Hineni 3 Interactive
E-Z User Guide

This guide will:

e Help you to install and use the
program

e Provide helpful hints to enhance
your students' experience

e Answer some of your most
frequently asked questions




Getting Started

Insert the disk into your CD-ROM drive. The program will
begin automatically. (If it does not, follow the directions
inside the CD-ROM wallet.) You must be connected to the
Internet to enable online tracking, scoring, and gaming. If
you do not have Internet access, choose "No Internet
Connection" on the sign-on screen.

After you meet Yippie Yad, the sign-on screen will
appear.

Yippie Yad
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Click Yippie Yad to skip the introduction.

If you are already a member, enter your User Name and Password, then click "Sign On." You're ready to begin. (Skip
to step 6.) 1If you are not already a member, continue as follows:
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Click the "New Member" button. A screen will appear
prompting you to enter your Serial Number. The seven-
character Serial Number may be found inside your CD-
ROM wallet. Every student in your class—every CD—has
the same Serial Number. (This is how the computer
groups your students together.) Once you've entered the
Serial Number, click "Continue." The New Member
sign-on screen will appeatr.

Create a User Name and Password. (If your User Name is already taken, you will be prompted to

choose another.) Then click "Add Me."

Once you have entered a unique User Name and Password,
click "Sign On." You will be returned to the sign-on screen.
Re-enter your User Name and Password and click "Sign
On." You're now part of the online Hineni 3 Interactive
community. The next time you visit, the program will
recognize you — and even remember where you left off!
Remember to write down your User Name and Password in
a safe place.

Click "Lesson 1." N'siah tovah—enjoy your journey!
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Navigating Hineni 3 Interactive

The Table of Contentsscreen is the key to navigating throu| R
Hineni 3 Interactiviehe Table of Contenlists all 9 chapters ang
their corresponding prayers. Tgihesach chapter, click its lessc
number. You can also accesgi@do games throhighe Table of
Contents. (Remember, completibreach new chapter "unlocks
new levels of each video game!)
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Each chapter includes interactive activities tomegnlearning. These aities provide students
with automatic feedback and etwmatrally track student scores for teachers and principals. Al
activities must be completed idaarto continue. If students sedower than sixty percent on an
activity, they will be allowed to try again.

FEBREW 'MATCH GAME
Click the shell with the English SHELLS :
above it that means the same as the
Hebrew word: .
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