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Introduction
Webber® Interactive “WH” Questions – Level I:  
Sentence-Based Activities helps students practice and 
learn how to ask and answer “WH” questions (Who, 
What, Where, When, and Why).  This program allows the 
teacher to track and collect data for an unlimited number 
of students. It has 375 question/answer activities divided 
into four sections.  

Learn About “WH” Questions is a short tutorial 
that reviews the five types of “WH” questions (Who, 
What, Where, When, and Why).  After reviewing each  
question type, the tutorial presents a color-coded 
symbol to help the students remember them. The 
“WH” Symbols provide an excellent visual cue for the  
students. On the settings screen, you can choose to 
have the symbols presented during an activity next to 
each of the questions.

Answer Simple “WH” Questions provides 
practice answering simple “WH” questions from each 
question type.  

Choose the Correct “WH” Questions provides 
practice matching an answer to the correct 
“WH” question.  

Answer “WH” Inference Questions provides 
practice using a picture to infer the answer 
to a “WH” question.  

Webber® Interactive “WH” Questions allows you to 
increase the difficulty level by changing the program  
settings. You can present items with the “WH” Symbols 
on or off and/or you can increase the number of answer 
choices from two to four. Also, you may choose to present 
the items as text only or audio only. Use the text-only 
setting for reading comprehension and the audio-only 
setting to improve listening skills.
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Macintosh® Installation
•  Place the CD in your CD-ROM drive.

• An icon titled “WHQuestions1” will appear on your 
desktop.

• Double-click on the icon titled “WHQuestions1.”

• Double-click on the program titled 
“WHQuestions1.”

Windows® Installation
•  Place the CD in your CD-ROM drive.

• The CD should start automatically. If it doesn’t, 
follow these steps:

• Click the Start button and choose “Computer.”

• Double-click on the CD-ROM drive titled 
“WHQuestions1.”

• Double-click on the program titled 
“WHQuestions1.” 

Install Webber® Interactive “WH”
Webber® Interactive “WH” Questions runs almost 
completely from your CD-ROM drive. The program 
only stores student information on your hard 
drive. Students using the program should play on 
the same computer each time in order to store 
data over multiple uses.
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Additional Disk Space
The first time you run the program, the computer 
may ask you to increase the amount of disk space 
allotted for storing student records. Click Allow  
to accept this increase. If you do not select 

Allow , the program will ask you to increase your 
space again if you have a student with a large 
data file. You may lose student records if you do 
not select Allow  to increase disk space.

Getting Started

Signing In New Students

For first-time players, type the student’s name in the 
white box on the left.

•  You may use letters or numbers in names, but   
names must start with a letter.

•  Do not use punctuation or special characters in   
names ($, %, ;, ., etc).

•  Names should be no more than 20 characters in   
length.

Select the student’s name in the Returning Students 
menu, and then click Play . If you enter a duplicate 
name, the program will notify you. To differentiate 
students with the same name, enter a student’s middle 
name or a number. For example, if there are two students 
with the name John Smith, enter one as John A Smith 
and the other as John B Smith.
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Signing In Returning Students
If a student has played before, select his/her name from 
the Returning Students menu, and then click Play . 
You may enter an unlimited number of students into the 
program. Click on the arrows to move the list of names 
up or down.

If you click Play  with no students entered, the 
program displays the message, “No Students Found.” 
Click OK , and then enter a student.

Note: This program saves student information to the 
computer’s hard drive, not the disk. If you use this disk 
with a different computer, the records will not appear. 
Additionally your computer may erase the data stored 
in some folders nightly or weekly based upon your 
computer’s settings. Change your settings so that the 
computer does not erase your Flash Shared Objects folder. 
Contact your system administrator for further assistance.
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Deleting Students
To delete a student, click on a name in the Returning 
Students menu, and click Delete .

Note: There is no way to “undo” or recover a deleted 
student, so use caution.

Select an Activity
      Webber® Interactive “WH” Questions – Level 1  
has a tutorial and three different activities. 
To begin, click on the activity you wish to view:

Learn About “WH” Questions 

Answer Simple “WH” Questions

Choose the Correct “WH” Questions

Answer “WH” Inference Questions

From this screen you can also change student  and view 
student progress. See p. 11 for information on changing 
students during play and p. 12 for information on 
viewing student progress.

 Starting a New Game – Select an activity to 
start a new game. This will bring you to the settings 
screen, where you can choose your settings and begin 
the game. 

 Continue a Previous Game – If you have an 
unfinished activity, a window will appear when you 
choose an activity that says “You have unfinished 
activities.” This window shows a table of all unfinished 
games for the activity you have chosen. To continue 
an unfinished activity, click the Pick Me!  button 
next to the activity. Use the up and down arrows to 
cycle through the list of unfinished activities. If you 
prefer to start a new game, click New Activity .
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For each of the five activities, there will be a listing of the 
following:

•  Question type (Who, What, Where, When, Why,  
or Combo),

•  Number of questions you completed and the  
percentage complete,

•  Settings for that game (number of answer choices, 
cues on/off, etc.), and

•  Date you played.

To choose one of these games, click on the purple 
Pick Me!  button next to that game. Then click the 
Start  button on the next screen to begin the activity. 

The activity will start at the point where the student quit 
playing in the previous session. (For example, if he/she 
stopped at question five, the activity will begin with 
question six.)

Choose Your Settings
On the Choose Your Settings screen, you will set up how 
the activity will be played.
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Text/Audio
 Text and Audio – The student sees the text and listens 

to a narrator read the “WH” questions and answers.

 Text Only – The student sees only the text. There is  
no narration. (Recommended only for good readers.)

 Audio Only – This option removes all text and gives 
the student only the audio (and the “WH” Symbol if 
the symbols are on). The student must listen carefully 
to the audio in order to understand the question and 
select the correct answer.

“WH” Symbols
 On –  Allows the student to see the “WH” Symbol  

 visual cue for each question along with the text.

 Off – The student sees the text without the “WH” Symbol.

Number of Choices
 2 Answer Choices – Each question has two  

answer choices.
 4 Answer Choices – Each question has four  

answer choices.
Sample Question

 Yes – Before the activity begins, the student sees/hears 
a set of directions on how to play the activity, along 
with a sample question and answer choices.

 No – This option omits the directions and sample 
question/answer choices. Choose this option once the 
student is familiar with the program.

Who? What? When?Where? Why?
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Start
 Once all settings have been chosen, click  Start .

Question Choice
The next screen asks, “Which “WH” questions are you 
working on today?” Click on one of the categories: Who, 
What, Where, When, Why, or  “WH” Combo. The “WH” 
Combo setting presents five (5) of each type of “WH” 
question randomly. Please wait while the game loads.

Play a Game
Webber® Interactive “WH” Questions has three different 
types of learning games. The tasks differ in each game.

Answer Simple “WH” Questions provides practice 
answering simple “WH” questions from each question 
type (Who, What, Where, When, and Why).  This game 
requires the student to:
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 1. Listen to/read a question (Who flies an airplane?).

 2. Look at the pictures (a pilot, a flight attendant).

 3. Choose the correct answer (pilot).

Choose the Correct “WH” Questions provides practice 
matching an answer to the correct question. This game 
requires the student to:

 1. Listen to/read the picture answer (a bathing suit).

 2.  Listen to/read the question choices (What do you  
 wear at the beach? What do you wear to school?).

 3.  Choose the correct question (What do you wear at  
 the beach?). 

Answer “WH” Inference Questions provides practice  
using a picture to infer the answer to a “WH” question.  
This game requires the student to:

 1. Look closely at the picture (child looking in a toolbox).

 2.  Listen to the question (Where is Dad’s hammer?).

 3.  Use the pictures to infer and choose the correct  
 answer (in the bag, in the toolbox).

For all three games, the student must wait until all 
answer options have been displayed before selecting 
an answer choice. If the student needs to see/hear the 
question(s) again, click the Replay  button.

At the end of the session, the student receives immediate 
feedback on his/her performance. A screen automatically 
appears with information on how many questions the 
student answered correctly and the percent correct.
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In the lower right corner of the screen is a menu with the 
options to select a New “WH” Type, Change Settings, or 
go Home. Click the area you wish to visit.

You may interrupt a game by clicking on one of the  
following buttons: Home , Help  or X  (Close).

Interrupt a Game
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Use the Home button to return to the Select an Activity 
screen. From here you can also Change Student or View 
Student Progress.

Click on the X  (Close) button to close the program 
completely.

(Please Note: If a student exits in the middle of an 
activity, his/her partial progress will be saved, and the 
game may be continued later.)

Changing Students

To change students while you are in a session, click 
Home  then Change Student . From the main menu, 

you can enter a new student’s name, or choose an existing 
student from the Returning Students menu and  
click Play .

Completed Games
At the end of the session, a screen automatically appears 
with information on how many questions the student 
answered correctly and the percent correct. 
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In the lower right corner of the screen is a menu with the 
options to select New “WH” Type, Change Settings, or go 
Home. Click the area you wish to visit. 

To view a student’s progress and print a report, click on 
View Student Progress  at the top of the Select an 

Activity menu. 

View Student Progress
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This will bring you to the student progress page, where 
you can see a progress summary for the student who is 
currently logged in.

The student progress page lets you see a record of the 
activities your student has accomplished, including the 
date, time, activity, settings, and score.

The Report Options on the left let you filter the results 
you are interested in seeing. The top four buttons let you 
filter by activity. Click All Activities  to see results for 
all activities.

The seven buttons below let you filter by “WH” question 
type. Click All Types  at the bottom to see every “WH” 
question type for the activities you’ve selected. Click any 
of the first six buttons in this section to filter your view 
between one and five “WH” types. Click Print  to print 
a report of a student’s progress.
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Scores/Saved Data
Upon finishing game sessions, the program automatically 
saves and calculates the data. If a student exits in the 
middle of an activity, his/her partial progress will be 
saved, and the game may be continued later.

Note: This program saves student information to the 
computer’s hard drive, not the disk. If you use this disk 
with a different computer, the information will not 
appear.
 



Webber® Interactive “WH” Questions – Level I: Sentence-Based  
Activities helps students practice and learn how to ask and 
answer “WH” questions (Who, What, Where, When, and Why).
It has 375 activities divided into four sections.  

Learn About “WH” Questions reviews the types of  
“WH” questions and presents color-coded symbols to 
help the students remember them.  

Answer Simple “WH” Questions provides practice 
answering simple “WH” questions.  

Choose the Correct “WH” Questions provides practice  
matching an answer to the correct “WH” question.  

Answer “WH” Inference Questions provides practice  
using a picture to infer the answer to a “WH” question.  

Webber® Interactive “WH” Questions also allows the teacher to 
track and collect data for an unlimited number of students and 
increase the difficulty level by changing the program settings.
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Macintosh® 

• 10.6 or higher
•  256 MB RAM

Windows®  

• XP, Vista, 7, 8 or 10

• 256 MB RAM


