Welcome to EASe Funhouse Treasure Hunt!

The purpose of all EASe products is to stimulate, challenge and promote sensory processing in children on the autism spectrum and others experiencing difficulty with sensory processing and organization. 
EASe Funhouse Treasure Hunt brings a new and exciting element to EASe products for children on the spectrum. In addition to EASe encoded music, fun game play, and visual vestibular stimulation, EASe Funhouse includes a treasure hunt to encourage your child to follow directions, to concentrate, to explore, and to learn. Your child will have lots of fun exploring and playing EASe Funhouse Treasure Hunt!

These instructions are technical and do not constitute medical advice.
It is important to carefully set up your PC so that the audio and picture are the highest quality your machine can achieve. Especially important is making sure that your child is not harmed by turning the audio volume up too high. This can happen with any audio product, so we want to be especially careful.

The most important element in all EASe games is the music. The Electronic Auditory Stimulation effect music can help your child learn to habituate to noise and allow them to experience life in a more comfortable, less frightening way. This in turn will enable other therapies your child is receiving to more effectively do their job.

We recommend that children using EASe games wear headphones, just like children listening to EASe audio CDs. Speakers are acceptable in cases where a child cannot withstand something touching his or her head, but the effect will be less. Because there are a number of volume controls available on a PC, it is important to get the best sound to the headphones or speakers as is possible. 

For more information, visit the EASe CD website.
Overview

The purpose of all Electronic Auditory Stimulation effect (EASe) products is to stimulate, challenge, and promote sensory processing in children on the autism spectrum and others experiencing difficulty with sensory processing and organization.

EASe products are inspired by principles of sensory integration and neurological organization taught by Jean Ayers and Glenn Doman. EASe music is encoded according to the principles of Auditory Integration Training from Guy Berard. Sheila Frick's work to connect auditory and vestibular integration inspires the visual/vestibular link. The virtual vestibular environment is a result of the team of Bill Mueller, Greg Beauchesne, and Noel Mueller's work with simulation and systems engineering and integration solutions for NASA International Space Station and Constellation space exploration programs.

EASe products deliver short, intense bursts of sensory experiences to stimulate but not over-stimulate a child experiencing difficulty with sensory processing and organization. This virtual sensory diet creates a palette of experiences to help a child cope with typical environmental conditions. 

Our EASe audio CDs are the original disc-based auditory stimulation program, developed in 1995 and used by tens of thousands of parents, therapists, teachers, non profit organizations, and school systems all over the world. Our EASe Off-Road, Airshow, UFO, Snowmobile, and Rover games are unique multi-modal tools disguised as video games. They are designed to stimulate and challenge the virtual-vestibular, visual, and auditory triad of sensory pathways to reinforce and promote appropriate response to sound and reinforce balance. Our latest product, EASe Funhouse Treasure Hunt, additionally reinforces organization and attention. It incorporates auditory processing by encouraging the child to listen and follow verbal directions, as well as visual processing by providing on-screen directions to scan the environment to find and collect letters, words, faces and objects.

All of our game products are interactive, not testing environments. The child is always in control of his or her movement through the world and is never tested about what he or she does or does not know. All teaching is presented as a simple gift of knowledge to the child.

We strive to balance the sensory experiences in our games and audio products. Too much stimulation and a child resorts to fight-or-flight defense responses. Too little stimulation and we won't get through the barrier of existing sensory defense mechanisms. As the child experiences short intense challenges to his or her sensory abilities, the brain learns to cope in small steps. The more we tumble, the more the balance centers of our brain organize and the better our brain is at tumbling. EASe products stimulate and challenge a child's sensory pathways without exceeding his or her ability to cope.

Stimulation exists in two primary forms: auditory and visual. Auditory stimulation is created by encoding a music bed within the parameters of Berard Auditory Integration Training. Material encoded in this way is characterized by passages of muted music, low pass filtered at 1000 Hz and then randomly punctuated with short bursts of intense high frequency boost equalization. The swing of the high frequencies from muted to boosted states exceeds 80 decibels. The effect on a neuro-typical individual can be agitation and discomfort, but many auditory hypersensitive children recognize the sound as calming. 

Each game contains approximately 60 minutes of encoded music. Each song lasts between two and six minutes. Every song is carefully encoded with filtering adjustments made for its particular high frequency content. In this way, each song is optimized instead of being a generic list played through an automatic AIT device. EASe games randomly shuffle the play list, maintaining a fresh auditory environment.

Visual stimulation is in the form of various video driving games. The player controls a buggy, airplane, UFO, or toy tractor, navigating around in a three dimensional space, falling and careening from one place to another. The horizon is in constant motion, causing spatial disorientation and, in some cases, a sensation of dizziness. This virtual vestibular environment is enhanced by visual challenges in the form of distractions flying at the screen, challenging saccadic eye movement and visual concentration. In some games, these challenges are caused by a starburst when the player collects a target, while in others, they are the result of bushes flying past the camera. In every game, the general scene is relatively busy, challenging the player's ability to concentrate on his or her goal, tagging as many targets as possible within a given time limit.

In EASe Funhouse, we have added a treasure hunt. The treasure hunt places a wide variety of collectable treasures in the world and guides the player to them with a soothing voice and visual directions in the heads up display (HUD) at the top of the screen. The player sees either a single object or a list of multiple objects in the HUD, one of which (for example, a picture of six red dots) is larger than the others. The voice-over says, "Go to the six red dots." The player then drives around in search of the image of six red dots. If the player tags a different treasure, such as an image of a happy man, the voice-over says, "That is a happy man. Find the six red dots." In this way the player is never tested on a subject and information is regularly reinforced. This mechanism creates a mental image map for the player to recall from when later asked to find the "happy man."

Treasures range from word cards, to dot cards (quantity), to images of human faces (sad, happy, laughing, frightened, etc.), to colors, geometric shapes, fruit, and more. The player is encouraged to follow directions, to concentrate, to explore, and to remember. 

EASe Funhouse Treasure Hunt has six unique rooms, each with a different personality and challenges. The player controls a tiny toy tractor, a bit like a child pushing the tractor around the floor of a gymnasium. Most things are oversized, giving the sensation of being very small in a huge space. One room is filled with elevators and three levels to explore. Another room has mesh panels that allow the player to look through and down onto a complex environment. Some rooms have ball games stimulating and challenging a child's concentration. All of the rooms are fun to explore, encouraging the child to willingly participate in their own therapy.

For more information, visit the EASe CD website.
Setting Up Audio

Before you start the game, click on the small speaker icon named Volume in the bottom right corner of the Windows system tray and set your system speaker volume to maximum. 

Next, double click on the EASe Funhouse icon on your desktop. This will bring up the title screen. On the title screen, you will see Start Mission, Setup, Instructions, and Quit. 

To set the audio levels for music, voice and sound effects, click the Setup button to access the Graphics, Audio, and Controls pages. Click on the Audio button and then place your headphones on your head. 

To adjust the music volume, click on Test music. When the music starts playing, adjust the Master volume slider to a level that is comfortable for you. Click Test music two more times to stop and restart a different song. Remember that your child may be much more sensitive than you, so keep the initial volume on the soft side. If you hear distortion, it is probably because of a volume setting. Try adjusting the Windows volume down slightly or the EASe volume down slightly to see if the quality of sound improves. The music should be very sharp at the edgy, boosted parts and muffled in between, but never distorted.

The Voice volume slider is preset at about 75% of maximum and should not need much adjustment. Note: the voice should be low in the mix and NOT conflict with the music. If the voice is too low on your headphones to be understood, you can turn it up a bit, but the game will be most effective if the child needs to concentrate on the voice and the music is higher in the mix.

In-game SFX volume should be at about 75% of maximum volume as well. This slider controls the engine sound, start beeps, the treasure collection chimes, the audience applause, and other sound effects. As with the Voice volume, these effects should be just loud enough to be heard, but not too loud to overshadow the music.

Once you have adjusted the audio for your own listening levels, put the headphones on your child, and if your child says the music is too loud, turn it down with the Master volume slider. The relationships of the Voice and effects will remain the same and will not need further adjustment. 

If you need to start off the music at an extremely quiet volume for your child, turn the music volume up slightly with each subsequent mission. After three or four sessions, the music should be playing at a robust but not uncomfortable level.

Lastly, there is an Audio device setting. By default, this is set to Generic Software, as this is the most compatible, consistent setting across all computers and in most cases does not need to be changed. However, on some computers, there may be other settings, such as Generic Hardware. Depending on the configuration of your computer, these other settings may improve or degrade the sound quality. You may need to experiment in order to determine the best choice for your computer. In general, the device that sounds loudest with all other settings equal is usually the best.

Optimizing Graphics

The second most important element of EASe games is the sense of movement and balance. We have created a visual environment that will stimulate and challenge your child's sense of balance. We call this effect Virtual Vestibular Stimulation. If you are not a game player, you may even notice yourself getting nauseous while watching your child play the game. This is intended.

It is important to set up the graphics requirements so that the game will run smoothly. Because every PC has a different combination of monitor, processor, RAM, video card, and video RAM, we have included a variety of controls to optimize the game for almost any possibility.

To set up the game graphics, click on the Graphics button in the Setup page. We recommend starting with Display Driver set to OpenGL, Resolution set to 1024 x 768, and Fullscreen Video enabled (checked). Be sure to click Apply after you have finished changing the settings. After the computer has reset its screen resolution, click OK. 

Most video graphics cards can run well at this size, while some cards can run at much higher resolution and Model detail. If your video card is not capable of running smoothly at this resolution, reduce the resolution until the game action appears smooth. If your computer is capable of running higher resolutions, then be sure and give them a try. This will require that you set the video resolution and then play the game for a moment, and then reset the video resolution if necessary. You will need to restart the game after changing the resolution setting.

For those using laptops or wide aspect ratio flat screens, if your video card can handle it, it is possible to uncheck the Fullscreen Video button and run in windowed mode. This will maintain the 4:3 aspect ratio at which the game is intended to be run, and will put the window in the middle of your screen. 

You should take a little time to experiment and make sure that you have adjusted everything properly so your child will get the most out of the program.

We have also included a drop down list box to allow you to select a different monitor refresh rate. Sometimes increasing the refresh rate can actually improve the look of the game, so experiment. If a higher refresh rate looks choppy, then try reducing the refresh rate. Most or all laptop and flat screen users will be restricted to 60 Hz.

Note: This page has an image of the keyboard and mouse and a highlight on the space bar with a “handbrake” label.

Other Controls
	Esc
	Quit mission

	F1
	View help in game

	Ctrl-O
	Open in-game options dialog


Mouse sensitivity slider
Every computer and every mouse have different sensitivities. If your child has difficulty driving the game, it is almost certain that adjusting the mouse will correct the problem. If the mouse is too sensitive, the tractor will swerve around on the screen and may be difficult for your child to control. If the mouse is not sensitive enough, your child will not be able to turn tightly enough in small spaces. 

This game includes a setting in the Controls tab of the Setup window to give you easy control without having to change the mouse setup in Windows. Stay with your child and observe how they play the game. If they have trouble with the mouse, press Ctrl-O to bring up the setup menu. Then go to the Controls tab, adjust the mouse sensitivity, and let them play some more. They should feel comfortable by the time they are done playing through the Race Track room. If not, continue to adjust the mouse until they feel in control.

Hardware
Additionally, different mice have different thresholds in handling high-speed mouse movement. Lower-quality mice cannot handle extremely fast movements, and will instead produce erratic behavior on screen. We have found that the Microsoft Optical Mouse performs suitably for PCs. Therefore, much like we recommend Sony 7506 headphones to listen to EASe products, we also suggest the Microsoft Optical Mouse to control EASe games.

Once you have adjusted the audio and video resolution, click Start Mission to select your tractor and mission. Ask your child which tractor, the male or female, is their favorite. There are both slow and fast versions of each. Start your child with a slow tractor and if they get really good with that one, the next time you have a session give them a try on a fast tractor. If they have problems move them back to the slow tractor until they get better at driving.

The first time your child plays EASe Funhouse: Treasure Hunt, you should click on the check box marked "First Time Player?" This will start the game in the Race Track room and play a short instruction telling them how to pick up treasures. Not checking this box from then on will cause the game to start at one of the six randomly selected rooms.

EASe Funhouse Treasure Hunt is composed of EASe encoded music, a challenging virtual vestibular environment, and a large number of goals to complete. A session of EASe Funhouse is divided into rooms, goal groups, and goals. Each room is separate and can be freely explored by the player until the player directs his or her vehicle to an active exit pad. The order of the rooms is random, but within a single session, the rooms will not repeat until all of them have been visited at least once.

In each room, there are a number of goals that must be accomplished before the player is permitted to travel to the next room. Goals are the primary teaching tool. These goals can involve locating and collecting treasure items, playing a ball game, or finding the room exit. The treasure items are composed of a variety of objects, iconic human faces, dot cards (quantity), letter cards, and word cards. Tagging treasure items is fun and challenging.

Goals are divided into groups of 1 to 7 goals, and each goal group is shown one at a time in the upper-left corner of the screen. These visual instructions are reinforced by a soothing voice-over, instructing the child to search for and collect the next item. When the current goal group has been completed, the next goal group appears. There may also be other effects from completing a goal group, such as activating an elevator that opens up previously inaccessible areas of the room. In this way, children are given clear tasks to perform while navigating the challenging 3D world.

EASe Funhouse Game Logs

We have included a data tracking function in EASe Funhouse Treasure Hunt that tracks every child's performance in every session. The can be very helpful to a therapist in determining a child's progress. However, this data is not the last word on the performance of a child with the software. This is because there are a number of ways to play the game. If a child decides to stop and explore, or play with the balls or jump off the ledges in a room, it will lengthen the time spent in the room without increasing the score value. Careful observation is still important if one is interested in developing a measurement of a child's progress. As always, functional testing is important.

Accessing the Game Logs
As stated above, EASe Funhouse retains a log of each play session. These logs are stored in the CSV file format (Comma-Separated Values), which can be opened in a spreadsheet program such as Microsoft Excel. To find this file, follow these instructions:

1. Click on the Windows "Start" menu. 

2. Open the "Programs" or "All Programs" menu. 

3. In "Programs", open the "Vision Audio Inc" folder. 

4. In "Vision Audio Inc", open the "EASe Funhouse" folder. 

5. In "EASe Funhouse", click on the "Game Logs" folder. 

6. In "Game Logs", there is one log file for each player named according to the name of that player. If you have Excel installed, you can double-click on the file you wish to view in order to open it in Excel.

Organization of the Game Log File
As stated above, the game log file can and should be opened in a spreadsheet program such as Microsoft Excel. This will properly arrange the data into rows and columns for easy processing.

Rows

The first row is a header row which lists the names of the columns. Beyond that, the rows of the file are grouped into blocks that belong to a particular play session. They are divided by rows that are completely blank except for a single dash character in the very first column.

Each row of data corresponds to one goal group, whether completed or not.

Columns

The column headers are listed in the first row of the file. They are as follows:

· Session Start -- The time and date at which a session started. All rows pertaining to a particular play session will have the same session start time. 

· Name -- The child's name, as entered into the mission selection box at the start of a session. 

· Vehicle Type -- The type of vehicle that was used in the play session. Some vehicles are slower than others, and this can affect the amount of time it takes to complete goal groups. 

· Room -- The room identifier. The game is divided into multiple rooms which, apart from the starting room, can occur in any order. This column records the room in which a particular log entry occurred. 

· Group -- The numeric identifier of a goal group in a room. Each room has a distinct set of goals to be accomplished before the room can be exited. 

· Group Name -- The special name of a goal group, if any. Most goal groups contain treasure items that a child must pick up. However, some goal groups serve other purposes, such as the ball games. This column exists to help you quickly identify these special goal groups. 

· Group Score -- The number of points the player earned in a particular room and group. For treasure item groups, this will typically be the same for everyone if the goal group was completed, but for special goal groups, there will be much more variation. 

· Total Score -- The total number of points the player has earned up to that point in the play session. 

· Group Start Time -- The time and date at which the player was assigned the tasks to complete in the current group. 

· Group Finish Time -- The time and date at which either the player completed the current group or at which the game ended. 

· Completed -- There is an overall time limit to the play session. If the value in this column is 0, then the player either ran out of time before finishing the current group, or the program ended. If it is 1, then the player completed the group and moved on to the next. Typically, this value will be 1 for all rows in a particular session except for the last.

The Team

Vision Audio Inc.
Vision Audio game products have been developed for Vision Audio Inc. by the independent company, Vision Videogames, LLC. 

Vision Audio Inc. was incorporated in 1990 and since 1996 has provided products to improve the lives of children around the world. Its Electronic Auditory Stimulation effect (EASe) line of audio products may be the largest of its kind in the world. 

Vision Videogames, LLC dba Vision Integration Systems
Vision Videogames, LLC was incorporated in 2004 for the purpose of developing software in collaboration with the National Aeronautics and Space Administration (NASA). In 2007 Vision Videogames completed development on SpaceStationSim, the first video game developed in collaboration with NASA through a space act agreement. SpaceStationSim is the first video game purchased by NASA intended for installation on the International Space Station, and may become the first video game ever installed on a space ship.

Vision Videogames also does business as Vision Integration Systems. VIS has developed a series of aerospace software solutions including SimCEV, SimCx, and SimAirTraffic. SimCEV was developed in 2005 for the QSS Group, for the purpose of demonstrating real-time ergonomic interactions between simulated astronauts and an internal vehicle configuration. SimCx is in ongoing developed for the NASA systems engineering and integration (SE&I) team at Johnson Space Center under the Constellation Technical Services Contract of Booz Allen Hamilton. SimAirTraffic was developed for Booz Allen Hamilton to support its efforts on behalf of JPDO for the FAA. VIS has had aerospace contracts with NASA, QSS, Raytheon, GTSI and Booz Allen Hamilton.

William P. Mueller
William P. Mueller has been an audio engineer/technician since 1970, touring with some of the most popular musicians of our time. He was the chief engineer of Sheffield Audio Video Productions from 1975 to 2000. From 1972 through 2005, Bill recorded over one hundred and fifty major recording artists, mostly live and in concert. While at Sheffield, he was also an audio/video editor for the Discovery Channel, the Learning Channel, Maryland Public Television, NPR, CNN, and other broadcast organizations.

Bill has engineered audio for Presidents George Bush and Ronald Reagan, and Vice President Al Gore. He has been nominated for a Grammy Award, a Monitor Award, a TEC Award, and various other awards for professional sound engineering. For 25 years Bill wrote and taught college level vocational courses in audio and video technology. He wrote the curriculum for the Sheffield Institute for the Recording Arts and shepherded the school through the rigorous approval process of the Maryland Higher Education Commission. Bill has designed five recording studios.

Since 1983, Bill has been an advocate for brain-injured children. As an 18 year member of the Board of Directors of the Institutes for the Achievement of Human Potential, he helped pioneer methods for teaching parents of brain-injured children worldwide. Bill directed the videotaping of over 120 hours of lecture courses for parents of well and brain-injured children given by the IAHP. Bill then designed cutting edge multi language audio/video projection systems and then helped the IAHP present the courses in Japan, Mexico and multiple times in Europe. Bill was awarded on multiple occasions by the World Organization for Human Potential for his tireless work on behalf of the children of the world.

Bill incorporated Vision Audio Inc. in 1990 and will soon celebrate its 20th anniversary. 

From 2002 to 2007, Bill designed and developed SpaceStationSim, the first video game developed in collaboration with the National Aeronautics and Space Administration (NASA). 

Between 2007 and 2009, Bill and his talented team of programmers and artists at Vision Integration Systems undertook one of their biggest challenges to date and designed and built SimCx, a systems engineering and integration visualization solution for the NASA Constellation SE&I team at the Johnson Space Center. This software is designed to streamline the development of the Ares I, Ares V, Orion, and Altair space vehicles for the Moon and Mars missions. He has negotiated development contracts with NASA, Raytheon, QSS, GTSI, and Booz Allen Hamilton for projects for NASA and the JPDO supporting the FAA.

Currently, Bill divides his time between aerospace software development, producing and engineering music for his family of accomplished musicians and developing software for brain-injured children.

Noel Mueller
Noel Mueller was home schooled from birth by his professional mother, Joanne Dodds-Mueller and learned to read before he was three years old. Noel attended the Evan Thomas Institute in Philadelphia from age three through thirteen and received a broad education in math, science, language, art, music, the theater of Shakespeare and much more. Noel spent his early life living closely with brain injured children on the IAHP campus. 

Noel is an accomplished musician and composer, playing bass guitar, guitar, violin and drums. Noel is also an accomplished artist and graphic designer. He attended Harford Community College at age 14 and transferred to the University of Maryland Baltimore County with a 3.52 GPA at 16. Noel graduated from UMBC with a Bachelors of Arts, Visual Art -- Graphic Design degree at age 19. 

Noel has been a professional artist since the age of 16, designing web sites, book, magazine advertising and newspaper layouts. Noel is an accomplished game developer, using Maya, Illustrator, Dreamweaver, InDesign, ImageReady, Quark Xpress, Microsoft Office Suite, Broadc@st HTML, Outlook Express, Photoshop and Torque game engine applications. 

Noel's fine art skills involve ten years experience with "pen and paper" illustration and drafting, as well as film and digital photography, visual composition in a variety of media including charcoal, water and oil based paints, pencil, and collage, typography, page-layout, logo design and branding, illustration, technical line-drawings, color and compositional theory, and abstract composition. 

Greg Beauchesne
Greg Beauchesne began using computers at the age of 2 on his parents' Apple IIe. At that time, his parents had been the proprietors of "The Educational Software Company," and as a result, he had a wealth of educational games and other programs to play with. A number of these programs were written in Apple BASIC, which enabled him to take them apart, see how they worked, make changes, and put them back together. As time progressed, he began writing his own small programs and games. Eventually he moved to the PC, and things grew from there, with Greg picking up new abilities and programming languages as he explored any new computer functionality he could, from graphics to audio to networking. He has not stopped learning since.

Greg graduated with a joint Bachelor/Master of Computer Science degree from the Rochester Institute of Technology. He is skilled in over 15 programming and computer languages, including C, C++, Java, JavaScript, Perl, PHP, Tcl, TorqueScript, HTML/CSS, XML/XSLT, i386 Assembly and MMX instructions, Z80 Assembly, bash shell scripting, Macromedia Director Lingo, Macromedia Flash ActionScript, MySQL, and PostGreSQL. In addition, he is capable of programming with OpenGL, Direct3D, RenderWare, Torque Game Engine, the MilkShape 3D SDK, Macromedia Director Xtras, the Windows API, and the Qt Desktop Environment.

Greg began working at Vision Videogames in 2005, where he was instrumental in completion of the development of SpaceStationSim. He has been the sole programmer for all Vision projects and products since then, including SimCEV, SimCx, SimAirTraffic, and the EASe Games product line.

In addition to programming, Greg also has an MBA from the Johns Hopkins University Carey Business School. He is also a member of the International Game Developers Association.

