(s) display in the Class Enrollment List. 

4. If you’ve enrolled the wrong student, click the student’s name and then click Remove from 

Class.  The name is removed form the class list. 

5. Click Return to Program to return to the Select a Student Name Screen, or click Quit to 

exit. 
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THE ADMINISTRATIVE FUNCTIONS LIST  

Administrative Function Tab Name 
Class 

Admin. 
Key 

Admin. 
System 
Admin. 

Open the Help File Help      

Add/Modify Student Passwords Students and Classes    

Assign Student Grade Levels Students and Classes      

Assign Activity Levels or Units Students and Classes     

Change Language of Dictated Directions Students and Classes     

Sort Students by Name or Grade Students and Classes      

Enrol/Remove Students from Classes Students and Classes     

Enable/Disable Auto Branching Students and Classes    

Add/Modify Class Passwords Students and Classes    

Modify Class Properties Students and Classes     

Generate Student Reports Reports     

Log in as a Different User Login     

Add Students Students and Classes      

Add Classes Students and Classes     

Delete Students Students and Classes     

Delete Classes Students and Classes      

Transfer Data to/from a Disk Import/Export     

Import/Export Class & Student Data Import/Export      

Re-set Presentation Options Admin Options      

Enter a Network Serial Number Admin Options      

Add/Modify sys or keyadmin Passwords Admin Options      

Change Records Database Location Admin Options      

Enter School Information Admin Options      

Update Students for a New School Year Admin Options      

Create an Empty Database Admin Options      

Back Up the Database Admin Options      

Change Network Settings Admin Options      

Compact the Database Admin Options      
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OVERVIEW OF THE VISUAL-SPATIAL ACTIVITIES 
All of the activities have 25 levels, with 20 micro-levels within each level. The last 5 levels of 

each activity are extremely challenging and many users will not progress past the 20th level.  

This is normal, and no student should be expected to master these higher levels.  The last five 

activity levels are included to challenge the user to their highest possible level of skill. 
 

Each of these activities focus on different aspects of visual-spatial skills.  Bear in mind, however, 

that students will not have access to all of these activities at the same time; they will be placed 

in each of the activities when the level of challenge is appropriate for them. 

 

CUBES 

Cubes is designed to improve a student’s visual matching skills and to 

improve their understanding of perspective and negative space.  Specific 

skills addressed are 2-D/3-D coordination, multi-perspective coordination, 

discrimination, visualization, spatial relations, perspective-taking, abstract 

matching, finding, memory, and representational thought. 

 

TANGRAMS 

Tangrams is designed to develop a variety of fundamental visual-spatial 

abilities, including concrete part-to-whole relations.  Other skills addressed 

are discrimination, visualization, spatial relations, abstract matching, 

abstract part-to-whole relations, and memory. 

 
 

 

 

 

 

 

 

 

 

 

 

SPATIAL DELIVERY 

Spatial Delivery is designed to develop more sophisticated visual-spatial 

abilities, including navigation and spatial directionality. Specific skills 

addressed are perspective-taking, spatial orientation, spatial localization, 

visualization, mental rotation, memory, finding, discrimination, and 2-D/3-D 

coordination. 
 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

FLIPS 

Flips is designed to improve the ability to visualize objects in different 

positions. Specific skills addressed are concrete and abstract matching, 

discrimination, visualization, memory, reflections, and mental rotations. 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

WATERWORLD 

Waterworld is designed to improve figure-ground perception, visual 

matching, visual memory, and an understanding of negative space.  Specific 

skills addressed are discrimination, visualization, memory, and mental 

rotation. 
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CUBES 
Activity Description 
Cubes is designed to improve perspective.  Improved perspective enables 

students to envision how a scene or set of objects would look if seen from 

a different angle.  The activity consists of comparing a three-dimensional stack of cubes to a two

-dimensional representation of those cubes from a variety of perspectives.  At the beginning 

levels, students select the same cube in the 3-D design that is represented on the 2-D card.  At 

intermediate levels, students colour the cards to represent how the 3-D cube design would look 

from a variety of perspectives.  At the highest levels, students construct the 3-D cube design 

based on 2-D representations from a variety of perspectives.  In all cases, students are 

challenged to coordinate multiple 2-D representations with a 3-D object. 

 

Activity Directions 
Use the Move (left thumbstick) to move the selection box left, right, back, and 

forward.  Use the Up/Down (right thumbstick) to move the selection box up 

and down.  Because this activity is in 3 dimensions, you may need to use the 

Change View button to see the entire puzzle.  In early levels, move both 

thumbsticks to select the matching cube and press the Done button to check 

the solution.  In later levels, press the Action button to colour the perspective 

cards to match the turtle’s cube pattern or vice versa.  Press the Done 

button to check the solution. 

 

TANGRAMS 
Activity Description 
Tangrams is designed to develop a variety of fundamental visual-spatial 

abilities, including part-to-whole relations and visual transformations.  

Part-to-whole relations involve creating a complete design from individual component parts, 

which improves the student’s ability to see how each part relates to the whole design.  Visual 

transformation involves visualizing how an object would appear if rotated into different positions. 

 

The activities begin with matching individual pieces, and gradually progress to more common 

Chinese Tangram activities.  While original Tangram puzzles can be overly difficult, ultimately 

leading to frustration and failure, this computer-based version of Tangrams breaks down each 

step, providing students with the necessary foundation not only to succeed at increasingly 

difficult Tangram puzzles, but to complete them from memory as well. 

 

Activity Directions 
In Levels 1 through 8, move the hand cursors over the shape that matches the 

one in the gray box and click the Action button to check your answer.  In the 

higher levels, press the Action button to select a shape; use the Move (left 

thumbstick) to move shapes into place; and use the Turn (right thumbstick) to 

rotate them to match the pattern on the left.  When working from memory, 

press the Hint button if you need to see the pattern again.  Press the Done 

button to check the answer. 

Hint Action 

Done Done 

Menu 

Light must 

be on 

Move 

Right/

Left 

Move 

Down/

Up 

Change View 

Done Done 

Menu 

Hint 

Light must 

be on 

Move Turn 

Action 
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SPATIAL DELIVERY 
Activity Description 
Spatial Delivery is a three-dimensional navigation activity that challenges 

students to use a map to navigate through a maze to deliver a package. 

Spatial Delivery emphasizes the development of a variety of visual-spatial skills including the 

coordination of two-dimensional information in a three-dimensional environment, navigation, 

spatial directionality, and spatial memory.  Unlike most computer games, which predominately 

rely on visual memory and reaction speed, Spatial Delivery is designed to challenge children to 

develop progressively more sophisticated visual-spatial abilities. 

 

Activity Directions 
Use the Move (left thumbstick) on the controller to navigate throughout the 

maze of buildings.  Use the map to find your way to the star, which marks the 

open door described at the beginning of the activity.  In the higher levels, the 

path will disappear; press the Hint button if you need to see the path again. 

 

 

FLIPS 
Activity Description 
Flips is designed to improve the ability to visualize objects as they appear 

when they are rotated or flipped into different positions.  The activity 

begins by matching block patterns and then progresses to matching patterns from memory. 

After mastering these tasks, students are challenged to focus exclusively on performing mental 

flips and rotations.  For these tasks, students assemble their shapes to match the original 

pattern after it has been flipped either vertically or horizontally, or after it has been rotated 90 

or 180 degrees.  At the highest levels, students must predict how the designs will look after they 

have been flipped and rotated. 

 

Activity Directions 
At the lower levels, copy the image by pressing the Action button to select a 

shape.  Use the Move (left thumbstick) to move the shapes into the gray box, 

and use the Turn (right thumbstick) to rotate the shapes to match the pattern. 

At higher levels, students must predict and create the pattern as it would 

appear if it were flipped, rotated, or both.  Press the Done button to check the 

answer. 

 

WATERWORLD 
Activity Description 
Waterworld is a two-dimensional activity that involves creating a grid that 

matches another coloured grid.  At higher levels, it involves creating grids 

that match another grid’s line patterns.  Eventually, it involves matching lines and grids that 

have been rotated 90 or 180 degrees.  Waterworld is designed to improve figure-ground 

perception, the understanding of negative space, visual matching, and visual memory. 
 

Activity Directions 
In Levels 1 & 2, move the selection box by manipulating the Move (left thumbstick) on the 

controller to go to the bubble that matches the one on the left grid.  Press the Action button 

when you are done.  In higher levels, use the Move (left thumbstick) to move 

the selection box to the same bubbles shown on the left grid.  Select and 

colour each bubble to match the left grid by pressing the Action button.  Press 

either one of the Done buttons when you are done.  When working from 

memory, press the Hint button if you need to see the pattern again. 

Menu 

Hint 

Move 

Action 

Done Done 

Menu 

Hint 

Light must 

be on 

Move Turn 

Action 

Done Done 

Menu 

Hint 

Move 

Action 
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THE 22 SKILLS ADDRESSED BY VISUAL-SPATIAL ACTIVITIES 
Visual-Spatial covers 22 visual-spatial skills, listed alphabetically, and defined below: 

2-D/3-D Coordination: This includes both constructive and deconstructive components.  

Constructive 2-D/3-D Coordination involves constructing a 3-D object from a 2-dimensional 

cross-section view of it, from several perspectives (up to six).  Deconstructive 2-D/3-D 

Coordination involves mentally deconstructing a 3-dimesional object to create a 2-dimensional 

cross-section perspective view. 

Abstract Matching: Recreating a design or array.  Students build a matching form next to the 

given design or array. 

Abstract Part-to-Whole Relations: Creating a whole design from its component parts.  Often 

the design is monochromatic, challenging the student to analyse the shapes and sizes of the 

pieces and how they fit together, rather than using colours or designs on the pieces. 

Concrete Matching: Recreating a design or array.  Students build a matching form on top of a 

given design or array. 

Concrete Part-to-Whole Relations: Creating a matching design on top of the target design, 

within a defined border.  Students must determine how the pieces fit in the target form.  Usually 

involves monochromatic pieces. 

Discrimination: Discriminating between visual designs or objects to determine their similarities 

and differences. 

Figure-Ground: Identifying a design or object which is embedded amongst distracting 

elements.  Includes identifying objects or figures hidden within a pattern or collection of other 

objects or figures. 

Finding: Finding an object among other objects or within a design. 

Memory: Constructing a mental model of a visual array and maintaining that mental model 

after the array has disappeared in order to recreate it. 

Mental Rotations:  Mentally picturing an object or a display and imagining what it would look 

like if it were rotated by 45, 90, or 180 degrees. 

Multi-Perspective Coordination: Building an object, given representations of how the object 

would look from several different perspectives. 

Negative Space: Creating the inverse (negative) representation of a design. 

Perspective-taking: Problem solving from the perspective of another observer.  Looking at a 

scene from one perspective and recreating the scene from a different perspective. 

Pursuit: Mentally tracking a path through a visual array that may or may not have distractions 

(e.g. a maze or twisted knot). 

Reflections: Constructing the reflection of an image as if a mirror were placed next to it. 

Representational Thought: Representing what one sees through drawings or symbols. 

Spatial Localization: Locating oneself in an environment by using a map. 

Spatial Orientation: Orienting oneself in an environment by using a map. 

Spatial Relations: Understanding how objects and representations in different scales relate to 

each other. 

Tracking: Following a moving target with one’s eyes accurately and efficiently. 

Visualization: Constructing a mental image of a problem to be solved. 
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OVERVIEW OF THE LOGICAL REASONING ACTIVITIES 
All of the activities have 25 levels, with 20 micro-levels within each level. The last 5 levels of 

each activity are extremely challenging and many users will not progress past the 20th level.  

This is normal, and no student should be expected to master these higher levels.  The last five 

activity levels are included to challenge the user to their highest possible level of skill. 

 

Each activity focuses on different aspects of logic.  It is important for teachers to be careful not 

to help students by translating the logic statements and problems into words.  Students need 

the opportunity to explore the concepts and test their own theories of what statements may or 

may not mean. Without this, students may have an insufficient conceptual foundation to 

progress to higher levels in the activities. 
 

 

 

SATELLITE 

Satellite is designed to improve deductive, inductive, and inferential 

reasoning skills.  It employs abstract thinking skills, flexibility of thought, 

and it emphasizes the concepts of reversibility, implication, negation and 

double negation, conjunction, and exclusive conjunction. 
 

 

 

 

 

 

 
 

 

 

 

 

 

 

STEPPING STONES 

Stepping Stones is designed to develop a variety of fundamental logic skills, 

including deductive reasoning, analysis, patterning, systematic thinking, 

and classification skills.  Other skills addressed are inductive and inferential 

reasoning, and it features multiple correct solutions. 

 
 

 

 

 
 

 

 

 

 

 

 

 

 

WORLD CUP 

World Cup is designed to develop more sophisticated logic abilities, 

including understanding classification, systematic thinking, union and 

exclusion.  These activities also employ inductive reasoning skills, efficient 

problem-solving capabilities, and multiple correct solutions. 
 

 

 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

FISHING DERBY 

Fishing Derby is designed to improve inductive reasoning and classification 

skills.  It also employs speed, flexibility and accuracy of thinking.  Specific 

concepts addressed are understanding of classification, union, and 

exclusion. 
 

 

 

 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

BRIDGE BUILDER 

Bridge Builder is designed to improve planning and analytical skills and to 

improve systematic thinking.  By comparing and contrasting, students build 

an understanding of classification, union, and exclusion. 
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SATELLITE 
Activity Description 
Students complete logical statements in order to repair the satellites’ 

computer codes.  As students progress through each level, they travel to 

new planets where more satellites need repair.  The goal is for students to build upon 

fundamental concepts of logic such as implication, negation, and conjunction.  By working with 

symbols and operators, students develop a more precise understanding of the logical structure 

that is fundamental to concepts of mathematics and language, without the complexities of words 

and numbers. 

 

The first three levels introduce the general framework of the activity, and students learn through 

trial and error what the symbols mean and with which pictures they are associated.  In levels 4–

7, the concepts of negation and double negation are introduced (double negatives cancel each 

other out; making the affirmative).  In levels 8–10, the activities focus on the understanding of 

the concept of conjunction.  In levels 11–13, exclusive disjunction (when you can have one idea 

or the other, but not both) is the primary focus.  The remaining levels (levels 14–25) introduce 

different combinations of the concepts introduced in the first half of the Satellite activities. 

Double negatives are used with conjunctions and exclusive disjunctions.  Negated conjunctions 

and negated exclusive disjunctions are introduced and are combined with double negatives. 

 

Activity Directions 
Complete the code by choosing the letter, picture, or logical operator that 

completes the code with logically valid elements.  Use the Move (left 

thumbstick) to move the green selector box.  To select a tile, press the Action 

button.  Press the Done button to check the solution. 

 
Each logic statement has three parts with one or more incomplete parts.  The symbols are 

letters that stand for a class of objects (e.g., F is a symbol for frog, and P, A, and R stand for 

pig, alien, and robot respectively).  Pictures also represent these four things.  The third element 

consists of logical operators such as implication, conjunction, and 

disjunction.  Students apply these concepts to the symbols to produce 

valid symbol sequences. 

 

STEPPING STONES 
Activity Description 
Students place activity pieces (stones) across a river in order to create a 

pathway.  The stones must be placed in a sequence that fits a pre-

determined pattern.  Students analyse the initial pieces to discover the pattern and determine 

what pieces they need to complete it.  This activity challenges students to develop skills such as 

deductive reasoning, analysis, patterning, and inference. 

 

The first 5 levels involve patterns that have a single rule, meaning that they only vary by one 

attribute, such as colour.  In levels 6-9 the patterns involve 2 or more attributes.  In levels 10-

14, the patterns have attributes that are not a part of the pattern, and students must analyse 

the puzzle to determine which attributes are part of the pattern and which are not.  The 

remaining 10 levels consist of patterns that have multiple rules that are not synchronized with 

each other.  For example, there are patterns with colour varying by three (red, blue, yellow); 

shapes varying by two (big, small); and shapes varying by four (crescent, diamond, triangle, 

star); all within one pattern. 

 

Activity Directions 
Use the Move (left thumbstick) to navigate among the tiles in the top pattern 

and the selectable tiles below.  To select a tile, or to move down from the 

pattern or up from the selectable tiles, click the Action button.  Click the Done 

button to  check the solution. 

 

Done Done 

Menu 

Hint 

Move 

Action 
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WORLD CUP 
Activity Description 
World Cup challenges students to improve their thinking in two important 

ways.  The first is through the understanding of the concept of 

classification.  The second is by challenging students to think systematically and efficiently by 

carefully planning their way through the challenges.  If students resort to guessing and other 

inefficient strategies, they will learn that it is more difficult to progress in the activity.  When 

they carefully think through their choices, they progress more quickly to the higher levels. 

 

World Cup is a Venn diagram activity in which students must logically determine what pieces 

belong inside the circles on the playing field.  The first four levels introduce the student to the 

conventions of the activity, as the students determine what the rule is for pieces that go inside 

the circle.  In these levels, the activity pieces are limited to only one of the four attributes 

(colour, shape, size or outline), at a time.  As students progress to higher levels, more circles 

display and they introduce more rules and the intersection of rules.  In levels 5–7, multiple 

attributes are gradually introduced.  Level 6 introduces the concept of not belonging to a set 

(i.e. belonging outside the circle).  In level 8, the activity uses multiple circles, and students 

determine the rule for all of the circles. Level 12 introduces overlapping circles, and students 

determine the rules for the circles as well as the intersection of those circles.  Higher levels 

include overlapping circles with multiple attributes. 

 

Activity Directions 
Each task begins with a practice period for students to deduce which pieces 

belong in the flashing part of the playing field.  Use the Move (left thumbstick) 

button to move the green selector box to the desired piece.  Press the Action 

button to make the selection.  There are 5 chances to determine the rules, but 

if you determine the rules before 5 iterations, press the Done button to 

proceed to the match.  During the match, you have three tries to select pieces 

that belong in the flashing part of the playing field.  In the higher levels, some activities contain 

empty or null sets.  When the rules determine that no piece can go in a certain area, use the 

Move button to go to None at the bottom of the screen, and press the Action button to select 

it. 

Done Done 

Menu 

Hint 

Move 

Action 

ACTIVITIES - LOGICAL REASONING 17 



 

 

FISHING DERBY 
Activity Description 
Fishing Derby is designed to develop classification skills, as well as to 

improve speed.  Students look at fish of different colours, shapes, depths, 

and numbers of stripes, and catch three fish that are grouped according to certain criteria.  A 

valid group of fish is comprised of three fish that are the same within each attribute class, or 

different within each attribute class.  For example, the shape and colour could be all the same 

while the depth and number of stripes could be different.  What cannot happen within any 

attribute class is to have two fish that are the same and one different (e.g., two blue and one 

red). 

 

The early levels of the activity use the concept of union exclusively to construct valid groups.  

Gradually, more attributes are introduced, and at higher levels, the speed element of problem 

solving is introduced, as students must find a group of fish before the computer opponent 

captures them.  As students progress, multiple attributes are used concurrently. 

 

Levels 9-11 introduce the concept that all of the attributes within a class may be different.  For 

example, three fish with one, two, and three stripes make a valid group.  One fish with one 

stripe and two fish with two stripes would not make a valid group.  From this point on, the 

attributes within a class must be either all the same or all different.  These levels introduce a 

gradual progression of increasing complexity in the array of fish provided on-screen.  After level 

15, the remaining 10 levels are challenge matches, in which the student competes against a 

computer opponent to capture the fish.  With each level, the opponent’s skill level increases and 

the student must find groups of fish at a faster rate in order to be the first one to catch five 

groups of fish and win the match. 

 

Activity Directions 
Find a set of three fish that are either all the same or all different in each way.  

Shape, stripes, colour, and depths are all considered in choosing fish.  Use the 

Move (left thumbstick) button to move the green selector box to the desired 

fish.  Press the Action button to catch them.  Press the Done button to check 

the answer. 

Done Done 

Menu 

Hint 

Move 

Action 
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BRIDGE BUILDER 
Activity Description 
In Bridge Builder, students select activity pieces to complete a series of 

pieces in order to repair a bridge.  The activity challenges students to 

understand the relationships between two objects and their degrees of similarities or differences.  

It is designed to improve pattern recognition and to employ deductive reasoning skills.  The 

activity emphasizes comparing and contrasting skills, analysis, and conjunction.  At higher 

levels, the tasks emphasize planning, organization, forward thinking, and systematic thinking.  

These activities have multiple correct solutions.  By comparing and contrasting, students, 

discover similar and dissimilar attributes in order to determine which tiles they need to complete 

the bridge.  Students are challenged to develop a strategy in order to complete the task 

efficiently: poor planning takes extra time, particularly if students need to reconstruct the 

bridge. 

 

Two pieces of varying colours, shapes, sizes and outlines display.  The student must analyse the 

relationship between the two pieces in order to determine how many attributes the pieces have 

which are different.  In the first 5 levels, students complete a line of pieces that are related to 

each other by one difference.  In levels 6-10, students connect pieces using two differences, 

then three and finally four.  In levels 11-12, the focus shifts from differences to similarities.  

Some students find this conversion to be easy, while others struggle to shift their thinking. 

 

In level 13, students begin working with matrix puzzles.  They must complete both a horizontal 

and vertical string of pieces.  If the number of differences going horizontally and vertically is 

three, then every piece must have three differences from any other piece in all directions.  While 

some students may try to complete the matrices in a piece-meal fashion without an overall plan, 

they gradually see that it is more efficient to plan in advance.  They can determine which 

attributes will change from row to row and column to column.  In these levels, students must 

develop a strategy before they begin to build, thereby emphasizing planning and systematic 

thinking.  The last two levels challenge students to complete a three-dimensional cube that has 

related pieces in all three directions. 

 

Activity Directions 
Repair the bridge by building it with pieces that have a certain number of 

differences.  The differences include: the shape of the outline, the shape of the 

inside piece, the size, and the colour.  Move the green selector box by using 

the Move (left thumbstick) on the controller.  Press the Action button to 

select a piece, or to move from the bridge to the piece selection box.  Press the 

Done button to check the solution. 

 

Done Done 

Menu 

Hint 

Move 

Action 
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THE 13 SKILLS ADDRESSED BY LOGICAL REASONING 
ACTIVITIES 
Logical Reasoning covers 13 logical reasoning skills, listed alphabetically, and defined below:  

Classification: Organizing objects (and ideas) into categories and sub-categories according to 

their similarities and differences.  

Compare/Contrast: Evaluating and determining similarities and differences, while suppressing 

superfluous information.  

Conjunction: Joining concrete or abstract elements together.  

Deductive Reasoning: Making a conclusion based upon a given set of evidence (however 

incomplete the knowledge).  For example, if one sees a dog at the Smith’s house, one may 

conclude that the dog belongs to the Smiths.  

Exclusion: Identifying items that do not belong to a group.  

Exclusive Disjunction: Discerning which arguments are true, when two terms or ideas are 

presented. 

Implication: Understanding the logic behind a statement in the form of, “if A, then B.” It is the 

comprehension of logical necessity, in that certain conditions or statements determine certain 

outcomes.  

Inductive Reasoning: Making a general conclusion based on a specific case or observation.  

For example, if a frisbee is thrown three times and always falls back down, based on this 

observation, one may generalize that it will always come back down.  

Inferential Reasoning: Predicting a specific outcome based on a general principal, or making a 

specific inference when given a general premise.  For example, if one believes in gravity, one 

may infer that what goes up, must always come back down.  

Negation & Double Negation: Understanding the concept of something that is the opposite of 

the affirmative.  Double negation is combining two negatives to create the affirmative.  

Patterning: Recognizing recurring patterns among distractors, identifying the repeating 

sequence of elements, and coordinating and predicting the next object in the series.  

Reversibility: Mentally reversing an operation and envisioning it in its original state.  

Union: Grouping or classifying objects that are members of two or more other groups to form a 

union.  
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SYSTEM REQUIREMENTS AND SPECIFICATIONS 
 

WINDOWS 
 

Windows System Requirements 

Windows 98, Me, 2000, NT, XP, Vista, Windows 7, Windows 8 

 1.0 Gigahertz Pentium III processor or better 

•  At least 128 MB RAM 

•  At least 150 MB hard drive space 

•  Speakers or Headset (headset recommended) 

•  16 MB accelerated video graphics card or better 

 

Windows Standalone Installation Overview 

 

CD Installation to a single windows computer.  Student usage data is stored on the computer 

students use—so they must use the same computer each time they use the program. 

 

Installation is from the Cross Trainer Install DVD provided.  After installation the Run DVD is 

required in the DVD drive for every session to run Cross-Trainer. 

 

Windows Network Installation Overview 

 

Please install from the Cross Trainer Install DVD provided.  

A serial number is required to be entered in the Admin section of the program to run the 

program without a CD. 

 

MACINTOSH (10.6 or earlier) 
 

CROSS-TRAINER WILL NOT RUN ON MAC COMPUTERS OS AFTER 10.6X (SEE SYSTEM REQUIREMENTS) 

 

MAC RECOMMEND USING “BOOTCAMP” TO RUN WINDOWS PROGRAMS ON MORE RECENT MAC 

COMPUTERS — HOWEVER WE ARE UNABLE TO PROVIDE TECHNICAL SUPPORT FOR MAC BOOTCAMP—

PLEASE REFER TO YOUR MAC PROVIDER. 

 

Macintosh System Requirements  

•  Mac OS 9.x, OS X up to 10.6x, (Not suitable for Mac 10.7 Lion+)   

•  400 Megahertz G4 processor or better   

•  At least 128 MB of RAM 

•  At least 150 MB hard drive space 

 Speakers or Headset (headset recommended) 

 16 MB accelerated video graphics card 

 

Macintosh 10.6 or earlier Standalone Installation Overview 

 

Installation to a single Mac 10.6 or earlier computer.  Student usage data is stored on the 

computer students use—so they must use the same computer each time they use the program. 

 

Install the Mac compatible version of the program downloadable from our website              

http://www.lexialearning.com/support/files/CrossTrainer.dmg 

 

After installation the Run DVD is required in the DVD drive to run Cross-Trainer. 
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WINDOWS INSTALLATION INSTRUCTIONS (STAND-ALONE) 
(Please note you will need to install from the install DVD and after installation the Run DVD is required in 

the DVD drive to run Cross-Trainer.) 

 

1. Insert the Cross-Trainer — Install DVD into the DVD drive and click on autorun 

 

2. On the Installation screen click on the Cross Trainer button and then on the Install Cross 

Trainer button. 

 

3. Install the program by following the installation wizard (screenshots below): 

Complete install will install Cross-Trainer in the default location 

(C:\Program Files\Lexia Learning Systems). Recommended. 

 

3. Once the installation is complete click on quit in the installation complete 

screen an icon will appear on your desktop. 

 

Cross-Trainer is now installed.  Continue to run the program:- 
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6. Prior to using Cross-Trainer you will need to: 

a. Insert the Run DVD to run full program). 

b. Plug in the hand controller. 

c. Press analogue button on hand controller. 

 

7. Click on the Cross-Trainer icon created to start the program. 

 

8. Select a student and enter their password.  Click on OK to continue.  

(you should see a screen similar to that shown below). 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Vista, Windows 7 and Windows 8 installations: 

 

Please note that further settings changes are required before Cross-Trainer will run on Vista, 

Windows 7 and 8 computers.  (Other operating systems are now ready to use the program.) 

 

If installing Cross-Trainer on Vista, Windows 7 and Windows 8 operating systems please 

continue onto page 25 for additional installation instructions. 
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VISTA,WINDOWS 7  AND 8 INSTALLATION INSTRUCTIONS 
 

To run Cross-Trainer on Vista, Windows 7 and Windows 8 

 

Follow installation instructions on page 22 to install Cross-Trainer. 

 

If you double click on the icon Cross-Trainer won’t run on Vista, Windows 7 and 8 computers 

until you do the following.  

  

On your desktop place the mouse cursor over the Cross-Trainer icon 

and click the right hand button on the mouse and select properties 

(bottom option) from the drop down menu.  

 

Click on the Compatibility tab from the Cross-Trainer Properties 

window and select the box next to ‘Run the program in 

compatibility mode for’ choosing Windows XP (Service Pack 3)  

from the drop down menu.  You will also need to select ‘Run as 

Administrator’ before clicking on apply and ok to save your 

settings and close the properties window. 

 

Lexia will now run on Vista, Windows 7 and Windows 8. 

 

 

 

 

 

 

 

 

 

 

If you are still experiencing difficulty accessing all graphics in Cross-Trainer when 

using Vista, Windows 7 and Windows 8 please carry out the following steps: 

 Go to this webpage: http://www.microsoft.com/downloads/en/confirmation.aspx?

familyId=0cef8180-e94a-4f56-b157-5ab8109cb4f5&displayLang=en 

 Save and Download the DirectX file and unzip. 

 Install this on all your workstations. 

 Go to ‘admin’ within Lexia. 

 Go to the ‘admin options’ tab. 

 Go to ‘Designate Graphics Driver’. 

 Set to ‘Direct X5’ and ‘save’. 

Your Cross-Trainer system should then be working, this will also have advantage to any other 

older programs which your computer may be running. 

 

If problems persist DirectX’s Direct Draw Hardware Acceleration will need to be disabled.  

Please contact us for a fix. 
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WINDOWS INSTALLATION INSTRUCTIONS (NETWORK) 
On the Server 
 

The server is purely used to store the student database. 

 

1. Insert the Cross-Trainer — Install DVD into the DVD drive and click on autorun. 

 

2. On the Installation screen click on the Cross Trainer button and then on the Windows 

Server Installation button. 

3. Follow the installation wizard screen prompts (refer screen diagrams page 22 for help). 

4. Install following the install wizard boxes through to ’finish’ at the end of the installation 

process. 

5. You should now have a service called ‘lexiaserver’ running. 

 

Optional Utility:   Lexia Data Monitor. 

This can be downloaded from our drop box — go to this webpage and click download: 

https://www.dropbox.com/s/9kzjd67lkkwxb0t/Lexia%20Data%20Monitor-171.zip  

 

This allows you to start/stop the lexiaserver service and perform backup’s etc. 

 

This is all that needs to be done on the server. 

 

On the Workstations 
 

The workstation is used to store the program files 

 

1. Install Cross-Trainer to the same (default) folder on a workstation as per page 22. 

2. Startup the application from the shortcut on the desktop. 

3. Go to the admin side of the program. 

4. Under ‘network options’  enter the IP address of the server and save. 

5. Enter the serial number provided. 

6. Create a ‘sysadmin’ password. 

7. Enter a test student. 

8. Connect the USB  game controller and run the program. 

9. If all okay copy the ‘lexia learning systems’  folder (and all subfolders) onto other 

workstations.  Set up each workstation’s shortcut to the desktop. 

 

That is it for the workstations. 
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MACINTOSH INSTALLATION INSTRUCTIONS (STAND-ALONE) 
(Please note you only need the Cross-Trainer CD after installation is successful) 

 

1. Download the Mac Install Cross Trainer file from our dropbox.  Go to the following web site:  
https://www.dropbox.com/s/22bup0sxb68jhjm/Mac%20Install%20CrossTrainer.dmg  
 

2. Install the program (follow prompts as per below). 

3. You can now create an Alias on the desktop.   Go to ‘Applications’ then ‘Lexia Learning 

Systems’ and highlight the yellow Cross-Trainer icon.  Then hold down the ‘Apple and L keys 

or select Make Alias from the File Menu. 

4. Copy this Alias to the desktop. 
 
5. If you can’t create an alias you may start the program by clicking on the yellow Cross-

Trainer icon within the ‘applications’ folder. 

 

Cross-Trainer is now installed.   

 

To run the program follow Step’s 6 to 8 (next page) :- 
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To run the program from your Mac Installation follow Step’s 6 to 8  

 

(see steps 1 to 5 on previous page for installation instructions) 

 

6. Prior to using Cross-Trainer you will need to: 

 

a. Insert the Cross-Trainer CD (either Visual-Spatial or Logical-Reasoning will both run the 

full program including all Visual Spatial and Logical Reasoning activities). 

b. Plug in the hand controller. 

c. Press analogue button on hand controller. 

 

7. Click on the Cross-Trainer icon you created to start the program (refer step 3 if not done 

yet). 

 

8. Select a student and enter their password.  Click on OK to continue (you should see a 

screen similar to that shown below). 

 

                                                   You are now ready to use the program 
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MACINTOSH INSTALLATION INSTRUCTIONS (NETWORK) 
 

NOTE—PLEASE CONTACT US FOR ADVISE BEFORE INSTALLING CROSS-TRAINER ON MAC 

SERVERS AS THE PROGRAM WILL NOT RUN ON MACHINES AFTER OS 10.6X 

 

On the Server 
The server is purely used to store the student database. 

 

1. Insert either the Logical-Reasoning or Visual-Spatial CD into the server and run the ‘install’ 

application. 

2. When presented with the install options select ‘Server Only’ 

3. Choose the destination of the server – this determines the location of the cross-trainer 

database. 

4. At the end of the installation process  select ‘quit’. 

5. You should now have a service called ‘lexiaserver’ running. 

 

On the Workstations 
The workstation is used to store the program files 

 

1. Download the Mac Install Cross Trainer file from our dropbox.  Go to the following web site:  
https://www.dropbox.com/s/22bup0sxb68jhjm/Mac%20Install%20CrossTrainer.dmg  

 

2. Install the program and create an alias on the desktop. 

3. Startup the application from the alias just created on the desktop. 

4. Go to the admin side of the program. 

5. Under ‘network options’  enter the IP address of the server and save. 

6. Enter the serial number provided. 

7. Create a ‘sysadmin’ password. 

8. Enter a test student. 

9. Connect the USB  game controller and run the program. 

10. If all okay copy the ‘lexia learning systems’  folder (and all subfolders) onto other 

workstations.  Set up each workstation’s shortcut to desktop. 

 

That is it for the workstation. 
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CROSS-TRAINER FAQ’s 
Email support@itecnz.co.nz or phone us on 03 5280094 if you have any unresolved issues. 

 

Why do I have 2 Cross-Trainer CD’s to install? 
Cross-Trainer consists of 5 Visual-Spatial and 5 Logical-Reasoning. Family licences (or earlier 

installers) receive the activities on 2 CD’s.  For a full installation of all 10 activities you must 

install both CD’s.   Following installation insert either CD in the drive to run the program. 

You will only need one Cross-Trainer icon on the desktop to access the full program. 

Windows full school licence holders can now use our single ‘Install’ CD.   

Please ask for a copy.   

Network installations do not require the CD in the drive to run, but will require a serial number 

(available for school licences only). 

 

Why can’t I see both programs installed? 
Cross-Trainer is one program requiring installation from 2 CD’s (for earlier installations) to have 

the full range of Logical-Reasoning and Visual-Spatial activities.  After installation of both CD’s 

you will have all 10 activities installed.  Only one icon is needed on your desktop to access the 

program. 

If you have installed both CD’s correctly flags will be visible on 

the start up menu activity choices screen (see right). 

 

Why can’t I see all of the activities when using Cross-Trainer? 
Cross-Trainer automatically directs the user to the activities needing the most practice and will 

present only those for the user to choose from.  At different stages different selections will be 

made available to ensure the student attempts all activities. 

 

Why Tangrams is not working? (Level 8) 
Check that you have pressed the analogue button on your hand controller.  The red light on the 

controller must be on for certain activities to work.  It is a good habit to press the analogue 

button prior to each use. 

 

Will Cross-Trainer work with Vista and Windows 7? 
Yes.  Following installation however you have to change some settings to operate the program 

successfully.  Refer to page 24 or phone/email us for assistance. 

 

Will Cross-Trainer work on a Mac computer? 
Yes.  For a Mac 10.2x + OS use the updated installation dmg file from our website (earlier Mac 

versions will install fine directly from the Cross-Trainer CD’s).  Refer to page 26. 

 

How much time should a student spend using Cross-Trainer? 
Cross-Trainer is designed for intensive use over a prolonged period of time.  Usage should be 

adapted to avoid frustration or fatigue.  Regular use is the key. 

For maximum benefit we recommend 3 to 4 sessions per week of 20-30 minutes each.  Studies 

have shown that intensive use for 8 week periods followed by a break of up to 4 weeks 

optimises progress, especially in remediation situations.   

  

Should students use Cross-Trainer or Lexia Reading 
Both!  Use of Cross-Trainer as well as Lexia Reading greatly increases the effectiveness of the 

Reading Program - especially for students who experience visual-memory, processing or 

concentration issues. 
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Please make sure the analog light is on at all times to ensure that Cross-Trainer runs smoothly 

Rotate 

(Right Thumbstick) 

Rotates Objects 

Analog 

Light Must be on 

Action 

Selects, Moves 

and/or Colour 

objects 

Hint 

Gives Clues for 

the Solution 

Done 

Checks the Solution Menu 

Provides options to 

repeat directions, 

change the 

volume, and/or exit 

the program 

Move 

(Left Thumbstick) 

Moves Objects 
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What level should Cross-Trainer students be on? 
All Cross-Trainer users start on level 1 regardless of their age.  The program will offer a choice 

of activities which will automatically branch and change to ensure all activities and levels are 

mastered.  Upper achievement levels vary for different age groups. 

The following can act as a guide of levels to aim for when addressing cognitive deficits for 

different age groups: Primary - level 10; Intermediate age - level 15; High School - level 20. 

There are 25 levels for each activity that are rarely completed so Cross-Trainer use can continue 

again year after year for further cognitive development of users at all skill levels! 

 
The student is frustrated or disinterested – what should I do? 

Students will experience severe frustration if Cross-Trainer is installed on an underpowered 

computer.  The program will not function optimally which is detrimental to the student’s 

progress. 

Assuming Cross-Trainer is running on suitable equipment, and there are no controller issues, if 

students experience frustration or disinterest with Cross-Trainer, this is usually associated with 

the student reaching a plateau i.e. the fun (easy) stuff is over and they have to think to make 

progress. 

You may find the following suggestions useful to motivate students: 

1. Encourage the students to use the hint button (2) on a frequent basis.  This gives them 

serious hints which after a while will assist them to grasp concepts and move forward. 

2. Observe the tasks that they are struggling with and suggest possible strategies (or with a 

group discuss different strategies students may be using).  It’s important that you focus on 

strategies and not solutions. 

3. Provide some motivational goal for the students that might inspire them to persevere. 

4. Show the students the progress graphs so that they can see how much they have achieved 

already. 

5. Quite a few tasks lend themselves to being able to be replicated in a kinaesthetic domain.  

A simple example might be ‘stepping stones’ where, if a student is struggling you may use 

a series of big and small balls, to deduce a pattern. 

HAND CONTROLLER GUIDE 
A controller guide card is included for each hand controller – please put this somewhere visible 

where the controller will be in use (see below).  These are also available on our website. 

Controllers are by nature used harshly by students.  You can help preserve their usage life by 

encouraging students not to pull on the cords when removing from the USB or during use; not 

winding the cords around the controller; and not twirling the cords during use. 
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RESEARCH - 2003 OUTCOME STUDY 
2003 Outcome Study 

 21 children used Cross-Trainer (Visual-Spatial) for 55 hours. 

 Challenging group of children with complex learning difficulties. 

 Statistically significant gains on the Stanford-Binet for Total IQ. 

 Parents have reported improved school performance. 

 

 

Sarah Third Grade 

 Learns more by rote than by understanding 

 Easily overwhelmed by complex lessons 

 Poor reading comprehension and spelling skills 

 Difficulty understanding complex information and getting the 

“main idea” 

 Poor word retrieval and organizational skills 

 Difficulty with transitions 

 Diagnosed with “ADHD” 

 “Executive function vulnerabilities” 

 

 

Sarah: Full Scale IQ 

 Full Scale IQ is Comprised of 5 Factors 

 Testing conducted by independent neuropsychologist 

 

 

 

 

 

 

 

 

 

 

 

 

Sarah: Nonverbal IQ 

 Nonverbal IQ is a Composite of the 5 Nonverbal Subtest 

Scores 

 Fluid Reasoning, Knowledge, Quantitative Reasoning, 

Visual-Spatial Reasoning, Working Memory. 

 

“Difficulties with effectively 
learning information, with both 
organizational difficulties and 

problems encoding information 
for later recall/retrieval.” 

 -- Neuropsychologist 
“Difficulties were evident with 

understanding ambiguity, 
organizing and integrating orally 

presented information . . .” 
 -- Speech & Language 

Specialist 

 Pre Post 

Standard Score 86 96 

Age Equivalent 7-8 8-8 

 Pre Post 

Standard Score 86 100 

Age Equivalent 7-3 8-11 

 

RESEARCH 6 

Full Scale IQ 

Nonverbal IQ 
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Sarah: Quantitative Reasoning Subtest 

 Quantitative Reasoning 

 Facility with numbers 

 Numerical Problem Solving 

 

 

 

 

 

 

 

 

 

 

Sarah: Visual-Spatial Subtest 

 Visual-Spatial 

 Spatial Relations & Visualization 

 Form Patterns 

 Relative Positions 

 Giving Directions 

 

 

 

 

 

 

 

 

Sarah: Comprehension 

Before: “At the beginning of last summer Sarah’s reading was slow and laborious.  She preferred 

to stick with Goosebump books and didn’t often choose to read on her own.” 

 

After: “She is currently two-thirds of the way through reading The Fellowship of the Ring.  She 

was deeply engrossed in it yesterday when driving in my car and preferred to stay with her 

sister in the car reading rather come in the store shopping.  A year ago this NEVER would have 

occurred.” 

 
-- Sarah’s Mother 

 

 

 Pre Post 

Standard Score 85 106 

Age Equivalent 6-10 9-8 

 Pre Post 

Standard Score 86 97 

Age Equivalent 7-6 8-11 

Quantitative Reasoning 

Subset 

Visual-Spatial Subtest 



 

 

TESTIMONAL - WEST COAST CROSS-TRAINER TRIAL DEC 05 
A Resource Teacher of Learning and Behaviour (RTLB) carried out a one term trial to research 

the impact that the Cross-Trainer program would have on a 10 year old student whose visual 

symbolic memory was pre Lexia recorded at the lowest measurable level - as per below.  This 

has a severe impact on the student’s ability to concentrate and process visual symbolic 

information such as letters and words. 

 

Aston test results for a 10.5 year old student who has completed 17hrs.20 minutes on the Lexia 

cross trainer. (20 minutes 3 times per week). 
 

 

 

 

 

Interpretation 

 Improvement in VSMP- 1 level 

 Slight improvement in ASM 

 SB remains static- roughly at students chronological age 

 VSMS- has improved by just over 5 levels. This should assist this student to recognise text 

and recall words he wants to use when writing more easily 

 SD remains static- was already above his age 

 

Other Points 

 This student is Dyslexic 

 Has had interventions from RTLB/ lit since starting school 

 The test results show improvements in the areas most effected by Dyslexia 

 The Draw a man test of mental age (not shown above) shows the student has moved from 

7.5 to 9.5 years. Aside from doing the Cross-Trainer he has had no other new 

interventions during this time. 

 Reading and spelling age remains static at this time - historically these have remained 

static no matter what interventions have been tried. (Cross-Trainer does not directly target 

these skills for improvement). 

 Teachers report that his concentration and self confidence have improved immensely 

 

 Ian Johnson  RTLB West Coast  
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TESTIMONIAL - CROSS-TRAINER AND STRATEGIES READING 

SOFTWARE 
A study into the relationship between Cross-Trainer and Strategies Reading Software 

 

 Kanwal School started a study in the second term of 2006 using Lexia software.  

 The initial period of study was for a period of one term to evaluate Lexia within our school. 

 A select number of students were used within the initial study period.  

 Pre and post standardised testing was carried, inclusive of Neale, so that all data could be 

properly analysed.  

 

A number of students who used just the Lexia Literacy software made very good 

improvement that was transferred into class.  

 

However it was clearly evident that students using Lexia literacy software and equal 

time on Lexia cognitive development software made far greater gains.  

 

Over the next two terms I clearly monitored progress with students using Lexia Literacy 

software and Lexia literacy and cognitive software.  

 

The result, using a larger profile of students, became more clearly evident that using both on an 

equal time basis showed further significant gains over students just using Lexia literacy 

software. All gains were translated into classroom work.  

 

It was also noted that there were significant improvements in numeracy and behaviour. 

Student’s concentration and focus improved, ADHD and ADD students showed huge 

improvements in behaviour, concentration as well as academically.  

 

In 2007 I moved to Green Hill Public School. Lexia Software, on my recommendation was 

implemented into the school. Significant gains have been made with the whole student body. 

  

Again this year the same correlation with time spent on Lexia Cross-Trainer and progress using 

Lexia literacy development, translating into classroom work for all students, has been clearly 

evident. Teaching staff at Kempsey School now clearly understand the relationship between 

cognitive development and literacy improvement and other vital subject areas inclusive of 

numeracy.  

 

Lexia software is now used with all students from special needs through to gifted.  

 

Richard Harris, Dip Teach NRCAE, Grad.Dip. Special Education NRCAE  
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