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About this Document

What is Stackz?

The Stackz flashcard visualization concept helps to keep the overview over a large
amount of words to be learned by representiggur current proficiency state with

one intuitive view using piles of colored flashcards. The cards are distributeddaccor
ing to the 'mastery level' and colored according to the 'date of the last mastery’
they become darker over time. This system allodistinguishing easy cards from
difficult ones immediately, and simultaneously seeing which cards mustde r
freshed because they have not been reviewed for a long time.

Integrated dictionaries for Japanese and Chinese simplify tloegss of generating
new wordlists from scratch, or automatically fromveb pages The dictionaries are
also directly available for looking up information during the process of learning
words of any of these languages.

Stackz supports any othednicode languageof the Widows opediting system as
well. The constantly growing online wordlist archive currently contains over 200
wordlists for Japanese, Chinese, Korean or Thai.

A Pocket PC version of Stackz is also available, bringing the Stackz flashcard system
to virtually any placeThe wordlist files can be directiyownloadedto the Pocket

PC, which guarantees seamless synchronization of the learning status between the
platforms.

7EAQOG O vdrshn7.1E 1

Stackz 7.0 is a major upgrade from earlier releases. It features a completely
user interface with new icons and dockable windowsnew tool calledRetention
Managerwas introducedo simplify the handling of the most frequent tasks

Stackz 7.1 is a maintenance release with enhanced contol in the Learn Dialog (a
tomatic replacing of removed entries can be disabled), an improved Repeat Advisor
ColorMode (the refresh interval in the rightmoust column doubles on each conRsec
tive success) and some other small fixes.
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1. Conceptual Background

1.1. The Stackz Color Concept

Stackz helps to control large set of itertieat mustbe learned.To get anmmediate
overviewover all the included materiathe observedentries are classifiedccod-
ing to two fundamentahspects

Mastering Level: Location E 8 ASATA KW TG
every entry is located in eontainercorresponding to itsnasteringlevel
Unknown entries are on the left side, known ones on the right side.

Additional Characteristic: Color
the color represents @ additionalcharacteristic of the entrytypically its
last positive test or the delay until repetitionaslvised

eamy
new; wonds . '
—

mastered

refreshed today
refreshed 2 weeks ago
refreshed 4 weeks ago.

Fig. 1: The Stackz Concept

TheMasteringLevelis a widely used technique in the traditional flashcard approach
(Sebastian Leitner system) where paper flashcards are moved up and dowa-the |
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vels in the box. The Stackz visualization systemegyone step further by alshow-
ing additional information of the cardasingcolors

The colors can showhich cards have not been repeated for a long tioreother
relevant characteristicsThis aspect isrucial to keep the overview over the content
if the amount of entries is considerabler if there arelong breaks betweerthe
learning sessions.

This integrated representation uncovershe entire proficiency state at a glance.
After detecting one's weak spots, reducing them is immediateknown cardgleft
side)must be learnedn any way andthereafter bepromoted to higher levels with
the integrated Test Dialog Mastered but old cardsight side,dark colof) must be
refreshed with theTest Dialog

1.2. TheStudyProcess

How can a computer help in the learning procegs®er all, learning is hardbrain
work whichA Atlbé delegited to a machineThe distinction between learand test
is crucial to understand how the computer can be used to improve learning efficie

cy.
1.2.1. ) ThelLearnProcess

4EA OAOI Ol AAOT o ofadimfinginfédrmatiod B AdrmiOih-A A 0O
formation ispassing from immediate memory to working memory, afidally en-

tering long term memoryLearning requires a fresmind; best resultsare achieved

with short and frequent learning sessions covering the critical items.

Learning is hard worlOEAO AAT 6 0 AA AARzZBCHADAA O A 1
computer can identify the critical items

!By convention of this text, ld dates are represented with dark, new dates with bright colours.
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Stackz supports this process asily identiying the cards thatare notyet mas-
tered (i.e.must be learnedl andofferingtoolsto start working on the saidontent:
Learn DialogMatch Dialog or even print as list graper flashcards

Stackzintends to trackthe proficiencystate, which is only indirectljinked to the
learning process itselfFor that reason, the Stackz tools do not aim to track the
learning effort and the offered tooldry to avoid alteringthe proficiency state.

Learningis recommended tdake place imas many different situationsas possible
(class, readingdjstening to tapeswatching TV, conversationetc). One very efficient
way is usinga mobile device with one of our mobile products (Pocket PC or Palm
OS) whichallowsto automatically fillingshort learning sessions with theost reke-
vantAT T OAT O j EB8A8 OEA AOQOOOAT OiI U Ol &yl x1
place

1.2.2. " TheTestProcess

The cards are classified by testiran activity that differs a lot from learnin A pos-

tive test moves the card to a higher proficiency level, and a negative test has the
opposite effect. The card also changes color according to its characteristics after
the test.

Testing itself does not improve proficiencyt merely assesseshe profi-

ciency state, which is a prerequisite for efficient learning.

Testing is used to assess the proficiency statéhe entries.Becausetiobviously
does not make sense to base the proficiency state assessment on short timemem
ry, new words should ndbe tested(i.e. assessedjirectly after learning them. Re
testing the same words quickly should be avoided too.

% Depending on thePromotion System selected in the filettings, a negative test moves the card

one level tathe left(Stackz Classic Systemr tothe leftmost leve(Leitner Flashcard System)
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1.2.3. TheRole of the Computer in th8tudyProcess

As introduced abovethe Learn and Tesprocessescomplement each othe The
computer is used differently in both processes, according tetitsngths

Computers are good at laborious, repetitive and memory intensive tagks;
humans are good at creative, intgrersonal and tasks requiring broad

knowledge, common sense anddgment.

The computer builds its proficiency representation based on the test redulisen
uses its strengths to quickly sort and visualize the proficiency state. Several aspects
AAT AA AgAi ETAA ET 1T OAAO O £Z£ETA 11A60

However, thecomputerdoes not decide what actions need to be taken to improve

the situation.The user is in a much better positiondecideon his next steps, based

not only on the proficiency state indicated by the system, but also on additional
information like available time, required grade in the next tesstimation what
content is more importantand many other things.After all, the studat shouldde-
AEAA EEI OAl £ xEAOA EA xAT 00 O OO EEO
requests leads to a too passive student behaviorany case, the visual represant

tion of the proficiency stateés a \ery important motivation to learn the words!

_®_ Current.szm (modified) = & |3
1 refreshed Dec 31, 03 RefreshDate refreshed Nov 04, 07

GEIETD | Unknown Bad Neutral Good Known
- — [ S m T T -

BE2
men | | e | o R
= ’ .
| - - -

Fig 2: Visualization of the Proficiency State
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1.3. Study Set

The Stackztudyprocessesx | OE 11 A O0A Olotrhejeriirieshin tkekO O O A L
currently active Stackz Docuoent. All selectedentries (i.e. the entries of these-
lected stack9 except the maskeanes(cf. 3.3 areincluded inthe study set.

Study Set = Entries of all selected stacks except the masked entries.

Since he entries are processed in the order defined by the current ColorMode (cf.
3), the ColorMode has an important impact on the usage of the study set.

1.4. & Retention Manager
1.4.1. Purpose

Stackz is a very flexible tool. Its $ia elements can be combined in many wayls, a
lowing determining the study setin many different waysThis flexibility introduces
the drawback that Bw users may find itonfusingto choosethe bestelementsfor
their individuallearnng task, andexperienced users may find it inconvenient & r
peatedly manipulate theelementsmanually.

The Retention Manager lowetthe entrance barrierinto the Stackzsystemby au-
tomating the definition a study seffor three frequenttasks andpresenting an easy
way to launchastudytool.

Retention Manager X
- Select your Leaming Task — ,~Processthe Enties —————

Introduce New Cards (3715) Leam
Untested cards only, the color é Repeated exposure
representing the successes. until short time mastery

o= Examine Expired Cards (1520) = Test

g A card's repetition period gets \Q’ One-time exposure
longer with better proficiency. for classification

—.  Bulk Refresh Cards (1924) ¢ Match
@ All once known cards, from /9 Combine attributes
S pldest to most recent one. o belonging to an entry

>3

Fig 3: Retention Managerz collapsed state
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ThelLearning Taslouttons on the left sidgreparethe study setin the active doa-
ment, which will includethe number of entrieshown parenthesis The buttons on
the right side allow launching théesiredtool to work onthe prepared studyset.

1.4.2. The Study Tasks

The three study tasks are described in detail below.

1) INTRODUCENEW CARDS

This learning task ancentrates on entries that have never been positively tested
before. This buttonswitches tothe SuccessCount ColorMode amdasksall cards
that have been positively tested before (i.e. the ngrey ones)

If the student has never been exposed to these entrige most appropriate study
tool is the Learn Dialogr alsothe Match Dialoglf the entriesmay beknown by the

student (e.g. content introduced at schoothe Test Dalog can be useds wellfor

an initial classification.

2) EXAMINE EXPIREDCARDS

Asmemory researchindicates the optimal delay until a ardis presentedagainde-

pends on its difficultyfor the studentj OODAAA A .GhdRAhariEIEsEHisd- 6 q
quirementwith a specia# 1 1 T O- T AA AA1T 1 AA OughliphsAald! AOEOI
expired cardsvith anorange coloifor easy identificatiorn(c.f. 3.4.)).

Therefore, thelearning taskO %@ AT ET A % HiEliRA tA theRApEaAAND
sor ColorMode andhasksall non-orange(i.e. nonexpired)cards.

The ideal study tool for this learning task is the Test Dialbige Learn Dialog may
be appropriate if the expired cards are likely to be forgotten so that they must be
learned again.
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3) BULK REFRESHCARDS

This Learningrasks refreshes all cards that have belstlared aknown previows-
ly. It switches to the RefreshDate ColorMode am@sksall cards that have never
been known.

The typical study tool for this learning task is the Test Dialog.
1.4.3. Expanding the Retention Manag®ialog

The Retention Manager Dialotpn be switched to an expanded mode with thet-bu
ton in its bottom right corner(cf. Fig4). In this mode the internals of the automat
cally selected study set become visible, including a graphical representation of the
number ofincluded cardf a certaincharacteristic €olor) above a ColorBand with
masking sliders.

The masking sliders of the Retention Manager ColorBand work in the same way as
the masking sliders of thenain ColorBand on the upper edge of the activ@ackz
Document.Moving a slider in either of the ColorBandsalsoves the slider in the
other ColorBand, and the masked entries are displayed with a light color in the
Stackz document.

Only the ColorBand in the extended mode of the Retention Manager directly shows
the amount of entries that correspond to a certaingition on the ColorBand.
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Fig 4: Retention Managerz expanded state

= - =
J-BEEREs

Fig.5: Study Set "Introduce New Cards"

10 days reserve A

Fig. 6: Study Set "Examine Expired Cards"
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" A refreshed 60 days ago refreshed today LIJ

Fig. 7: Study Set "Bulk Refresh Cards"

1.5. w Representing Card Characteristics with Colors

)y 060 ET OEA 1T AOOOA 1T &£# OEA EOI AT AOAEI
items that used to be knowwell can be forgotten after a certain tim&his is most
relevant for all content that is not naturally refreshed in everyday situations, such as
vocabulary of a foreign language, or even more importantly the writing characters

of a foreign writing systemQuickly reviewing the content is often enohigo bring
the memory back.

The following Color Modes can be used to identify the cafda particular chare-
teristic and then review the content.

RefreshDate Date of the last successful test

RepeatAdvisor Recommendation to refresh (depends on date and difficulty)
SuccessRatio Percentage of Successes

FailureCount Number of Failures

SuccessCount Number of Successes

DefinedOrder Sequence of the Words

Please refer to chapte3for more details about the different ColorModes.

1.6. & Handling Different Skills

Stackz does noask the student to actively enter data when testing the proficiency.
Instead, it displays one attribute after the other and lets the student decide whether
he would havé&knownthe correct answer.

Stackz can be navigated with one hand, leaving one hand foe practice writing.
This pen and paper approach is especially useful when training a foreign wrishg sy
tem because any other way would not improve the natural writing skill.

The needed attributes and their sequence depend on the trained gl. given
attribute sequencecorreonds to a specific skillTo train the Japanese Speaking
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3EEI 1T A O ET OOAT AAh OEA AOOOEAOOAG- O%i CI E

na) are needed, but not the Japanese Characters (Kanji). These are needed when
training the writing systemgz as first attribute when training reading, as last
attribute when training the writing skKill.

The skills are defined in the Stackz document. Any of the defined skills cae-be s
lected anytime. The selected skill is used with all sgjosat study actions.

Please refer to chaptetfor more details about the different Skills.

1.7. Using Handheld devices

Part of the Stackz vien is the support for frequent but short learning sessions using
handheld devices, including the synchronization of the test results back to thie-des
top application. Currently Pocket PC and Palm OS are supported mobile platforms.

Synchronizing lists betwen Stackz and PocketStackz is as simple as synchronizing
a file between the PC and the Pocket PC, exactly in the same way an Excel file is
synchronized between Excel and Pocket Excel. In the case of Palm OS, the file must
be converted to the Palm pdb forméefore downloading.

1.8. Studyingwith Stackz: BstPractices

Stackz is a very flexible tool that can be used in many ways. Instead of imposing a
learning process on you, it allows you to take the control over your learning actions.
Here is a list of recommendations about how to use Stackz most efficiently.

1) USeTEST™OAND QLEARNOWISELY: LEARNOFTEN TESTREGULARLY

Learning is best done in short but frequent units. The AHCkegrsion of
Stackz (PocketStackz) is the perfect toointegrate such quick learning
sessions into your daily lifenyAother methodvithout Computer is fine as
well, e.g. paper flashcards of the hard words printed with Stackz, or any
other method. Testing the words means assessing your proficiency, which
is not necessary to be done often for the well known words.
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2)

OTESTOBEFORE YO EARNO

The test process is assessing your proficiency. In order to avoid t@ optimi
tic test results this should not be done directly after learning the words to
be tested.flyou want to work on a certain lesson and you intend to use
both Test and Learn Dialog, start with Test DialogThis gets you aae

listic picture of your proficiency, and tearn Dialogan then be effici¢n

ly used to work on the failed ones.

3)

AVOID CONSECUTIVE TESSESSIONS WITH THE $AE WORDS

Testing corresponds to a proficiency assessment, which should not be
based on short time memory. After testing, the failed words must be
learned, and not tested again.

4)

COMBINESTACKZ WITH OTHER MEODS.

Stackz separates the words you know from the words you just don't know,
and from the ones in between. It also shows you when it's time to go
through the list with known words again. To keep this source of information
upto date, testing musbe done regally with Stackz But learning can be

done in thousands of other wayBy reading and understanding through
context, by writing and making errors and getting it explained, by listening
and getting exposed to the expressions in new contexts, by speatking a
doing errors, followed by discussions explaining the issues, and so on. All
these activities help to retain the learned issues, and increase the chance
that the next Stackz testing session will be successful. Stackz adds-the sy
tematic part, making suriat 100% of the words on your listreated.

But learning them may be more efficient in the real world than with Stackz.

5)

COMBINESTACKZ WITHPOCKETSTACKZOR PALMSTACKZ

One method of learning wordsusingPocketStackor PalmStackzone of
the mobileversiors of Stackz. They both all@pendinga few minutesip-
dating the proficiency stater learning difficult wordanytime, at any
place.
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2. The Stackz Computer Representation

2.1. TheDataVisualization

The Stackz color concept is visualized on toenputer screen as shown in thecpi
ture below.

&I oo |20
[ EE I

110G anteiasl
| 1V enines

w2 |

_

EE3

{283 entries

& =Ny |

HE4 ’
6400 cards in 23 lessons (10 selected, 10 included) | |NUM SCRL

Fig. 8: Stackz Data Visualization
2.1.1. The lessors

A lesson is represented by a horizontal graphical element with a name on the left
side and five levels as a horizontalv of stacks. The height of a stack indicates the

number of entries in the corresponding level, and the colors of the entries are set
accordingly to the current ColorMode. This representation gives a quick overview
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over the proficiency state. The entriem the left side are unknown and the ones on
the right side are known, and the dark entries are "bad" in the sense of the currently
set ColorMode.

2.1.2. TheStacks

The entries in a stack are sorted according to the cur@okorMode.The dark &-

tries (i.e. "bad" in the sense of the current ColorMode) are placed on top. This shows
the order in which the cardwill be processed: The study togisocess thecardsin

the order of decreasing difficulty, by picking the cards from top of the stack.

Note: Thefile optionsallow configuringthe study toolsto process the cards in ma
dom order, ignoring the difficulty of a card. With this setting, the entries in the
stacks are displayed as unsorted, as shown in the image below.

Fig.9: Unsorted Stacks
2.1.3. Workingwith Lessons andtacks

When a new lesson isitially attacked,all entries arestill atthe initial level, typic

ly the neutral leve TheTest Dialogcan then be used to do a first separation of the
words that are already known from the unknown ones. After that, the content of
the colorstacks on the left side must be learned. Tibhearn Dialogs ideal for this
purpose. There is a third dialog, callbthtch Dialog It is a form of quiz that offers a
different approach to the vocabulary content. All of these dialogs potentiallg-de
lare a card as known (move to the right) or as unknown (move to the left).

A single stack can be selected by clicking with lgfemouse button, and its context
menu (right mouse button click) allowspeningany of thetools dialogs(cf. appen-
dix . A).

Multiple stacks can be selected indlually by holding the ctrkey during the sele-
tion of stacks, or moving the mouse over the stacks with the left mouse pressed.
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Entire rows and columns can be selected by clicking on the header of the row or the
column, holding the ctrekey allows theselection of multiple rows and columns.
When opening any of théools dialogs with multiple stacks selected, the entries of

all selected stacks are treated.

Holding down the controkey whenatool windowis openedhides the Stackz main
screen.

The @EEZEEAED button allows to select thentire file and to open any toolid
alog with one single menu command.

2.2. The Study Dialogs

Stackz offers three study dialogs, which are described in this section.

2.2.1. ™ TheTestDialog

W Test Multiple selection = = S

T

29029

-

2

Fig. 10: Test Dialog

The Test Dialog is used in the Test Process: It assesses the proficiency of the entries
by separating the known from the unknown ones.

1 Known entries are moved to the stack on the right and their color is changed to
the color of "zero days since last positive test", i.e. the color of today.
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I Unknown entries are moved to the stack on the left and the color is not

changed.

E refrezshed 40 days ago

WL R 1 unknown

Lezzon 1

L
— Ll

2.2.1.1Test DialogControls

refreshed today

4 good 8 kniown

The Test Dialog is controlled with the following elements:

Toolbar Icon

Function Shortcut

Explanation

@\ Quick Help Open Quick Help Window

e

<o Test Dialog Open the Options Dialog with the Test Dialog page.
\:e) options

Q Skill Selection Open a popup menu to select a different Skill for testin

Edit current

Edit theattributes of the current entry.

entry
- Undo Undo last move: put the current card back to its origing
23 stack and bring the previously moved card back to the
<3 dialog by undoing all statistical records of the move.
Unlimited undo levels.
Declare as Arrow right; Nun- Moves the selectedrry to the stack on the right.
J known Pad 6
Declare as Arrow left; Move the current entry one level to the left (Stackz
unknown NumPad 4 mode) or to the leftmost column (Leier mode).

Put selection
back on stack

Arrow up;NumPad
8

Replace the selected entry with the next one. No chan
in the statistical records of the selected entry.

attributes

J Step through

Space; NumPad 5
(default
selection)

Present next attributeaccording to the current skill.

2.2.1.2Using theTest Dialog

The typical steps of using the Td3talog are as follows:
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1.DISPLAYATTRIBUTE AFTERTTRIBUTE OFHECURRENTENTRY.

The prediction can be done in the head, where the correct answer is imagined. If the
correct spelling is to be verified, it may be aogl idea to write the answer with pen
and paper beforeshowingthe solution.

The round green buttorshowsthe next attribute according to the active skill.

2. COMPARE THE RESULT W YOUR EXPECTATIONS

Depending on the result, use one of the following tourts:

Button | Function Condition Consequence
Declare as The attributes match your | The card is moved one level to the right, and the
known expectations. You are the color reflects the newWestStateaccording to the
J judge! currentColorMode

Declare as The attributes do not match | The card is moved one level to the left@ickz
unknown your expectations. You are | mode) or to the leftmost columnl(eitner mode.
= the judge! The color reflects the neWestStateaccording to
the currentColorMode

Put back on You are not sure, or you The card is moved back to the same stack without
same stack don't want to make any changiryg its state in any way.
decision.

2.2.1.3Arrow Buttons andArrow Keys

Long sessions ammuch more convenient using the keyboard instead of the mouse!
This allows you to manipulate the Computer with your left hand, which keeps your
right hand free for writing your anticipated response using pencil and paper.

The four arrow buttons of th@est Dialog correspond to the four keyboard arrow
buttons. Alternatively, the NumPad arrow keys can be used.

Dialog arrow buttons Keyboard arrow keys Keyboard NumPad

2
v

4

-

[ =

Note that the keyboard arrow keys only have an influence on the dialog arraw bu
tonsif one of the dialog arrow buttons has the focus.
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2.2.2. ) TheLearnDialog

B oA Lol 3]

tobillo

ankle

Teat state « no dotn »

) 4

Fig. 11 Learn Dialog

The Learn Dialog is used in the Learn Process: It represents one way of becoming
familiar with new material.

The Learn Dialog's main idea is to represent a short list of new words (local stack),
and expose the user repeatedly with them one after the other. The small amount of
words and the heavy repetition gives the user a chance to keep all the new words
simultaneausly in memory, which ensures an intensive short term memory awar
ness of the words being learned. Once a word is known for the moment, é is r
placed with a new one. The easier words leave the loop quickly, the hard ones stay
for a longer time.

During leaning, entries are generally not moved between stacks, but rather put
back on the same stack after the learning activity. This is to avoid overly optimistic
classifications based on short term memory.
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2.2.2.1Learn DialogControls

The Learn Dialog is controlled thithe following elements:

Icon | Purpose | Shortcut Explanation
Quick help Open Quick Help window.
LearnDialog Open the Options Dialog with the Learn Dialog page.
options

Local stack fill
mode:gradually

Add the items gradually when using thearn dialog

Local stackKill
mode: initial

Add the items directly when using the Learn Dialog.

Automatically
replace removed
entries on

When an entryd removed from the local stack is
automaticallyreplaced with greshone to maintain the
local stack size.

Automatically
replace removed

Removed entries are not replaced automatically in this
mode. The local stack becomes smaller when removin

N B dllod] ol )

e
lv'"

entries: off entries.

Detailed local Toggle local stack detail modén Detail mode, an

stack attribute is displayed instead of the number. The-di
played attribute can be selected with the buttons on the
bottom of the local stack.

Skill Selection Open a popup menu to select a different Skill for kear

ing.

Edit currententry

Edit the attributes of the current entry.

Undo

Undo last moveput the current card back tis original
stackand bringthe previously moved cardack tothe
dialogby undoing allstatistical recordof the move.
Unlimited undo levels.

&

Declare as known

Arrow right; Num-
Pad 6

Moves the selected entry to the stack on the right.
Note: It is not common to declare an entry as known in
Learn Dialog because classification should not be basg
short term memory. Therefore, declaring as kriswnly
permitted If the entry is selected for the first time.

Declare as o-
known

Arrow left;
NumPad 4

Movethe current entry one level to the left (Stackz
mode) or to the leftmost column (Leitner mode).

Note: It is not common to declare an entryrdsiown in
the Learn Dialog. If an entry is unknown it stays in the |
stack until it is known for the moment.

Put selection back
on stack

Arrow up; NumPad
8

Replace the selected entry with the next one. No chang
in the statistical records of theelected entry.

; Step through Space; NumPad 5 | Present next attribute according to the current skill. If a
J attributes (default attributes are visible, randomly select a different entry
e — selection) and present its first attribute.
Add entry Arrow down; Adds new entry to the local stack.
NumPad 2

2.2.2.2.

Using the Learn Dialog

The typical steps of using tHeearn Dialogare as follows:
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1. SCREEN THECONTENT BYREPEATEDEXPOSURE

When the Learn Dialog is opened, only one word is in the local stack. Usetthé
green button to iterate through the attributes according to the active skill. Since
there is only one entry in the local stack, its attributes are redisplayed again and
again, so quickly proceed to step 2.

2. ADD AN ADDITIONALENTRY

If you feel confortable with the content, press th&arrow dowrd button to add
another entry to the local stac&nd continue with step.1With every additional e
try, step 1 becomes more challenging.

3.REPLACE ENTRY

If you end up mastering a certain entry in the lostlck, you can replace it with a
new one by pressing th&rrow upbutton. This will put the card back on the same
stack without altering its statistics. Hopefully you will remember it next time when
you use theTest Dialod

Notes:

1 Declaring an item asnown (arrow right) should not be based on short term
memory, therefore the corresponding button is normally disabled. It is only
enabled at the first selectierthis is to allow declaring previously mastered
words as known.

91 Declaring a word as unknoyerrow left) is unusual since the entries ape su
posed to stay in the local stack until they are no longer unknown (foothe m
ment).

2.2.2.3Arrow Buttons and Arrow Keys

The buttons and keyboard arrow keys behave in the same way as in the Test Dialog.

Dialog arrowbuttons Keyboard arrow keys Keyboard NumPad

4

N E

x J,/

A%
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2.2.3. ‘M TheMatchDialog

The Match Dialog is a quiz type of tool. It can be used as an alternative teetra
Dialog in the Learn Proceds become familiar with new words, do the Test [
alog in the Test Processpeat known words in a different way. Its focus does not lie
directly in efficient learning activity, but rather in "playing” with the words irea r
laxed way. The approach to the vocabulary is much broader thahenother d-
alogs because all attributes of several words are present simultaneously.

":? Match: Multiple selection : —f-’; o= lﬁ
Y] dlS;

A% aufeinanderiegen

18 4 L ein anderer; ein weiterer

FThi &P U Hartnaeckigkeit; Starrsinn

23 %5 %4 Mutter und Kind

T F NPI¥hi \Verein; Gesellschaft

4 3- Y denken; glauben

;§1! L ungeschickt; schlecht

A BRI Liebe

& IE Erbschaft; Vererbung; Erbfolge

o~ L A =N

sh g Beschaeftigung; Arbeit; Geschaeft

x J J)
= / 123 cards left

| S _—

Fig. 12. Match Dialog

The Match Dialog is controlled with the following elements:

Icon Purpose \ Shortcut Explanation
@\ Quick help Open Quick Helpvindow.
N
Match Dialog - Open the Options Dialog with th®latch Dialog page.
;;’% tions
P Include First Attributes can be excluded from the match process.
: ? Attribute
t‘" 3 Include Second
% " Attribute
o
Include Third
Attribute
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Declare as known

Arrow right; Num-
Pad 6

Moves the selected entry to the stack on the right.
Note: It is not common to declare an entry as known in
MatchDialog because classification should not be base
onaucxiliary help of the match dialotherefore, declaring
as known ismy permitted I&ll attributes areselected for
the first time.

Declare as unknown

Arrow left;
NumPad 4

Move the current entry one level to the left (Stackz
mode) or to the leftmost column (Leitner mode).
Note: It is not common to declare an entry as unknown
the MatchDialog. If an entry is unknown it stays in the
Dialoguntil it is known for the moment.

Put selection back
on stack

Arrow up; NumPad
8

Replace the selected entry with the next one. 8lmnge
in the statistical records of the selected entry.

Shuffle

Space; NumPad 5

Shuffles all attributes.

J (default

selection)

2.2.3.1Using the Match Dialog

The Match Dialog presents a short list of words with the attributes in arbitrary o
der. The goal is to select the three attributes that belong together. If the selection is
correct, the color of the selection markers changes from red to green. It is then
possible to replace the identified word with the next one in the selected stacks by
using one of the arrow buttons.

Note: Putting the entry back on the same stack is the preferred action. Declaring an
item as known should not be based on the short term memory, therefore thre co
responding button is only enabled if an entry is selectedlfierfirst time. Declaring

an item as unknown is not used normally since the purpose of the Match Dialog is to
play with the words and not to classify them.

2.3. The Stack Edit Dialog
2.3.1. Introduction

The entries in the stacks can be conveniently edited with theclsEdit Dialog.

Clicking on a selected text field, or pressing F2 activates the in place edit (cbde
Fig.13.
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\; Edit: Edit selected stacks [71 entries] * =ARC X
HE B ®egaZTEREEa e« -i-'hlA
Entry Feading 4 Translation Test state Le:
o REE TATHT (linguistic) blending or ... 1404 days o> «2c [N
o I i #4 A HA®HA ... abadexamplefromw.. 2004days #0p o3 OGS
o TEGES) CWwW3 A ED  ademonstration Demo |
« i Crohw above example Demo
o FE{H &< hw bad example; bad pre... 1007 days »S» «0x  Demo
o E{Kf EEVwh»y concrete example 1404 days oo
1Ll
1 Hm 1= ¥ X fication;... 1404 days »2» o2«
2 Rl AJ° 451 1404 days »4s «Dx  Demo
3 g o HIERQSEI. RS, HHPERD.) tape B Demo
4 = F1A5 proof 1404 days «la Demo
5 BhML | EMOBECHDETE ESOLM — 140 cays . .
6— J,\_:{ I:::r;u.m e il e 1007 days »5» D« Demo
o HH TREE LA TR OEER t sample Demo
e 37 FE R estaon sy i oof, de.. Demo
T i [N S - . — : . _ - S

Fig. 13 Stack Edit Dialog

The Stack Edit Dialog is controlled with the following icons:

Icon Purpose Shortcut Explanation

d Save Saves the file

_:__i Insert Entry INS Inserts a new entry

& Delete DEL Deletes all selected entries

ﬁ Edit F2, left click Enter inplace edit mode

T Duplicates Is enabled if the selected column contains duplicates. If then click
brings duplicates on top of the list.

‘i-".ﬁ. Search Opensearch field

Open menu with items

1 Define entries order: Adopt current sorting

1 Show defined order: Revert to defined order
Move entry up in list (if defined order is shown)

éi Defined Order

;ﬂ Move up

i Move down Move entry down in list (if definedrder is shown)
S Query F6 Run a dictionary query with the selected text
= Analyze Ctrl+F6 201 A NOAOU xEOE OEA OAT Al UUA
gg Kanji info F8 Show kaniji info (Japanese only)
.g Select kaniji F7 Select matching kanjiJapanese only)
& Add to textpad F9 Add selected text to textpad
Cut Ctrl+x Cut entry to clipboard
Copy Ctrl+c Copy entry to clipboard
Paste Ctrl+v Paste entry from clipboard
Latin characters Ctrl+SPACE Switch off built in Hiragana IME
Hiragana IME Ctrl+SPACE Switch on built in Hiragana IME
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