Overview

Labyrynth™ is a computer application designed to complement studies in
traditional (Aristotelian) logic. It was developed by Dr. Jean Rioux, profes
sor and chair of the philosophy department at Benedictine College, a small
liberal arts college in the Midwest. A student and teacher of logic for over
twenty-five years, Dr. Rioux came to think that the excitement and variety
computer gaming models could offer those studying logic may very well be
worth tapping into. This application is the result.

In its simplest form, Labyrynth is a computerized alternative to paper-and-

pen assignments. It uses thousands of three-dimensional images, animations,

sound effects, and over thirty minutes’ worth of original music toward the
creation of a coherent logical world. While neither a tutorial nor a stand-

alone adventure game (it assumes students will be receiving separate

instruction in the relevant logical operations and relations), it is an engaging
supplement to the problem sets which often accompany logic instruction.

As to its design, Labyrynth follows some of the popular first-person adven
ture games. Students become immersed in a three-dimensional world in
which the solving of logic problems is key to advancing to new levels, new
problem sets, and new arenas in which to perform. The back story begins
with a visit to Professor Sternbaum’s Museum and secret access to-the hid
den chambers below. Students then begin to work their way through-a num

ber of chambers, maneuvering through their spaces, answering questions,

solving problems, and so advancing to the next part of a chamber, or the
next chamber itself. The current version supplies a limited set of exercises
covering nine logical operations or relations: propositional quality, quantity,
and type; distribution; opposition; immediate inference; inference signs;
argument types; conditionals; and the structure and validity of categorical
syllogisms. (A future planned version will address an expanded set of logi
cal functions.)

There are two ways to use the program. The full version (the defauit) con
tains three-dimensional graphics, animations, sounds, and music. The "bare-

bones" version, a user-selectable option, omits the graphics and sound

effects. Sternbaum’'s museum cannot be completed in "bare-bones" mode.

As to pedagogy, Labyrynth is set up to require nine correct answers in-a-

row. Further, most of the nine chambers contain three separate devices, ea
testing for a different level of understanding. The first device tests students
understanding of logical theory through true / false and multiple choice
guestions. The second tests how well they can apply that theory to mor
simple, abstract examples. The third tests how well they can apply the sarr
logical theory to real-language, concrete, examples. The real-language prol
lems have chiefly been taken from the writings of Epictetus and Aristotle.

Among the resources included on the dvd is an at-a-glance guide to the log
cal functions and notions dealt with in the program. While one should not
take this as a substitute for formal instruction in logic (it is far too limited,
both in depth and scope,) it does provide a quick, helpful review for those
needing one. Game play is linear; the interface is point-and-click.

System Requirements and Installation

Labyrynth requires a computer running either Wind®dw8, or better, or
Macintost® OS X. Recommendations for Macintosh include: a G4 or G5
processor and 256 MB (or more) of RAM. Recommendations for Windows
include: a PentiumI|V processor and 256 MB (or more) of RAM.
Performance may be sluggish on systems with less memory or slowe
CPUs.

The monitor must be capable of displaying millions of colors at a resolution
of 1024 by 768 pixels. A dvd drive is also required. There must be at least :
gigabytes of hard drive space free for the installation. Both versions alsc
require Quicktim& (the latest Quicktim# Player, for Windows or
Macintosh is freely available from Apple wawvw.apple.com Installation

of the software will require Stuffit Expander 7.0, or better, available at
www.stuffit.com/expandeFinally, the software makes use of the Times
New Roman font.

Installation of Labyrynth is straightforward. Simply drag the appropriate
folder (Windows or Macintosh) from the dvd to your hard drive. (It may

take quite some time to copy these files, depending upon the speed of yol
computer.) You may place the Labyrynth folder where you wish, as all nec
essary files are either contained in the single folder or remain on the dvd
(Note that the original dvd must be in the drive to run Labyrynth.)

Having copied these files to your hard drive, you will need to decompress
one set of them. Open thessetsfolder and double-click oWindows
Images.sitx(or Mac Images.sifx Stuffit Expander should expand it to a
folder namedWindows Imagegor Mac Images You may then delete the
original .sitx file from your hard drive if it has not already been deleted.

How Does It Work?

Game play is fairly intuitive. To begin, double-click on the main applica
tion, called Labyrynth. Click through the title screen to the main menu,
which contains a number of options:

New This creates a new user file, which you may store where you wish.
Load This loads an existing user file. (So, you'll select New the first
time you use the software, or to start over, and Load for eaeh sub
sequent time.)

This allows you to select which exercise to do. Exercises that have
already been completed will be dimmed out. Check the "bare
bones" box to run any exercise for which this option is available
in "bare bones" mode.

Credits This brings up the credits. Click-through to return to the menu.
Quit Quits the program.

Select

You may also select the transition speed (the rate at which you go from one
screen to the next), and the volume of sounds and music from this screen.

You first become familiar with the back story for the software by visiting
Sternbaum’s museum. There is a puzzle within the museum which you must
solve to obtain access to the chambers below. Students unfamiliar with
Aristotle's account of the "four questions" should review that section in the
at-a-glance guide (mentioned above) before proceeding. Be sure also to read
the brochure for the museum when you sign the guest book, as it contains
another important clue to the solving of the museum puzzle.

When you have completed your trip through the museum (including the hid

den areas), you will have obtained two items: one of Sternbaum’s journals
and a mechanical counting device. The journal contains excerpts from
Sternbaum’s original notes (which he kept while stranded on the island), as
well as descriptions of the chambers hidden away beneath his museum.



These descriptions will come in handy as you encounter each new device
within the chambers, so you will want to read the appropriate section before
you try to solve the problems. The mechanical counter will keep track of
how many problems you have solved correctly as you go. Sometimes you
will need to “plug” the counter into a device before it will work (simply
click on what looks like a headphone jack).

Once you are within a chamber, volume adjustments, an option to quit a
level, and (in the full version) the transition speed are available to you by
clicking outside the main graphic area in your window. You may alse con
sult the journal whenever you wish by clicking on the book icon, on the left-
hand side of the screen.

The program is set up to require nine correct answers in-a-row (with two
exceptions: the very first device, and the very last.) Most of the nine-cham
bers contain three separate devices. The first device will test your-under
standing of logical theory (through true / false and multiple choice-ques
tions). The second device will test how well you can apply that theory to
more simple, abstract examples. The third device will test how well you can
apply the same logical theory to real-language, concrete, examples. You
have not completed an assignment until you have correctly solved nine
problems in-a-row. If you work your way through all the possible problems
for a given exercise without solving nine in-a-row, the program (I, actually)
will suggest that you go back and review the material. Please do so. It is
extremely unlikely you will get through these exercises by mere guessing.

Suggestions

« Do not race through the program. Take your time and take note of what
you see and hear.

« If the screen is black, you may have to click the mouse to turn on the
light.

« The walk through is fairly linear (with a few exceptions, you will not be
able to wander about very much).

* When turning levers or knobs, do not release the mouse button until it
points to your final answer.
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