
AboutNumbers is an early math game dealing with counting, sets, numbers and calculating in the 

number domain up to 10. An important feature throughout the entire program is the structured 

representation of sets (2 lines and 5 columns) to facilitate non-counting strategies of recognizing 

sets, the understanding of the relation among numbers and the notion of numbers in general. 

 

The program is designed for pre-school and elementary school children with or without 

impairments, for persons with math deficiencies, as well as young people and adults with learning 

disabilities. 

 

A total of ten exercises with a different number of levels (32 in total) is available.  

 

The program will list all (completed) exercises for each user and will enter the results in a list.  

 

General information for the exercises 

The player gets a cone for every task that he completes correctly. In case of an incorrect answer, 

the player will get another try to put it right. If the second answer is incorrect again, the correct 

answer will be given automatically and the player only gets a can as a “reward”. 

 

 

Game 1: Counting – Level 1 

The animals appear on the 

screen one by one and they 

are counted aloud. 

Note: No mistakes can be 

made in this exercise.  
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Game 1: Counting – Level 2 

Similar to level 1 the animals 

appear on the screen. The 

player may, however, determine 

how many animals are to 

appear.  

Note: No mistakes can be made 

in this exercise. 

 

 

 

Game 1: Counting –  

Levels 3 and 4 

A number of animals is 

displayed on or moves across 

the screen. The player is 

supposed to count them aloud. 

Then the player is asked how 

many animals he/she has seen 

or counted and the player has 

to enter the respective number 

via the number bar. 

 

Game 2: Forming sets 

The task is to put a given number 

of caterpillars on the leaf. Clicking 

on one of the caterpillars in the 

right bottom corner will let it move 

on to the leaf. Clicking on the 

button OK terminates the input. 

Clicking on one of the caterpillars 

on the leaf or clicking on the leaf 

itself will remove the animal from 

the leaf. To provide for the 

structured representation of sets, 
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the caterpillar that has been put on 

the leaf at last will always be 

removed first. 

 

 

Game 3: Equal number –  

Level 1 

Snails and lizards are displayed 

on a stone. The player has to 

decide whether the number of 

snails is equal to the number of 

lizards. The respective button 

has to be clicked.  

Note: An incorrect answer 

cannot be corrected here.  

 

 

Game 3: Equal number –  

Level 2 

A certain number of snails is 

displayed on the stone. The task 

is to put the same number of 

lizards on to the stone. Clicking 

on one of the lizards in the right 

bottom corner will let it move on 

to the stone. Clicking on the 

button OK terminates the input. 

Clicking on one of the lizards on the stone or clicking on the stone will remove the 
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animal from the stone. To provide for the structured representation of sets, the 

lizard that has been put on the stone at last will always be removed first. 

 

 

Game 3: Equal number –  

Level 3 

The course of the game is 

identical to that of level 2 with 

the sole difference that a certain 

number of lizards is already 

displayed on the stone.  
 

 

Game 3: Equal number – 

Levels 4 and 5 

In level 4 more lizards are 

displayed on the stone 

than snails. The task is to 

remove lizards by clicking 

on the animals or the 

stone until the same 

number of both animals is 

achieved. Level 5 contains 

mixed exercises.   
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Game 4: More/ Fewer –  

Level 1 

Snails and lizards are displayed 

on the stone. The player has to 

decide if there are more snails 

or more lizards. Input has to be 

made via one of the two 

buttons.  

Note: An incorrect answer 

cannot be corrected here.  

 

 

Game 4: More/ Fewer – Level 2 

A certain number of snails is 

displayed on the stone. The task 

is to put more lizards on the 

stone than snails. Clicking on 

one of the lizards in the right 

bottom corner will let it move on 

to the stone. Clicking on the 

button OK terminates the input. 

Clicking on one of the lizards on 

the stone or clicking on the stone will remove the animal from the stone. To 

provide for the structured representation of sets, the lizard that has been put on 

the stone at last will always be removed first  
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Game 4: More/ Fewer – Level 3 

In this level more lizards than snails are 

displayed on the stone. The task is to 

remove as many lizards as necessary by 

clicking on the animals or the stone to 

get fewer lizards than snails on the 

stone.   

 

Game 4: More/ fewer –  

Levels 4, 5 and 6 

These levels differ from levels 2 

and 3 in the way that the 

difference between the sets of 

the animals must be exactly 1.  

Level 6 contains mixed exercises.  

 

 

 

Game 5: Neighbouring 

numbers –  

Levels 1, 2 and 3 

A certain number of beetles is 

displayed on the screen. Then 

another beetle is joining or one 

is moving away. The final 

number of beetles displayed on 

the screen has to be entered via 

the number bar. 

The beetles are visible or will be 

covered with a leaf.  

Level 3 contains mixed 

exercises.  
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Game 6: Five and Ten –  

Levels 1 and 2 

A certain number of spiders is 

displayed. The question is, “How 

many are missing to make 5 or 

10?” The input has to be made 

via the number bar. 

The spiders are visible or will be 

covered with a spider web.  

 
 

 

 

Game 6: Five and Ten –  

Levels 3 and 4 

Five or ten spiders are 

displayed. Then some of the 

spiders move away. The final 

number of spiders on the screen 

has to be entered via the 

number bar.  

The spiders are visible or will be 

covered with a spider web.  
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Game 7: Calculating with five – 

Levels 1, 2 and 3 

These levels are designed to train 

numeracy with the number set of 

5. Certain elements will be added 

to the set of five or five elements 

will be added to or deducted 

from a random number of 

elements.  

The spiders are visible or will be 

covered with a spider web.  

 

 

 

 

Game 8: Flash sets 

A certain number of beetles is 

displayed and then covered by a 

leaf. The task is to recognize the 

given set as fast as possible and 

to make an input via the number 

bar. The period for which the 

beetles are displayed may be set 

in the Options Menu (Flash 

time).  

 

 

Game 9: Decomposing number 

– Levels 1 and 2 

The course of Game 9 is identical 

to that of Game 6 with the 

difference that it is not restricted 

to the sets of 5 and 10 but the 

number may be freely selected at 

the beginning.  

The set is visible or will be 

covered with a leaf.  
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Game 10: Calculating –  

Levels 1, 2 and 3 

Game 10 is designed to train 

addition (Level 1) and 

subtraction (Level 2) in a freely 

selected number domain. Level 

3 contains mixed exercises.  

The set is visible or will be 

covered with a leaf.  

 

The diploma 
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The diploma gives you an overview of all the games and the respective game levels. The meanings 

of the different entries in the diploma are as follows:  

 

 

The game has not yet been started or completed. 

 

This game has been completed at least once yet not without mistakes. 

 

This game has already been completed without any mistakes.  

 

The diploma has been designed for long-term motivation (accumulation of as many golden cones 

as possible). The games may be started directly from the diploma by clicking on the respective 

exercise. 
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