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Case Study: College name withheld

Information Technology Introduction:
Reading Eggs is an online micro-world which includes a wide variety of learning strategies. The College implemented the program during Term 2, 2012. Reading Eggs is classified as a micro-world because each student has their own online world in which they can navigate and explore. Each world consists of the student’s house, the Story Factory, the Music Café, Story Lands, Reggie’s General Store, the lesson map, the Arcade, the Puzzle Park, a Driving Test and the Skills Bank. 
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Each student also has their own avatar which they can change at will.
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Students can also navigate their avatar throughout their world by selecting desired locations. Each avatar has its own house which users are able to move through and edit. 
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Avatars also have their own playroom where they can play interactive music activities, alphabet games, read online texts, complete puzzles, draw, play in the kitchen, play dress-ups and edit their own virtual pin up wall. 
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In order to purchase items from Reggie’s Shop students need to play and pass interactive reading skill tests in order to earn eggs. They then use their eggs as currency to purchase items. 
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Avatar’s achievements are recorded in two ways. Firstly, each avatar has its own awards room.
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Secondly, when avatars complete lessons they receive a new critter to add to their collection. Critter collections are displayed in the avatar’s Critter Collection Album. 

[image: ]
Reading Eggs is designed to teach specific reading skills and knowledge. This computer based learning program presents a sequenced series of experiences and alternative learning paths, offers independent pacing, gives controlled, contingent reinforcement and immediate feedback and performance achievement.

Reading Eggs, Enhancement of Cognition:

Reading is not a form of biologically primary knowledge. Rather, it is a form of biologically secondary knowledge, “more recently required by societies
for cultural reasons” (Sweller, Ayres & Slava, 2011, p. 3). Reading is a practice which students engage with daily, it is learnable and teachable. However for reading to occur, students need to automatically recognise and engage with a large range of objects and practices which are held in the long term memory. Sweller, Ayres & Slava (2011) write:

“Initially, when we are learning to read, we must consciously process each individual letter. With increasing practice, we acquire automated schemas for individual letters but still may need to consciously process the groups of letters that constitute words. With additional practice, word recognition becomes automated and even groups of familiar words can be read without conscious control. With high degrees of automation, conscious effort may only need to be expended on the meaning of text. Thus, competent English readers of this text not only have schemas for individual letters that permit the recognition of an infinite number of shapes, including hand-written letters, a large combinations of letters that form words, phrases and sentences also can be recognised automatically. The lower-level schemas for letters and words become increasingly automated with increasing competence and no longer need to be consciously processed because they have been automated” (p.7).

Reading Eggs begins with Map One where students are taught how to identify the letter ‘m’. Students are encouraged to consciously process each individual letter by completing a series of repetitive activities. Each time a student clicks on the letter ‘m’, the sound ‘m’ is made and then a mouse appears. This forms a visual and auditory schema for the letter m and the association of m in context of a word. 
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Students are guided to practice the schemas associated with the letter ‘m’ through drill and practice activities. For example, students are asked to click on ‘m’ where other letters are simultaneously presented as options. 
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Sam the ant then pops up, eats a piece of the cake and says ‘m’. Students are then asked to click on the picture that starts with ‘m’. If students hover over the picture there is audio which says the name of the picture. 
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Students are then asked to click on the letter ‘m’ in various words. Sam the Ant sings a song on completion of the tasks. The next lesson requires students to complete a dot to dot task in order to make the letter ‘m’.
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Students are then required to identify the letter ‘m’ in a range of fonts by clicking on the letter.
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Books are introduced and students are invited to make their own letter book by clicking on the pictures beginning with m and dragging them onto a page.
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Other activities involve students dragging the words to match the pictures. This activity is repeated several times using the same words and pictures. “When words and pictures are both presented, students have the opportunity to construct verbal and pictorial mental models and to build connections between them” (Mayer, 2001,p.4).
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Students read an online book by clicking on the corners to turn the pages.
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All these “learning strategies include memorization, direct instruction, drill-and-practice, deduction, and induction” (Reeves, 2005, n.p). They are repeated for each letter of the alphabet and with increasing practice, students acquire automated schemas for individual letters. 

Schemas for groups of letters that constitute words become automatised through a range of activities which leads to reading without conscious control. Some examples of these activities include:

a) Word Blend
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b) Reveal the sounds and match the word to the image
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c) How does it end? Students select the correct word to complete the sentence.
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d) Write the banner: Students listen to a sentence and then drag the words into the correct order (ie I can see some cheese). 
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Student’s individual maps visually show their progress at the bottom of the screen. They cannot skip a lesson - each lesson is locked until the previous lesson has been completed. Teachers have access to student achievement through a series of tables and graphs under the teacher’s log in. 

Initially students are introduced in pairs to Reading Eggs on a computer. Students explore the micro-world together and investigate activities. Together they work out what the activity requires them to do. Therefore it can be argued that the Reading Eggs program encourages “social interactions that lead to cognitive conflicts and their resolution, and thus higher forms of reasoning” (Clements  & Nastasi ,1998, p.90).

Once students are comfortable with the micro-world, they work individually on their own world. However, student interaction continues as students are often out of their seats, leaning over a peer’s computer, giving instructions or viewing and comparing elements of their micro-world. 

When the Reading Eggs program was first introduced at the College, teachers and parents were amazed at the self-motivation of students wanting to use the program. Students had access to the program at school and at home. Parents often commented how amazed they were that that their child consistently wanted to access the program at home and how they were able to independently navigate through their own micro-world. Recent research has shown that “mindful engagement in a tasks makes learners mobilise more of their intelligence, generate more novel inferences, and commit more of the material encountered to memory” (Salomon, Perkins & Globerson, 1991, p.4). 

Research dating back to Piaget (1962) and Vygotsky (1978) found that “play is a crucial method through which we test ideas, develop new skills, and participate in new social roles” (Squire, 2005, p.3). Reading Eggs is game-based learning and is founded on the concept of play; it allows students to engage in action at a distance. “Cognitive research suggests that such fine-grained action at a distance actually causes humans to feel as if their bodies and minds have stretched into a new space [Clark 2003], a highly motivating state. Reading Eggs allows the user to function and grow at the “edge of a player’s competence, remaining challenging, but do-able” (Gee, 2003, p.2).


Rationale for the implementation of Reading Eggs at the College

Implementation of the Reading Eggs program was based on the evidence of cognitive learning outcomes outlined above. However, with the implementation of any new program, extensive consideration needs to be given to the degree to which the program meets curriculum content. Teachers at the College have found that initial and ongoing evaluation of content covered in the Reading Eggs meets the requirements of the Australian Curriculum. It should be noted that the implementation of Reading Eggs does not replace existing teaching practices for students at the College. It is an additional resource which supports the existing reading program. 

[bookmark: _GoBack]Infrastructure and financial impacts were also considered before the Reading Eggs program was implemented. As the program is web based, no additional infrastructure or software costs were involved. However, the web based program is subscription based. In 2012 the money wasn’t budgeted for so teachers needed to approach administration. However, in 2013 it is expected that the cost of the program may be added to students’ book list orders or funded under the capital budget. 

Conclusion
When selecting technologies for integration into educational settings, it is important to consider its functionality, ease of use, curriculum content and students’ willingness and enthusiasm to use the technology. Furthermore, it is important to consider the cognitive learning outcomes for students
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