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IMPORTANT:
ONEMLI:

This instructions manual provides a page-per-page guide of the task instructions used to
administer the Geneva Space Cruiser online.

Bu yonerge kilavuzu, Cenevre Uzay Kruvazorini (denizlerde kullanilan biyik ve glicli savas
gemileri) ¢evrimigi olarak yonetmek igin kullanilan gérev yonergelerinin agiklamasini igeren bir
kilavuzdur.

A free demo version of the Geneva Space Cruiser (in English) can be found here.
Cenevre Uzay Kruvazérii’ niin ticretsiz demo siiriimiinii (ingilizce) adresinde bulabilirsiniz.

If you decide to reproduce the Geneva Space Cruiser, the information provided in this manual and
the demo version can be used without copyright and free of charges. However, we kindly ask you
to reference the initial validation study below in your projects that use data stemming from the
Geneva Space Cruiser:

Cenevre Uzay Kruvazord’ nii yeniden lGretmeye karar verirseniz, bu kilavuzda ve demo sirimiinde
saglanan bilgiler, telif hakki olmadan ve (cretsiz olarak kullanilabilir. Ancak, Cenevre Uzay
Kruvazoriinden kaynaklanan verileri kullanan projelerinizde asagidaki ilk dogrulama ¢alismasina
atifta bulunmanizi rica ederiz:

Zuber, S., Haas, M., Framorando, D., Ballhausen, N., Gillioz, E., Kiinzi, M., & Kliegel, M. (2021) The
Geneva Space Cruiser: A Fully Self-Administered Online Tool to Assess Prospective Memory
across the Adult Lifespan. Memory. https://doi.org/10.1080/09658211.2021.1995435

If you would like direct access to our online tool to collect your data in a collaborative context,
please contact us (Sascha.Zuber@unige.ch).

Verilerinizi is birligine dayali bir baglamda toplamak igin ¢cevrimigi aracimiza dogrudan erismek
istiyorsaniz, litfen bizimle iletisime gecin (Sascha.Zuber@unige.ch).
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Geneva Space Cruiser — page-per-page instructions

Cenevre Uzay Kruvazori- sayfa sayfa talimatlar

1) Ongoing task and prospective memory instructions + practice

1) Surdurtlen gorev ve ileriye doniik bellek talimatlar1 + uygulama
Page 1

Sayfal

In this task, your goal will be to gain as many points as possible.

Bu goérevde hedefiniz miimkiin oldugunca ¢ok puan kazanmak olacaktir.

To do so, you will navigate a spaceship whose purpose is to collect stars.

Bunu yapmak i¢in, amac1 yildizlart toplamak olan bir uzay gemisini yonlendireceksiniz.

For each star that you collect, you will gain 30 points.

Topladiginiz her yildiz i¢in 30 puan kazanacaksiniz

You can navigate the spaceship by using the arrow keys on the keyboard (up, down, left, right keys).

Klavyedeki ok tuslarini (yukari, asagi, sol, sag tuslari) kullanarak uzay gemisinde gezinebilirsiniz

You will also have to avoid rocks. If your spaceship collides with one of the rocks, you will lose 100
points.

Ayrica kayalardan da kaginmaniz gerekecek. Uzay geminiz kayalardan biriyle ¢arpisirsa 100 puan
kaybedersiniz

Thus, try to avoid the rocks by navigating the spaceship. You can also destroy the rocks by firing
missiles from your spaceship.

Bu yiizden, uzay gemisini yonlendirerek kayalardan kaginmaya ¢aligin. Ayrica uzay geminizden
flizeler atesleyerek kayalar1 yok edebilirsiniz.

To fire missiles, press the "F" key. If you destroy a rock, you will gain 30 points.

Fiizeleri ateslemek i¢in "F" tuguna basin. Eger bir kayay1 yok ederseniz, 30 puan kazanirsimz

Click on "Continue" to proceed with the instructions.

Talimatlara devam etmek igin "Devam Et" butonuna tiklayn.
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Sayfa 2

In the following pages, you will be able to familiarize yourself with the game.

llerleyen sayfalarda, kendinizi oyuna alistirabileceksiniz.

You will start by familiarizing yourself with the navigation of the spaceship by using the arrow keys
pointing up, down, right, and left.

Yukari, asagi, saga ve sola isaret eden ok tuslarini kullanarak uzay gemisinin navigasyonuna aligmakla
baslayacaksiniz.

You will also practice shooting missiles by pressing the "F" key.

Ayrica "F" tusuna basarak fiizeleri vurma alistirmasi yapacaksiniz.

Press "Start" to begin the familiarization phase.

Aligtirma agamasina baglamak i¢in "Baglat" butonuna tiklayin.
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Sayfa 3

Press the right arrow key on your keyboard until the spaceship touches the edge of the screen.

Uzay gemisi ekranin kenarma degene kadar klavyenizdeki sag ok tusuna basin.
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Sayfa 4

Press the left arrow key on your keyboard until the spaceship touches the edge of the screen.

Uzay gemisi ekranin kenarina degene kadar klavyenizdeki sol ok tusuna basin.

Page 5
Sayfa b

Press the up-arrow key on your keyboard until the spaceship touches the edge of the screen.

Uzay gemisi ekranin kenarina degene kadar klavyenizdeki yukari ok tusuna basin.
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Sayfa 6

Press the down arrow key on your keyboard until the spaceship touches the edge of the screen.

Uzay gemisi ekranin kenarma degene kadar klavyenizdeki asagi ok tusuna basin.

Page 7
Sayfa7
Very good! Now you can practice firing missiles by pressing the "F" key.
Cok iyi! Simdi "F" tusuna basarak fiizeleri atesleme aligtirmasi yapabilirsiniz.

Page 8
Sayfa 8

Press the "F" key.

"F" tusuna basin
Page 9
Sayfa 9

Fire once more using the "F" key.
"F" tusunu kullanarak bir kez daha ates edin.

Page 10
Sayfa 10

Very good! Next, your spaceship will also need fuel.

Cok iyi! Tabii, uzay geminizin yakita da ihtiyaci olacak.

You can display the fuel gauge by pressing the "C" key.

"C" tusuna basarak yakit gostergesini goriintiileyebilirsiniz.



As soon as the fuel gauge is in the red section, you can refuel your spaceship by pressing the space bar
on your keyboard. If you refuel it at the right time, you will gain 300 points.

Yakit gostergesi kirmizi boliime geldigi anda klavyenizdeki bosluk tusuna basarak uzay geminize
yakit ikmali yapabilirsiniz. Eger dogru zamanda yakat ikmali yaparsaniz 300 puan kazanirsiniz.

If you forget to refuel it, the fuel gauge will automatically refill but you will not receive any points.

Yakit doldurmay1 unutursaniz, yakit gostergesi otomatik olarak yeniden dolar ancak herhangi bir puan
alamazsiniz.

Press "start" to familiarize yourself with the fuel level of your spaceship.

Uzay geminizin yakit seviyesi hakkinda bilgi edinmek i¢in "baglat" butonuna basin.

Page 11
Sayfa 1l
Press the "C" key on your keyboard to display the fuel gauge.
Yakit gostergesini goriintillemek i¢in klavyenizdeki "C" tusuna basin.

Page 12

Sayfa 12

Press the "C" key on your keyboard again to display the fuel gauge.
Yakat gostergesini goriintiilemek i¢in klavyenizdeki "C" tusuna tekrar basin.

Page 13

Sayfa 13

Very good. Now that you are familiar with the different elements of the game, you can practice on a
complete example of the game.

Cok iyi. Artik oyunun farkli kurallarina agina oldugunuza gore, oyunun tam bir drnegi tlizerinde pratik
yapabilirsiniz.



Summary of the goals:
Hedeflerin ozeti:
- Collect stars — for each one you will gain 30 points.
- Yildizlar1 toplayin- her biri i¢in 30 puan kazanacaksiniz.
- Avoid rocks — each collision will cost you 100 points.
- Kayalardan kaginin- her ¢arpigsma size 100 puana mal olacaktir.
- Destroy rocks — for each destroyed rock, you will gain 30 points.
- Kayalar1 yok edin- yok edilen her kaya i¢in 30 puan kazanacaksiniz.

- Refuel the spaceship — each time you refuel on time (when the gauge is in the red section
only), you will gain 300 points.

- Uzay gemisine yakit ikmali yapin- zamaninda yakit ikmali yaptiginiz her seferde
(gosterge yalnizca kirmizi boliimdeyken) 300 puan kazanacaksiniz.

Key reminder:
Onemli tus hatirlatmasi:
- Arrows — to navigate the spaceship.
Oklar- uzay gemisinde gezinmek igin.
- F —to fire missiles.
F- flizeleri ateslemek igin.
- C —to display the fuel gauge.
C- yakit gostergesini goriintiilemek icin.
- Space bar — to refuel.

Bosluk ¢ubugu- yakit ikmali igin.

You can now do a full practice session.

Artik tam bir pratik yapabilirsiniz.

Press "'start" to begin the practice.
Uygulamaya baslamak icin ""baslat" diigmesine basin.
Page 14
Sayfa 14
Very good. You have completed the practice session.

Cok iyi. Aligtirma asamasini tamamladiniz.
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Sayfa 15
Very good. You have completed the practice.

Cok iyi. Uygulamayi tamamladiniz.

Next time you will play this game, the goals will be the same as for this practice session.

Bu oyunu bir dahaki sefere oynadiginizda, hedefler bu alistirma asamasi ile ayni olacaktir.

Click on "continue".

"Devam et" butonuna tiklayin.

2) Filler task — delay phase
2) Dolgu gorev- gecikme asamasi

>> Insert your instructions for the filler tasks or questionnaires of the delay phase here.
>> Gecikme agamasinin dolgu gorevleri veya anketleri i¢in talimatlarinizi buraya ekleyin.

In the demo version of the Geneva Space Cruiser, we used a simple Code / Symbols task as
follows:

Cenevre Uzay Kruvazori ‘niin demo versiyonunda agagidaki gibi basit bir Kod / Sembol gorevi
kullandik:

Stimuli :
Uyaranlar:

- 1image as example
Ornek olarak 1 resim

- 42 images for the task
Gorev icgin 42 resim

Presentation format and response coding:
Sunum formati ve yamit kodlamasa:

- Each image is presented for 5000ms maximum (or less; it disappears as soon as the
participant responds).
Her goriintii en fazla 5000 ms (veya daha az; katilime1 yanit verir vermez kaybolur)
boyunca sunulur.

- For each image, the response (the number that is selected) and the reactions times (in ms)
are recorded.
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Her goriintii igin yanit (secilen say1) ve tepki siireleri (ms cinsinden) kaydedilir

- Inthe end, you can calculate:
Sonunda, hesaplayabilirsiniz:

o The number of correct responses
Dogru yanit sayisi

o The total reaction time for all correct answers
Tiim dogru cevaplar i¢in toplam tepki siiresi

Task Code/Symbols - Instructions
Gorev Kodu/Semboller- Talimatlar
Page 1

Sayfal

In the following task, we will present you a series of 9 symbols. Each symbol will be accompanied by a
number.

Asagidaki gorevde size 9 sembolden olusan bir dizi sunacagiz. Her sembole bir say1 eslik edecektir.

Above these 9 symbols and numbers, you will see a single symbol in the middle of the screen. It will be
framed in blue.

Bu 9 sembol ve sayinin iizerinde, ekranin ortasinda tek bir sembol géreceksiniz. Bu sembol mavi renkle
gercevelenmis olacak.

Your task will be to choose the number that matches the symbol in the middle as quickly as possible.

Goreviniz, ortadaki sembolle eslesen sayiy1, miimkiin oldugunca g¢abuk se¢mek olacaktir.
Page 2

Sayfa 2

First, here is an example:

11k olarak, bir rnek:
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O L = A = X U o L
1 2] 3] [a] [s] [s] [7] [s] [o]

The correct answer for this series is the number 1 because the circle symbol is accompanied by the
number 1. You will have to click on « 1 » to respond, as shown below.

Bu seri igin dogru cevap 1 sayisidir ¢iinkii daire semboliine 1 sayisi eslik etmektedir. Cevap vermek
icin agagida gosterildigi gibi " 1 " sayisiin iizerine tiklamaniz gerekmektedir.

Page 3

Sayfa 3

The task will now start, and you will see several series of symbols and numbers.
Gorev, simdi baslayacak ve birka¢ sembol ve sayi1 dizisi géreceksiniz.

As a reminder: your task is to choose the number that matches the symbol in the middle of the screen,
framed in blue. Please answer as quickly as possible without making any mistakes.

Bir hatirlatma: Goreviniz, ekranin ortasinda mavi gergeveli sembolle eslesen sayiy1 segmektir. Liitfen
hata yapmadan miimkiin oldugunca kisa siirede cevap verin.

Click on « = » to start the task.

Gorevi baglatmak i¢in "-> " tizerine tiklayin.
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3) Prospective memory task block
3) lleriye doniik bellek gorev blogu

Page 1
Sayfal

Now you will have to navigate the spaceship as you did during the practice session.

Simdi alistirma asamasinda yaptiginiz gibi uzay gemisini yonlendirmeniz gerekecek.
Click on « start » to begin.
Baglamak i¢in "baglat" butonuna tiklayin.
After the task / End

Gorevden sonra / Bitis

Thank you for taking the time to participate in this study.

Bu calismaya zaman ayirip katildiginiz i¢in tesekkiir ederiz.

Your answers have been recorded.

Cevaplarimiz kaydedildi.



